Assigning Blame

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

by Rob Hobart, Mark Biffin, and Jeff Southerland 

An embattled Sapphire Magistrate, desperately trying to retain his position, needs a group of samurai for a simple escort mission.   Will it be mere sightseeing or the start of something more sinister?

Adventure Summary and Background

A Sapphire Magistrate named Hida Hei is currently in disgrace, accused of cowardice after abandoning a group of Imperials during a mission into the Shadowlands.  The families of these Imperials have petitioned the Imperial Herald, Miya Shikan (head of the order of Sapphire Magistrates) to dismiss Hei from his office.  Shikan has decided to offer Hei a final chance to redeem himself – escorting a group of Minor Clan children who are being fostered to the Crane Clan, as part of a treaty Shikan has put together to try to discourage any further aggression against the Minor Clans.  He has also ordered Hei, during the journey, to inspect the town of Jukami Mura, a well-known hotspot of ronin mercenaries.  Shikan has heard rumors of an the unusual increase in the number of ronin in the area, and fears the Crane may be hiring them for war.  

In fact, the reason for the gathering ronin is quite simple – they are the members of the former Tsume family, and they are assembling to reaffirm their commitment to revenge on the Lion Clan.

Unfortunately, the Akodo daimyo has learned of this gathering.  Akodo Gintaku wants to use this as an opportunity to both destroy the hated Tsume and to provoke war between the Crab and the Crane Clans, wrecking the non-aggression pact they signed last year.  With the recent battles in the Crab-Hare-Scorpion war, tensions in the Empire are high, and Gintaku sees this as an opportunity to spread the conflict beyond the control of the Imperial Herald.  He has assigned his most trusted underling, Akodo Mako, to carry out a raid on the town with troops disguised as Hida bushi.  

Although the Crane inhabitants of Jukami Mura are mainly mercantile Yasuki, the Lion are aware of one man traveling there who will be easily swayed by their deception: a cruel and aggressive duelist known as Daidoji “the Merciful” Noritoshi.  The Lion plan to leave him alive to carry back word of the “Crab atrocity” to the rest of his Clan.  

Meanwhile, the PCs will encounter another and more sinister threat.  The handmaid of one of the children they are escorting is actually an Oni no Pekkle, a sinister Shadowlands creature that enjoys infiltrating Rokugan to spread Taint, chaos, death, and despair.  She carries a bag of oni eggs, and will spread sickness and corruption through each town where the PCs stop, while also attempting to worm her way into the PCs’ confidences.  Her sinister influence will make the disaster in Jukami Mura even worse than the Lion planned – unless the PCs manage to uncover her true nature.   

GM’s Note: Hida Hei and Daidoji Noritoshi

The GM should be aware that both of these NPCs are actually player characters, and some players may have encountered them at tables.  Regardless of how this module plays out, these two individuals should survive (and will not become Tainted).  

Players’ Introduction

When this adventure begins, the PCs are in the Imperial Capital of Toshi Ranbo, where they have been summoned by the orders of Miya Shikan, the Imperial Herald.   They are escorted into an outer wing of the Imperial Palace, and left in a pleasant waiting room with several silk screens covered in delicate paintings of tranquil scenes from nature.  At the far side of the room is a double shoji (paper interior double-door) painted with a huge image of the blue mon of the Sapphire Magistrates.  Voices are vaguely audible from beyond the shoji.  

The PCs will wait for about half an hour, and this is will be an opportunity for them to introduce themselves, or at least describe there appearance.  If anyone decides to try to listen to the conversation in the next room, this will require a roll of Perception/Investigation (Notice) at TN 25 to puzzle out a few phrases, most of them spoken by a deep voice, and consisting mainly of lines like, “Hai, Shikan-sama, I will not fail you in this.”  Listening in on a private conversation is mildly dishonorable, and PCs with an Honor Rank of 3.0 or better should lose 1 point of Honor for doing so.  

Eventually, a servant opens the shoji screens and kneels to one side, bowing low to welcome the PCs through.   

The chamber beyond the shoji is decorated in pennants of Sapphire blue.  Hanging on one wall is a wooden plaque with the Sapphire Magistrates’ mon at the top and a dozen or so names inscribed below.  One of the names near the top has been crossed off.  Seated at the far end of the room, next to a writing desk, is Miya Shikan, the Imperial Herald.  The daimyo of the Miya family is a slim, severe, coldly handsome man in his early forties, with a clean-shaven scalp and face. A large, muscular man in the colors of the Crab is seated to his right.  Shikan is writing something, and makes an absent gesture of acknowledgement as you to enter, make prostration, and seat yourselves.

Miya Shikan will eventually look up and make a small gesture, then wait for the PCs to introduce themselves.  The PCs can roll Intelligence/Etiquette at TN 10 to realize this is what they are supposed to do.  If any PCs fail to follow this social convention, they lose 1 point of Glory, and those of Honor Rank 3.0 or higher lose 1 point of Honor for a breach of Courtesy.   

After the formalities are over, Shikan looks the PCs over with a faintly displeased air.  Finally he begins to speak, in a serious and earnest style, clearly intended to win the PCs to his point of view.

“This is a grim time for the Empire, with the terror of war lurking around every corner.  Already the Crab have broken the peace, and more conflicts threaten on every side.  Many enemies seek to impugn the name of the Sapphire Magistrates, whose sole duty is to protect the people of Rokugan from the scourge of war.  We must pursue our duty more vigilantly than ever.”

Shikan makes a brief hand-gesture toward the Crab, without looking at him.  “This is Sapphire  Magistrate Hida Hei, winner of one of our Sapphire Tournaments. He is about to undertake a mission of extreme importance, one vital to the furtherance of peace in the Empire.  He requires assistants, both to ensure the success of his task and to witness his triumph.  You will be those assistants.  I am sure you will be able to help Hida Hei on his most glorious mission.”  

Shikan will not wait to see if the PCs are willing to do this – he presumes they will not hesitate to obey an order from the Imperial Herald.  “As a result of a recent treaty I have arranged in the Imperial court, it has been agreed that the Crane Clan will foster a small number of children from the Minor Clans.  I would not see these precious children make such a long journey alone, so I have assigned Hida Hei to collect and escort them to their new home.   Several of my allies in court have graciously offered the services of their Clan’s samurai to assist Hei-san in this task – hence, you are here.”

“The mission should be simple enough for skilled and honorable samurai.”  He continues to not look at Hida Hei.  “You will leave here for North Hub Village, to pick up two children of the Kasuga and Yotsu families. I have arranged for a Yasuki courier ship to be waiting there for you.  The Kaori will take you to Umoeru Mura in Crane lands.  From there you will travel to the Fox lands, to Kitsune Mori Mura.  There you will pick up a child from the Kitsune and one from the Suzume.  Then you will head over to Meidochi to pick up the last child, a Hare.  Finally, you will travel south to Jukami Mura, taking ship there for Kyuden Doji, and leave the children in the care of the Crane.”  He folds his hands and regards the PCs with narrowed eyes. “Are there any questions?”

The PCs may ask whatever questions they wish.  However, if they ask foolish questions or behave in an obtuse or disrespectful manner, Shikan will cut them down with a few cold, judgmental words, costing all such PCs 2 points of Glory.  

· If the PCs ask about the treaty, Shikan explains that this is a diplomatic agreement to ensure the Minor Clans will be protected from unwarranted aggression.  “The Crane have honorably agreed to protect the interests of the Minor Clans.”  

· If the PCs ask Shikan for the names of the children, he will explain that the messengers left the capitol only a short time ago to notify the Clans of the agreement.  It will be up to the Clans to choose suitable children, although they will need to be of sufficiently high status to merit the honor of living with the Crane.    

· If any of the PCs have Shikan as a Sworn Enemy (which is possible if they played the adventure Test of Purity), he will look at them pointedly and observe, “I am confident that you, like Hida Hei-san, will be able to prove yourself honorable and noble samurai, worthy of my trust.  It would be most unfortunate if I were to be disappointed… again.”
Ronin PCs

Ronin PCs have come here with the promise of work.  Miya Shikan will not directly make any offer of payment to them – he is far too high-Status to dirty his hands with such mercantile arrangements.  

If a ronin actually brings up this topic, Shikan will frown very slightly.  “You feel it necessary to mention such… matters… in my company?  Perhaps I was mistaken in choosing you for this task.”  He makes a slight gesture with one hand before the PC can say anything else.  “Very well, speak to my servant after you leave here.”  The PC loses 2 points of Glory for this public scolding. 

Regardless, after the PCs leave the audience, a clerk will approach any ronin PCs and hand each of them a money-string with 2 koku worth of coinage. 

Refusal?

Some PCs may decide, perhaps due to secret knowledge about Miya Shikan, to refuse to work for him.  In this case they must think of some justification for refusing to assist the Imperial Herald.  He has already gained approval from their daimyo, and any of the PCs who are Magistrates (Jade or Emerald) have been seconded to the office of Sapphire Magistrates for this mission.  The PCs will have to come up with a skilled argument and present it in a respectful and persuasive manner, accompanied by a roll of Awareness/Etiquette (Sincerity) at TN 25.  

If the PCs fail this roll, or simply refuse to undertake the mission regardless, Miya Shikan will dismiss them from the adventure and do his utmost to ruin their lives, seeing their behavior as an insult against not only him but against the Sapphire Magistrates and the principle of peace.  All of these PCs will gain Miya Shikan as a Sworn Enemy, and also gain a full Rank of Infamy as he attacks their reputations in court.  If the PC already has Shikan as a Sworn Enemy, he gains two Ranks of Infamy instead.  

Finishing Up 

Once the party has heard the Imperial Herald’s request, he gives a brief nod to Hida Hei, who rises to his feet and speaks.

“We should not trouble the Imperial Herald any further.  I would ask you to meet me in an hour at the Gate of Fortunate Journeys, where we may begin our task.”

Hida Hei strides leaves the room and, presumably, the PCs will follow.  A servant will lead them out of the palace.

Some PCs may want to know more about Hida Hei.  A roll of Intelligence/Lore: Law at TN 20 or Lore: Crab Clan at TN 25 will recall hearing of his victory at a Sapphire Tournament where he defeated his competition with violent swings from his tetsubo, injuring one Scorpion so badly that he was still complaining of the pain even after he was healed.  If the PC beats the TN by 5 or more, s/he has also heard some rumors of Hei being involved in a number of incidents between the Crab and Crane Clans.  If the PC beats the TN by 15 or more, s/he has also heard some vague allegations that Hei has been accused of condoning the use of Gaijin weapons, and of abandoning other samurai, including Imperials, in the Shadowlands.  All of these are rumors – none can be confirmed as truthful.

If any PCs ask Hei about these rumors, he will snarl, “Do you make a habit of spreading gossip and slander, samurai?”  PCs who persist are likely to get insulted or even (if they are Status 1.0 or less) punched out.  

Anomalous Actions

Some PCs may, for whatever reason, have become convinced that Miya Shikan is a khadi, a heartless sorcerer.  Such PCs may decide to do something bizarre like physically or magically attacking the Imperial Herald.  If this happens, the paper walls of the office explode as several dozen Seppun guardsman storm into the chamber.  The offending PC will be immediately cut down and killed, along with any other PCs who attempt to defend this criminal, or to excuse or justify their actions.  (No die-rolls needed – these are elite Rank 5 Seppun bodyguards, backed by the power of Hidden Guard shugenja, and they are more than powerful enough to overwhelm any conceivable PC or group of PCs.)   

Part One: A Lengthy Journey

The PCs leave the capitol in the company of Hida Hei.  The burly Crab does not possess a horse, but strides at a relentless pace.  He is not much of a conversationalist, and tends to come across as crude, gruff, and aggressive. He is clearly in a bad mood but is equally clearly determined to see this mission through to completion.  He hates the Crane Clan but will do his best to restrain himself for the duration of this mission.

The Extra Mission

If any of the PCs are Crab Clan or are Imperial Magistrates (Jade, Emerald, or Sapphire), he will immediately tell them he has an additional mission beyond escorting the children. “Miya Shikan-sama wants me to investigate some rumors of large numbers of ronin gathering in Jukami Mura.  He’s worried the Crane may be hiring them for war.”  If any of the PCs are Sapphire Magistrates themselves (unlikely but possible) he will inform them that, by Miya Shikan’s orders, they are to assist him in this investigation.  

· If the PCs inquire about how long this mission will take, Hei replies, “Better part of a month, maybe more.  It will take us four days to reach the Hub Villages, the same by sea down to Crane lands, and then a week to the Kitsune Mori, a couple more days to the Hare lands, and the same back.  Do you have some more important duty awaiting? Because I don’t.”

· If any PCs ask why he serves Miya Shikan, or why he is a Sapphire Magistrate, he is visibly irritated.  “You may have the luxury of social status or courtly dominance, samurai-san, but my family does not enjoy such lofty privileges.  Were you given the opportunity to raise your place in the Empire, wouldn’t you take it?”

If any of the PCs express suspicion or distrust of Hei, he snarls, “Were you not listening when Miya Shikan-sama told you your mission?  Or do you have a problem with your hearing?”

The First Two Children

The PCs’ journey takes them through the northern Lion lands to North Hub Village.    

Once the group reaches North Hub City, Hei leads them to a meeting with the city’s magistrate, Kasuga Tenmai.  She places two children under the care of the group: a young Tortoise boy, about six years old, named Kazuo and a quiet, 9-year-old girl from the Tiger, Tomoe.  Kazuo is an energetic but slightly pudgy and rather spoiled boy, while Tomoe is modest and quiet, and tries to behave as the samurai lady she will eventually become.  Each of the children is accompanied by a handmaiden, a samurai woman in her late teens who is supposed to look after them.  

· Kazuo’s handmaiden, Kasuga Minami, is actually the Oni no Pekkle, Gyuho.  She appears to be a pretty, innocent maiden in her mid-teens.  She will play the role of a sweet and innocent girl, easily flustered or infatuated, and unable to control the rambunctious Kazuo.  She carries a hidden bag of oni eggs on her person, but the Taint from these unhatched eggs is too slight be detected normally.

· Tomoe’s handmaiden is Yotsu Aiko, a plain and slightly plump girl with a wide, flat face.  She is shy and self-conscious about her looks, easily flustered by attention, and tends to always look at her feet, wringing her hands as she talks.      

Kazuo is a boundlessly energetic and inquisitive boy, and constantly asks childish questions.  He will constantly pepper the PCs with these questions: Are we there yet?  How much farther?  Do all the Crane have white hair?  Is that because they’re old?  Will I get white hair?  What does an oni look like?  Have you ever seen one?  (to Hida Hei) Are you an ogre?  And so forth.  

Hida Hei will for the most part endure Kazuo’s behavior with stoic indifference, stolidly ignoring the boy’s chatter.   

To the Crane Lands

The morning after the PCs collect these two children, the group boards a ship, the Kaori.  The boat is a Mantis vessel, with the Yoritomo mon painted on its square sail, and is under the command of Yoritomo Gyoshoku, a muscular man in his early thirties with a bushy moustache and a casual, smiling attitude.  He welcomes the PCs aboard his vessel with a flourish.  “Welcome, welcome!  It is an honor for the Mantis Clan to assist the Imperial Herald in this noble task.  The Mantis have always been known as friends to the Minor Clans!”  

The journey south to Umoera Mura takes three days, with the Kaori putting in to shore each evening to rest at anchor.  The weather is clear and pleasant, warm but with a brisk sea breeze, and the Mantis sailors are cheerful and talkative, trading jokes and snatches of song during the day’s work, drinking and tossing dice in the evening.  

The two handmaidens will clearly be uneasy at being forced to share the company of crude, boisterous sailors (although about one-fifth of the crew are female, their behavior is little different from that of their male fellows).  Aiko will make a point of keeping Tomoe safely in her cabin, coming out only when escorted by Hei or a PC.  

Kazuo, on the other hand, spends the journey alternately pestering the crew with his questions or leaning seasick on the railing, moaning and whining.  Minami will stay close to Kazuo during the journey, but will work on worming her way into the trust of the PCs, and perhaps winning the affections of at least one PC.  Since she is playing the role of an innocent young maiden, if she manages to snare a PC’s romantic interest, she will carefully keep the relationship entirely emotional/romantic, not making any immediate attempt at seduction.  She will, however, engage in romantic games such as exchanging letters, poems, and gifts.        

Aside from Kazuo’s seasickness and Minami’s subtle romancing, the journey will be uneventful.  After three days the ship puts in at Umoeru Mura on the coast of the southern Crane lands.  The Kaori waits only long enough for Hei, the PCs, and the children to get off – Gyoshoku and his cargo have business elsewhere.  

To the Fox Lands

The next leg of the trip, walking through Crane lands, is much more pleasant for the party.  The lands here seem more fertile than in Lion territory and the peasants more cheerful and happy.  Five days of travel take the PCs through the southern Spine of the World Mountains to the edge of Fox lands.  During this part of the journey, Kazuo will become something of a whiner – he has never had to travel through such rough terrain, and he will complain, suffer from blisters, etc.  Tomoe and the two handmaidens will also be unhappy but will endure it with better grace, only occasionally wincing and flinching when their feet hurt.  (Minami will subtly try to play for the sympathy of the PCs with this.)  

In Fox lands the landscape changes, becoming thickly forested and interrupted by small pockets of farmlands. The Fox Clan makes use of the forest’s bounty, harvesting acorns, nuts, and berries, and even engaging in a certain amount of hunting – the PCs will see many groups of Fox peasants traveling through the forest, collecting food and useful items.  Three more days of travel brings the PCs to Kitsune Mori Mura.  

The village of Kitsune Mori Mura is filled with strange architecture – houses grown from trees, sliding doors made of leaves rather than rice paper, and so forth.  A large shrine to Inari, the fortune of rice and friend to the fox spirits of the forest, sits on the village’s north side.

When the PCs arrive in the village, they will be met by a Kitsune samurai with a pair of doshin (armed peasants).  They will check the PCs’ travel papers, then direct them to the village’s governor, Kitsune Yuko.  Her home is a large house that seems to be made up of several massive oak trees which have grown together over a couple of hundred years.  She will briefly greet the PCs and informs them the Fox child, Heiji, is ready to depart, but the Suzume child has not arrived yet.  She apologetically explains that her home does not have enough room to house all of them, and directs them to the local inn, the Bouncing Acorn.

The Bouncing Acorn Inn

The inn of Kitsune Mori Mura is built around the trunk of an exceptionally large oak tree.  It is two stories high, and the structure seems to wind upward around the trunk of the tree.  The inn’s wooden structure is adorned with carvings of acorns and smiling foxes.  The innkeeper is a heimin named Osamu, a portly man who dresses in rich red garments, the color of fox fur.  He is polite and deferential to samurai visitors.   

That evening, just before dinner, a Fox samurai will deliver a 10-year-old boy, Heiji, to the PCs.  He is easily the tallest of the children so far, and is beginning to show some muscle development.  He is a polite but highly energetic boy, training in the hope of being a sumai wrestler.  He is also very superstitious, and carries a bag of rice from which he throws handfuls of grains at anything that looks like a fox.  He does not have a handmaiden or other companion.   

The PCs’ stay will be largely uneventful, but there are some patterns of behavior the PCs may notice with the children and their escorts.

· Tomoe will tend to wander off while they are in this village.  Her handmaiden Aiko will usually notice this after a few minutes and fly into a panic, but once the PCs start looking for Tomoe they will find her within a few minutes.

· Tomoe will not realize she has done something wrong – the strange environment of Kitsune Mori Mura is like nothing she has ever seen, and it fascinates her.  If the PCs scold her, she will humbly and softly apologize for causing trouble, tears brimming at the corners of her eyes.  

· Heiji is not only very superstitious but also curious about anything strange or anomalous, especially if it could bring bad luck.  He will ask the characters about any oddities he notices in them.  For example, asking any Cranes who do not dye their hair why it isn’t white, or asking the meaning of tattoos on Dragon monks.  If anything unlucky or ominous happens, he will be worried and will throw some of his rice in an effort to avert bad luck.  

· Kazuo will attach himself to Heiji and adopt a worshipful younger-brother mentality, imitating whatever the older boy does.  The two boys will rough-house with each other and may occasionally cause accidents such as knocking over furniture, crashing into a servant, etc.   

The Sparrow Child

Just before noon the next day, a Sparrow Clan samurai will enter the Bouncing Acorn Inn.  His name is Suzume Gozo, and he is accompanied by an eleven-year-old girl, Yuki.  Both of these Sparrow look thin and a bit wan, as though they have not eaten well in some time, and their clothes are clean but also plain and thread-bare.  

Gozo will address Hei and the PCs in a respectful manner, introducing his daughter Yuki to them.  “She is to accompany you to train with the Crane. We are deeply honored by this opportunity, samurai-samas.  Please see to my daughter’s safety on this journey.”  Having made this brief speech, Gozo will kneel down, look his daughter in the eye, and speak softly.  “Our Clan is depending on you, Yuki-chan.  Make us proud.”  He gives her a small pouch, then rises, bows to the PCs again, and leaves the Inn.  

· Yuki is a very pious and is studying the Tao.  If any PC seems knowledgeable about these topics, she will humbly try to speak with them, although she is very self-effacing and humble and will not force her attention on anyone.  

· Yuki is obviously less well-provided-for that the rest of the children, but will not ask for anything and will follow the traditional gift refusal ritual (refusing twice before accepting) for anything offered to her.  Her small pouch contains a few bu in coins, a spare pair of tabi (socks), and a single hair-comb.  

· If Heiji performs his rice-tossing ritual around Yuki, she will stare briefly in horror and disbelief before recovering her self-control.  Thereafter she will develop a small eye twitch whenever Heiji does this.    

The Trail of the Pekkle

It is at the village of Kitsune Mori Mura that Kasuga Minami will begin to spread her oni eggs, leaving a legacy of misery and Taint behind.  She will do this by secretly placing the oni eggs in Heiji’s bag of rice, ensuring that every time he flings out rice to avert bad luck, he is spreading Tainted oni spawn.

This will not initially be noticeable to the PCs, since they will leave the village the next day before the oni eggs can have much impact.  The Taint from these eggs is so slight, initially, that it will not be noticeable – only after the eggs begin to hatch and unleash their spawn will there be sufficient Taint to be readily detected.     

On to Meidochi

After Yuki joins the group, Hei will immediately want to move on to the final village, Meidochi.  He, the PCs, the four children and two maidservants will be able to reach Meidochi within two days.  
Meidochi is a small village, home to perhaps a hundred or so peasant families, located in lightly-wooded lands along the River of Gold, at the meeting point of three major roads.  A small keep is on a hill on the west side of the village, overlooking both the town and the river, and there seems to be construction underway around it. The center of the town is dominated by an Inn almost as large as the keep, and docks for water traffic are visible on the riverside.  

This is one of the few major Hare strongholds which was not overrun by the Crab during the recent war, and there are a couple of hundred peasants frantically at work on building a stone outer wall around the small keep, which is apparently built of wood.  This modest castle is known as Ujina Torid-e or, more grandiosely, as Kyuden Meidochi.  The castle is guarded by a small troop of Hare samurai and ashigaru, about fifty men altogether, fifteen of them on duty at any given time.  One of them will approach and challenge the PCs when they approach, demanding their travel papers.  

· The Hare will openly glare at Hida Hei and any Crab PCs, keeping their hands on their weapons, but will remain coldly, minimally polite after they see their travel papers.  

Once the party shows their papers, they will be kept waiting for a scant quarter of a Rokugani hour (30 minutes) before being brought in to see the local daimyo, Ujina Majuto.  He is a tired, frazzled-looking man in his late thirties, with a grizzle of unshaven hair on his jawline and eyes that dart around as though constantly watching for trouble.  He will briefly greet the PCs, pausing to give Hei and any Crab a fixed and slightly alarming look, and then introduces them to Hirayuko, a young man of 13 years, almost ready for his gempukku. 

Hirayuko is a pale, serious young man, pulled out of his training six months before his gempukku.  He accepts his lot with an attempt in samurai stoicism, but is privately very upset at having his training interrupted.  He considers himself an adult, and will treat the other children with aloof condescension.  

· Heiji will treat Hirayuko with something akin to hero-worship – the older boy is almost a man, something Heiji envies.  Hirayuko will find this very irritating, and will make cutting remarks in a vain attempt to discourage Heiji.  

Part Two: The Town of Jukami Mura

From Meidochi, Hei, the PCs, and their wards will head south toward Crane lands.  This will take several days of travel, mostly through the peaceful and prosperous lands of the southern Crane territories.  The PCs will see a number of border patrols in the area, including some Sparrow troops who have apparently been moved into the area to serve as “buffers” between the Crane and Crab lands.  

Jukami Mura is a sizable port town, located on the southern coast near the Crab border.  The PCs approach from the inland side, by the Skipping Stone Road, descending out of wooded hills in early afternoon.  They can see that the city is clearly boomingly prosperous, with ships crowded into the bay and the streets visibly bustling even from a couple of miles away.  As the PCs draw closer, they pass more than one merchant caravan passing in and out of the town, as well as what appears to be a sizable tent city of ronin and their families located outside the town’s outer edges.  PCs who roll Intelligence/Lore: History at TN 20 (or Lore: Crane or Lore: Ronin at TN 15) will know that Jukami Mura is a major center for the hiring of ronin and mercenaries.     

When the PCs approach the town, Hida Hei will explain they must wait here for the Crane ship, the Pit Viper, which is scheduled to take the children to Kyuden Doji.  “I am going to the Governor’s residence to present our mission.  I do not expect he will want us to stay at his residence, so you should find us some lodging.”  If the PCs ask why he does not expect cooperation, he grunts.  “Lord Shikan-sama has given me another task here, in addition to escorting these brats.  One that need not concern you.” He will not say more unless one or more of the PCs are Crab or Imperial Magistrates, in which case he will briefly say, “I have been tasked with investigating an unusual gathering of ronin in this town.”

Once the PCs start looking for lodging, they will quickly locate the town’s two inns, the Inn of the Four Paths and the Inn of the Scattered Winds.  The Four Paths is the busier establishment, but seems to cater primarily to merchants and ronin.  

The Inn of the Four Paths 

A busy establishment in the middle of town, near the marketplace.   It has a large compound that includes a generous stable, a fenced-in yard for caravan wagons, and an attached bathhouse with facilities for men and women.  The Inn building itself is a large two-story structure with over twenty rooms.  It is run by a busy young heimin named Natsu, a man in his early twenties who has taken over from his father after the older man died of a fever last winter.  

Natsu will bow respectfully to the PCs if they enter, inquiring whether they need rooms and, if not, inviting them to leave their swords in a cabinet near the front of the common room.  (It only has four sets of weapons in the closet when the PCs arrive.)  The common room of the inn is very crowded and noisy, occupied entirely by merchants and ronin.  The only Clan samurai here are a pair of rather sour-looking Unicorns, sitting at a table with two ronin.  PCs looking for other persons of interest may notice a very attractive female ronin who is skillfully fending off the attentions of several drunken male ronin.  

If the PCs agree to stay here, Natsu will hastily clear off a table for them, shooing away the merchants sitting there.  Unfortunately, he will only be able to offer them a total of three rooms, making for some crowded housing (the children in one room, male PCs in the second room, females and the maidservants in the third room).  Natsu will be very apologetic about this.  “Things are very busy in Jukami Mura right now, samurai-sama, with all these ronin in town.”  If the PCs make a scene, demanding that samurai be given precedent over ronin or suchlike, Natsu will prostrate himself, apologizing desperately, and hurry around making arrangements for additional rooms – PCs of Honor 4.0 or better should lose 1 point of Honor for their lack of courtesy and compassion.  

The Inn offers good quality food and sake, and its specialty is a delicious (and cheap) sweet fish stew, favored by the many ronin staying here.  

· Hisa the Ronin: This attractive young woman is about twenty years old, and is exceptionally good looking for her age.  She is dressed in plain, colorless ronin garments and carries a tanto through her belt (her daisho is in the weapons closet).  She is sitting alone, fending off periodic approaches from male ronin, and enjoying a meal of tea and rice.  She will welcome the company of any samurai who is willing to slum with a ronin.  Despite her current status, she is a refined young woman and carries herself as though she may have been Crane at one time – however, she will not discuss her background in any way, and changes the subject if the PCs ask about her.  She claims to work mainly as a caravan guard, or occasionally as a guard for trade kobune.  She claims to be excited about the new Great Trade Roads and the new work they will bring her.  

· Hisa is in reality Shosuro Kotone, a Scorpion spy, Shosuro actress, and sometime male impersonator who is tasked with gathering intelligence on trade in the area.  She is posing as a simple ronin while subtly spreading and collecting rumors among the other ronin and merchants.  Kotone is quite attractive and is not above “allowing” herself to be seduced by a PC of high Status (4.0 or better) or who might have useful information about trade and diplomacy (such as a member of the Daidoji Trading Council).  

· Ide Junko and Ide Muuko: These two Unicorns are sitting with a pair of fairly well-kept ronin, Kujo and Chu, their mercenary bodyguards.  They are brooding and more than a little grumpy, but will talk to any samurai who seems friendly and refrains from making cracks about Unicorns or merchants.  If the PCs ask why they are in bad moods, they explain that several members of their caravan have fallen ill, including another bodyguard, Kabo, stranding them here in Jukami Mura.  (Clever PCs may think of asking where they came from – their last stop was in Fox lands, and they passed through Kitsune Mori Mura the day after the PCs did.)  

The Inn of Scattered Winds 

This inn is situated on the northeast side of town, near the governor’s residence on a hilltop overlooking the bay, and is a higher-quality establishment favored by Clan samurai.  It is a smaller building with only ten bedrooms, but otherwise offers all the usual amenities, including a garden area, a common room for eating and socializing, a stable, and a separate bathhouse.  

The Innkeeper is a portly middle-aged woman named Yoko, and she humbly greets all her guests at the door, thanking the Fortunes for sending her more customers. She has rooms available for all of them at modest cost (1 bu each) and will ask them to wait in the common room while she is getting the rooms ready. 

There are several respectable-looking merchants sitting in the common room.  The only samurai present are a Phoenix, a Crane, and a single elegant-looking wave-man who is seated in the far corner.  

Shiba Manabu is a bushi in his mid-twenties, wearing his hair in a normal samurai topknot.  He has a cultivated air about him and will be glad to speak with any PCs who approach him (he finds the other two samurai in the room to be poor company, though he will not insult them by mentioning this where they can hear). He is the yojimbo for a Phoenix shugenja named Isawa Rikimaru, passing through the area on the way to the Asahina temples.  However, Rikimaru has fallen ill and is currently resting in a room upstairs, under the care of a manservant.  (Again, if the PCs ask, Manabu and Rikimaru passed through Kitsune Mori Mura on their way here.)  

Daidoji Noritoshi is a Crane, but is rather plainly-dressed except for an exquisitely polished and lacquered jingasa hat.  His undyed hair is worn loose, hanging over his face, but if the PCs look more closely they will notice that his right eye is covered with an eyepatch.  He is sipping tea and is wearing his daisho, a minor breach of etiquette in an inn’s public rooms.  Noritoshi will briefly regard anyone who enters the inn with a cold, remotely appraising look, like a spider looking at a fly, before returning to his tea.

PCs who roll Intelligence/Lore Heraldry at TN 25 or Lore: Crane at TN 20 will recognize him as Daidoji “the Merciful” Noritoshi, a notoriously vicious duelist who is reputed to cripple his opponents rather than kill them outright.  If any PCs speak or interact with Noritoshi, see “Interacting With the Merciful” in Part Three below.

If any PCs have the ability to sense Ancestors or spirits, they will be able to tell that a powerful ancestral spirit watches over Noritoshi’s actions.

The ronin in the far corner is actually none other than Mirumoto Kanjo, sensei of the tiny, elite Hojatsu’s Legacy school.  He is conducting a musha shugyo (warrior’s pilgrimage) to renew his training after his defeat by Mirumoto Daikabe in last spring’s tournament.  PCs who have played the adventures “A Champion’s Heart” or “Harsh Lessons” can roll Intelligence/Lore: Heraldry at TN 20 to recognize Kanjo.  He will be calm and polite to anyone who speaks with him, and will not try to conceal his identity or hide what he is doing.  If any PCs are interested in sparring with him, he will do so readily enough.  If any PCs ask whether he has sparred with Noritoshi, or suggest that might be a good idea, he smiles thinly.  “I do not think there is anything to be learned from fighting a man like that,” he says quietly.   

Kanjo will leave the town the next morning, traveling on across the Empire to continue his warrior’s quest (and thus narrowly escaping the slaughter and plague alike).  If any friendly PCs are up early that morning, he will spar with them before departing.  

Other Establishments in Jukami Mura

Aside from the two Inns, there are several other places the PCs can visit in the town.  

The House of the White Egret: This is a modest-sized geisha house, catering mainly to traveling samurai.  Due to the nature of the clientele, this house has a more lax entry policy than many such establishments.  The ronin doorman, Josuke, will offer an invitation to any respectable-looking visitor for a modest fee, typically two or three bu.  

The House of the White Egret is an unremarkable place as geisha houses go, and none of the girls here are notably impressive.  The house okaa-san (madam) is a cranky elderly woman named Maemi.  

The Smiling Bowl: A newly established noodle-shop, run by a teenage boy, Saito.  It is located on the main street near the Inn of Scattered Winds, and does a brisk business from passing samurai, ronin, and commoners.  PCs who have played the adventures “Writ of Justice” and/or “Tortoise and the Hare” may remember seeing other noodle-shops with the same name.  If Saito is asked if there is any connection, he will bow and proudly proclaim that her father has decided to expand his business and has sent him and his five siblings to seek their fortunes with noodle shops of their own.  

The Smiling Bowl charges 2 copper zeni for a bowl of excellent ramen.  Clan samurai who argue about prices are committing a minor breach of etiquette and lose 1 point of Glory.   

The Marketplace: The market in this town is unusual, since Jukami Mura is best known as a place for hiring ronin, rather than as a trade center.  The market has an average number of normal stalls, and the usual assortment of caravans parked around the edges, but there are also a huge number of ronin standing around ostentatiously, waiting to be hired.  A few of them even have commoners acting as “barkers,” shouting out their skills and virtues for prospective recruiters.  

The PCs will notice several Crane samurai roaming around this marketplace, speaking with the ronin and occasionally hiring them.  They may also notice a couple of well-equipped ronin soldiers who are doing some recruiting of their own – these men will identify themselves as members of Kenshu’s Legion, signing up soldiers for their leader’s independent army.  

Some PCs may wish to hire a ronin of their own.  This will require at least 20 koku – with a war on, these men and women are holding out for high prices.  

If the PCs spend any time in the marketplace, they will notice a number of older ronin men passing through the marketplace, occasionally collecting younger wave-men from the market who follow them around.  PCs who watch these odd ronin closely can roll Perception/Lore: Heraldry at TN 25 to notice they wear small, colorless mons on their sleeves which vaguely resemble the Crane mon.  These ronin are Tsume family members from the camp outside the town, and will be remote and unfriendly toward the PCs unless they are Crane or wave-men, in which case they will be polite.  They will carefully avoid any conflict with Lion PCs.  

PCs who follow these Tsume ronin will find they all come from the encampment at the edge of town.  

The Sake Serpent: The town’s largest and most successful sake house is a large single-story building, painted inside with images of serpents crawling up the wall.  Attending the bar is Kouri, a large burly man who has serpent tattoos on his forearms.  He is loud and boisterous, except in the presence of Crane samurai, which causes him to grow silent and cagey.  

A wide variety of sake and shochu is available here, including a few expensive brands like Taka-label and White Lotus (both 1 koku per bottle).   

PCs who are looking for opium, Red Flower, or other such illegal merchandise may acquire it from Kouri, if they are discreet and willing to pay.  

The Healer: The local peasant healer, Kosami, lives in a house near the marketplace.  It is a large and well-built residence for a commoner, but the inside is crowded and cluttered with piles of jars and pots (all filled with various medicines and ointments), bunches of herbs hanging from the ceiling, piles of rolled-up linen bandages, and similar things.  There are three major rooms in the house, one of which functions as an infirmary with several futons.  When the PCs first arrive in town, the only patients here will be the sick men from the Ide caravan (the ronin guard Kabo and three commoners), and a local carpenter named Yoshi who suffered a broken leg.  By the next day, however, the number of sick will most likely increase by a great deal as Minami’s oni eggs begin to infect the local population. 

The Governor’s Residence: Jukami Mura is ruled by Yasuki Antei, a daimyo of the Crane side of the Yasuki family.  The Governor’s house is a lavish two-story mansion located on a hilltop overlooking the bay, and has welcoming lanterns hanging from its roof-edges at night, making it easy to find.  There is no garden or other external decorations beyond the lanterns.  Two guards wearing the Crane Yasuki mon stand outside the front door at all hours.   

If the PCs decide to present their chops at the governor’s residence independently of Hida Hei, a polite servant will take them and then report that the governor is regrettably too busy to see them today.  

The PCs can learn something about Governor Yasuki Antei by rolling Intelligence/Lore: Heraldry at TN 25 or Lore: Crane at TN 20.  He is one of the higher-ranking daimyo on the Crane side of the Yasuki family, and is known as an anti-Crab politician who agitated against the Crane diplomatic agreements with the Crab last year. PCs who roll Intelligence/Lore: Underworld at TN 25 will recall rumors that he is involved in some sort of internal feud with another branch of the Yasuki who conduct smuggling across the Crab border.     

The Ronin Encampment: North of the town’s main gate, a large group of tents in varying size and quality cluster near a stream.  Many women and children can be seen in the encampment, the women busy cleaning, mending clothes, and preparing food while the children play at being swordsmen with sticks.  The men who walk around the camp are obviously ronin, carrying swords and other weapons.  They pass between the camp and the town regularly, visiting the marketplace.  PCs who watch these ronin closely can roll Perception/Lore: Heraldry at TN 25 to notice they all wear small, colorless mons on their sleeves which vaguely resemble the Crane mon.  

These ronin comprise most of the surviving members of the Tsume family.  They will be very cautious around strangers (especially Lions), and will insist they are simply here looking for work, camping together for safety and because they cannot afford to stay at the inns.  If anyone specifically suggests they might be Tsume, they will deny it, and insist their mon is a personal symbol with no connection to the Crane Clan.  If the PCs ask the name of their band, they call themselves “the Wanderers.”  

See Part Four, “The Ronin Encampment,” for details of what else the PCs can learn here.  

Part Three: Social Interactions in Jukami Mura

After the PCs arrive in Jukami Mura, they will temporarily be at loose ends.  Hida Hei will return from the Governor’s mansion after about an hour.  “I do not think the Fortunes could conspire to make my life any less pleasant,” he growls, and explains that they are all expected to dine with the Governor that evening.  “Including our little charges, so you’d best all be on good behavior,” he finishes, and delivers an ominous glare at Kazuo, who lets out a squeak and hides behind one of the PCs.         

That done, Hei will head back out in the town to investigate the unusual gathering of ronin here.  He will not openly explain himself, merely saying, “I have other business to pursue until this evening’s trial of my courtesy.”  

· Hei may already have explained his mission to some of the PCs.  If the other PCs ask what his “business” might be, he will say he is looking into some matters for the office of Sapphire Magistrates.  PCs of higher Status (Status 3.6 or better) will get slightly more cooperation – he will tell them that he is under orders to look into the “unusual gathering of ronin” in this town while he is here.

· Hei will expect any PCs who are Sapphire Magistrates to accompany him while he visits the ronin encampment and questions them.  Other PCs may tag along if they wish, although Hei will clearly not appreciate any perceived interference or supervision of his activities.

· Hei will not figure out the ronin are Tsume unless one of the PCs determines this and shares the information with him.   

Rumors and Gossip

Some of the PCs may try to pick up some general news or gossip about the area.  This can be done by asking around and rolling Awareness/Courtier (Gossip) at TN 20.  Each such PC can uncover one rumor, plus one additional rumor for every 5 by which they beat the roll. 

· Several people have heard “from a friend” that a troop of bandits have started operating near the Lake of Cherry Blossom Snow.  (Red herring.)

· There are an unusually large number of ronin in town, especially for this late in the year.  Some folk are speculating that the Crane are trying to hire more troops in case of war with the Crab next spring. 

· Many fear the Crab will attack the Crane lands next year.  Others argue the Crab are more likely to attack the Scorpion.  Either way, there is general anxiety about what may happen.  

· Some Phoenix recently passed through the area, and there are many speculations on why they are so far from home.  Some believe they are coming to support the Crab in war, while others have heard tales that they are going to help rebuild the Hare lands or perhaps to reinforce the Kaiu Wall.  

· There are rumors that the famous Kyozou Theater Troupe, which has not toured the Empire for five years, will be visiting several courts in the fall and winter.  The more cultured samurai in Jukami Mura express sorrow that their settlement is too modest to earn such an honor.  

On the second day the PCs are here, the following additional rumors are potentially available:   

· A bunch of Crab samurai have shown up in town today.  People think they are here to hire the ronin, or to at least keep the Crane from hiring them. 

· If the PCs did not stop the spread of the oni eggs: A lot of people have fallen sick – Kosami the healer is swamped under with customers.  There is worried speculation that a plague may have come to the city, like the one which afflicted the Phoenix lands last spring. In the mid-afternoon, a secondary rumor will spread that the governor, Yasuki Antei, has also fallen sick.

The Children’s Activities

Unless the PCs decide to drag the children along with them to investigate the ronin encampment, they will initially stay at whatever inn the PCs have chosen as their residence.  Minami, the Pekkle, will suggest that she and Aiko take the children out for a walk, to let them work off some energy before the dinner this evening.  Aiko and the children will for the most part readily go along with this – Hirayuki will initially be offended at the prospect of having to share a walk with “little kids,” but Minami will mollify him by pointing out that the children will need someone older to watch over them and protect them.   

If any PCs strongly object to the idea of a walk (perhaps because it is dangerous for the children to be wandering around in a town with so many ronin), Minami will shyly suggest that perhaps one or more of the PCs can accompany them to see to their safety.  Naturally, if any of the PCs have shown the slightest romantic interest in her, she will target those PCs for such an appeal.  The younger children will also plead (and in the case of Kazuo, whine) for the PCs to let them take the walk.  “I don’t want to be stuck in this boring old Inn all day,” Kazuo shrills.  

If the PCs ultimately refuse to allow the walk, there will be consequences at the dinner that evening – but the PCs will have taken a major step toward preventing the spreading of oni eggs in the town. 

If the PCs do allow the walk, whether or not they accompany it personally, it will result in a significant spread of oni eggs throughout the town, with the corresponding epidemic of “sickness” the next day.

Visiting Isawa Rikimaru

Some PCs may decide to visit the Phoenix shugenja, Isawa Rikimaru, especially on their second day in Jukami Mura when the wave of “sickness” strikes the town.

Rikimura is watched over by an attentive, fussy old manservant, Jomei, who will politely but stubbornly try to protect his sick master from being “bothered” by strangers.  The PCs can override him easily enough, although this will require them to be forceful and/or threatening, possibly costing them 1 point of Honor for violating etiquette and compassion.  

A PC of Status 3.5 or higher can override Jomei simply by requiring obedience, without a breach of behavior.  Alternatively, the PCs can request an interview and wait patiently – a single request will be politely ignored, but if the PCs are persistent and ask multiple times, Jomei will eventually give in and allow them to see his master. Also, once sickness begins to spread in the town, Jomei will be more cooperative toward PCs who claim to be investigating the illness.  

Isawa Rikimaru is a clean-shaven, middle-aged scholarly man with hair going gray at the temples.  He is pale and trembly, hot with fever, and has dark circles under his eyes.  He will do his best to speak with the PCs politely, but he is clearly weak and his mind wander occasionally.  Jomei will watch over his master, fussing like a mother hen, offering cups of scented herbal tea and blotting the sweat from the shugenja’s forehead.

Rikimaru is traveling across the Empire, on a self-described “pilgrimage of learning,” and recently came through Fox lands – his next destination is the Asahina temples.  If the PCs ask, he was traveling about a day behind them through Kitsune Mura Mori.  He began feeling ill on the following day, on the road, but managed to make it as far as Jukami Mura before he felt too ill to continue.

PCs who examine Rikimaru and roll Perception/Medicine at TN 20 will be able to satisfy themselves that they can find no specific cause for his illness.  This could mean it is simply a “normal” cold or flu, or it could have a more sinister explanation.  

A PC who makes TN 30 or better on the Medicine roll may notice an unusual symptom: small yellow-white pustules at the corners of his mouth and clustered around his nostrils.  A PC who searches him for any unusual injuries, scars, or similar physical markings can roll Perception/Investigation (Notice) at TN 25 to notice these pustules.  

The spell Hands of Jurojin, which normally cures illnesses and poisons, will not have any effect on Rikimaru.

· If a PC tries to test Rikimaru with jade, he will be insulted.  “Tainted?  How dare you!  I am a priest of the kami, samurai, and I have never been closer to the Shadowlands than we are now!”  He will collapse in a fit of coughing, gasping out demands for the PCs to leave, while his servant Jomei tries to help him.

· If a PC tests him by force, this will be an Honor loss for anyone with Honor above 1.0.  Jade will, however, cause a modest burn on his flesh, and the Jade Strike spell will harm him.  

· Jade Magistrate, Emerald Magistrate, or Imperial Family PCs can require Rikimaru to submit to testing without violating their own Honor, if they can overawe him with a roll of Willpower/Courtier at TN 20. 

· A Kuni Witch-Hunter can make an Awareness roll at TN 25 to sense that Rikimaru shows the signs of first-stage infection by the Taint.  Likewise, a Moto Death-Priest can sense his Taint, although as a traditionalist Phoenix he will angrily dismiss Death-Priest skills as “gaijin superstitions.”

If the PCs visit Rikimaru on day two, he will be visibly worse off – his skin is almost gray, visibly beaded with sweat, his fever has worsened, and he speaks in a weak, rasping voice, sometimes lapsing into moments of delirium.  His Taint will be much more apparent at this point, lowering the TN for a Witch-Hunter to detect it to TN 15.  Likewise the pustules around his nose and mouth are more obvious, lowering the TNs to detect them by 10.

See “Treating the Plague” in Part Six for additional details of what will happen if the PCs try to help Rikimaru or investigate his symptoms more closely.

Visiting the Healer

Some PCs may decide to visit the healer, on either the first day or, more likely, the second day, when rumors of disease spread through the town.  

Kosami, the healer, is a small, spry old man, whose lined and weathered face is of an unusually dark skin tone.  He will be polite to samurai, but does not seem as overawed by them as most heimin are.  He tends to be brisk and business-like in his speech and behavior, with the tone of a professional doing a job he knows well.  He has a very faint accent which can only be detected by PCs who speak at least one foreign language.  (Kosami’s father was a Meranae ship’s surgeon who kept a Rokugani wife in the port at Otosan Uchi for several years.)  

On the first day, if the PCs ask about sickness, or ask to see Kabo and the other men from the Ide caravan, he will cooperate readily enough.  He believes the men are suffering from a fever, a regrettably common illness, and hopes they will recover with a few days of rest, herbal tea, and other simple treatments.  If the PCs examine the men themselves, they will find Kabo to be a ronin in his twenties, while the other caravan employees are young peasant men.  All of them look as though they are normally strong and healthy, although they are now pale, sweating, and complaining of aches, fever, and bad appetite.  PCs who roll Perception/Medicine at TN 20 will be able to satisfy themselves that they can find no specific cause for his illness.  This could mean it is simply a “normal” cold or flu, or it could have a more sinister explanation.  

· If the PCs ask them where they have been recently, they will explain they have been accompanying the Ide caravan down through Scorpion and Fox lands.  The last town they stopped in was Kitsune Mori Mura. 

Much as with Isawa Rikimaru, a PC who makes TN 30 or better on the Medicine roll may notice an unusual symptom: small yellow-white pustules at the corners of the victims’ mouths and clustered around their nostrils.  A PC who searches them for any unusual injuries, scars, or similar physical markings can roll Perception/Investigation (Notice) at TN 25 to notice these pustules.  

The spell Hands of Jurojin, which normally cures illnesses and poisons, will not have any effect on Koju and Chu, or any of the healer’s later oni-egg patients.  

PCs can test these men for Taint easily enough – they are mere ronin and peasants, after all, and too sick to physically resist.  All of them are Tainted, and will burn from jade.  

On the second day, unless the PCs managed to prevent the further spread of the oni eggs, the healer’s house will be crowded with sick commoners.  The condition of Kabo and the caravan workers will have visibly worsened, while the many new patients will be less severely afflicted.  Kosami will clearly be deeply worried by what is happening, fearing that a plague is breaking out in his town.  By late on the second day, he will have noticed the pustules on the victims (although he will not realize their Tainted significance) and will point them out to anyone who speaks with him about the disease.  “A very strange symptom, samurai-sama, I have never seen it before in a fever patient.”   

Interacting With the Merciful

If the PCs decide to stay at the Inn of Scattered Winds, they will likely have some interaction with Daidoji Noritoshi, “the Merciful.”  He is extremely disdainful of Crab, for whom he has a particular hatred, and shows a certain cold scorn for members of the Kakita family from his own Clan.   

If the PCs are polite and respectful, Noritoshi will likewise be polite and reasonably courteous, but somewhat bored.  He will never use the “-sama” suffix for any PC of less than Status 6.  He refers to himself as a “courtier,” and boasts of having attending many fine and notable courts.

· If a PC asks Noritoshi’s name, or otherwise suggests they don’t know who he is, he will feign shock.  “Well, this is a surprise, to find a samurai who has not heard of me and my deeds!  I am Daidoji Noritoshi, although I have become quite attached to the title fellow samurai have given me – the title of the Merciful.  A title befitting a courtier, I should think.”

· If the PCs ask why Noritoshi is in Jukami Mura, he shrugs.  “I am awaiting the arrival of my friend Tsuruchi Shin.  We will be attending inter-Clan negotiations at Kyuden Ashinagabachi this winter.  I am hoping for peace to reign next year.”

· If any PCs question his motives, his etiquette, or his past behavior, Noritoshi will immediately challenge them to a duel to first blood unless they apologize.  See Appendix #2, “Dueling Noritoshi,” for details of resolving this.  

Hei and Noritoshi

If the PCs do stay at the Inn of Scattered Winds, Hida Hei will eventually arrive there.  This will lead to a tense confrontation between these two NPCs.  Hei will enter the common room, stop, and gaze at Noritoshi with an expression of sour disgust.  “It seems the Fortunes have chosen to make this mission exceptionally unpleasant,” he says flatly.   

Noritoshi gives the Sapphire Magistrate the briefest of nods.  “Indeed, it seems that we are both in the Fortunes’ hands, Hei-san.  It would be unwise to tempt them further.”  

Hei scowls.  “I am surprised to find you here in lands so close to the Crab, after your… altercation on the way back from Winter Court.”  

Noritoshi smiles.  “I never did thank you for the writ you gave me authorizing my duel there.  You would be surprised at the number of people who curse you for it.”

Hei grimaces and turns away.  “Stay out of my business, Noritishi-san.  And try not to maim too many people while you enjoy your stay here.”

“A pleasure as always, Hei-san,” smiles Noritoshi.  However, PCs who roll Awareness/Investigation at TN 15 can tell he is dangerously close to losing his temper.  

Wise PCs will stay out of this confrontation.  Noritoshi will not hesitate to challenge someone who offends or insults him, demanding an immediate duel to first blood and then trying to permanently maim his opponent (see Appendix #2).  Hei will demand that the PCs leave him alone, stay out of his business, and see to their charges (the children) while he leaves to investigate the ronin encampment.  If the PCs persistently ask him about Noritoshi, or about the “writ” that Noritoshi refers to, he will bellow at them, “Be about your business before I lose my temper!”  Hei is a bad-tempered bully and is quite capable of brawling (non-lethally) with lower-Status PCs who push him too far, doing his best to pummel them into unconsciousness.  

Part Four: The Ronin Encampment

North of the town’s main gate, a large group of tents in varying size and quality cluster near a stream.  Many women and children can be seen in the encampment, the women busy cleaning, mending clothes, and preparing food while the children play at being swordsmen with sticks.  The men who walk around the camp are obviously ronin, carrying swords and other weapons.  They pass between the camp and the town regularly, visiting the marketplace.  PCs who watch these ronin closely can roll Perception/Lore: Heraldry at TN 25 to notice they wear small, colorless mons on their sleeves which vaguely resemble the Crane mon.  

The camp is well-organized and relatively clean, with several wagons parked near the edges and an improvised corral holding oxen and a few ponies.   

These ronin comprise most of the surviving members of the Tsume family.  They will be very cautious around strangers (especially Lions), and will insist they are simply here looking for work, camping together for safety and because they cannot afford to stay at the inns.  If anyone specifically suggests they might be Tsume, they will deny it, and insist their mon is a personal symbol with no connection to the Crane Clan.  If the PCs ask the name of their band, they call themselves “the Wanderers.”  

If the PCs accompany Hida Hei, he will stamp around asking random ronin, and will eventually be directed to the camp’s headman, referred to as “Ojii-san.”  PCs who persistently ask questions will likewise be directed to talk to Ojii-san.  The PCs can also locate him if they simply search the camp for any authority figures.  

If any of the PCs treat these ronin in a threatening or intimidating manner, they will be met by stony silence and determined resolution.  Even the women and children will gather and stand unyielding alongside their men.  The Tsume family is fully united and will stand firm against anyone who threatens it.  If the PCs should use violence, every able-bodied adult in the camp will fight – during the day there are about twenty men and fifty women in the camp, while at night there are over forty men.  In case of battle, the handful of elderly will try to herd the children to safety.  

The Ronin Children

It is unusual for so many ronin children to be in one place, and clever PCs may decide to watch them or talk to them.  The children will normally be shy and fearful around Clan samurai – they have been warned not to talk to strangers – but ronin PCs will find them easier to deal with (they are accustomed to dwelling among ronin).  Also, if the PCs bring along some of their Minor Clan children to visit the encampment, the ronin children will quickly lose their shyness to play with these new friends.  

PCs who can win the children’s trust can get them to say they are here for “the family gathering, it happens every year” before one of the mothers swoops in and hustles the children away, apologizing to the PCs for bothering them.  She will scold the children for speaking with strangers.   

Clever PCs may think of watching the children’s games.  A roll of Perception/Investigation (Notice) at TN 10 will realize that they are pretending to be Crane fighting against Lion.  Anyone who makes TN 20 or better will see a boy knock another to the ground, shouting, “And the Tsume defeat the evil Lion!”  This will be followed by a warning from the boy’s mother, telling him to be quiet.

The Ronin Women

Clever PCs may also think of trying to speak with the women of the encampment away from their men.  This will not be a useful gambit for most male PCs, but male ronin, and female PCs of any Clan other than the Lion, can make inroads with the camp women if they roll Awareness/Courtier at TN 25.  If the PC is accompanied by one or more of the Minor Clan children, the TN is lowered to 20.  

Once they open up to someone, the Tsume women are quite sociable and will happily chat at length.  However, they are smart enough to avoid mentioning their family name or their real reasons for being here.  They will claim their men are all in an otokodate (ronin brotherhood) called “the Wanderers,” and are here to meet and look for work.  PCs who roll Perception/Investigation (Interrogation) at TN 20 can tell they are not telling the whole truth and, in particular, that “the Wanderers” is probably a nom de guerre.    

If the PCs press them for details, or suggest they are sympathetic to their cause, they will direct them to speak with their leader and headman, “Ojii-san,” who can be found in the center of the camp.

Meeting Ojii-san

In the center of the Tsume encampment is a larger tent.  Seated outside the tent are a number of older men and women, well past the normal age of a samurai’s retirement.  Some of them are playing go or shogi, some are sipping tea or chatting together, some are telling stories to audiences of children, and a few are simply watching the passerby.  The men here are clearly former swordsmen, to judge from what remains of their physical make-up.  

This tent is home to “Ojii-san,” the leader of the Tsume family.  Whenever the PCs approach, he will emerge from the tent, apparently concluding a discussion with a bald-headed man in Dragon colors.  Any PC who has played the adventure “Tortoise and the Hare” will recognize the Dragon as Hoshi Haitoku, a monk who appeared as a supporting character in that adventure.  

The old man will bid the monk a polite goodbye, and Hoshi Haitoku bows and smiles thinly.  “I trust that I have not inconvenienced you too much, Ojii-san. I have gained much insight here in a way I had not thought possible.  Thank you.” He nods politely to the PCs as he departs, leaving the PCs free to speak with “Ojii-san.”

The man who calls himself “Ojii-san” appears to be in his sixties, with hair cropped close to his head, giving him a monk-like appearance.  Despite his age, he stands straight and does not use a staff or cane.  His face is deeply lined with cares and old grief, but he will smile politely to the PCs (although the smile will be distinctly strained if any of the PCs are Lion) and bows low.  “How may I assist you, samurai-samas?”

If the PCs request a private conversation, he will lead them inside the tent.  The tent-floor is covered with worn but well-made tatami mats, and contains a small folding table and a brazier with a simmering tea-kettle.  Ojii-san will seat himself and pours tea, offering the fragrant drink to the PCs before he fills his own cup.

Ojii-san will normally assume the PCs are either agents looking to hire mercenaries, or magistrates checking up on a potentially suspicious group of ronin.  He will identify himself as the leader of this otokodate, which he names as “the Wanderers,” and claims they are here seeking employment.  “In these dangerous times, wave-men are doubtless much in demand, and we know this to be one of the best places to seek employment.”  

Ojii-san is normally not truthful to strangers, of course (especially if any of them are Lion), but the PCs will have to defeat his Awareness/Deceit (Lying) of 9k4+5 with their Perception/Investigation (Interrogation) in order to realize he is not being honest.  If they accuse him of lying, he will smile politely and point out that he is a samurai, albeit one without a master.  Further, they are in the middle of his encampment and surrounded by the loyal members of his otokodate.  “As a wave-man, I would not be so rude as to request an apology, but I should certainly suggest you consider your words more carefully.”  If the PCs actually threaten him or try to use force, he will calmly ask them to leave while his men assemble outside.  The Tsume ronin will not start a fight, but they will finish one, if the PCs wish it.   
Assuming the PCs are willing to avoid this, Ojii-san will speak with them politely enough, although normally not very informatively.  The following are his answers to the most likely questions:

· His name.  If the PCs ask for his real name, he will smile and say that he has been called Ojii-san for so long that he doesn’t really remember his real name.  “I am, after all, the oldest of our brotherhood.”

· Why is the brotherhood here?  “We are seeking work, of course.  With war looming, this is our opportunity to hire ourselves out as a group and win some security for our wives, children, and elderly.”

· How old is this brotherhood?  “I was present at our founding, and am one of the oldest among us.” 

· If the PCs ask about the presence of women, children, and elderly in the camp, he shrugs.  “We try to keep our dependents with us, so they can be safe.  I understand you do not have such concerns, samurai-samas, since you are blessed with lords who provide for your needs.” 

· Why was Hoshi Haitoku here?  “A very strange man, even for a Dragon monk.  He said he was here seeking knowledge and insight.   We talked for some time, but I am not sure if he truly learned anything from me or not.”
Getting Ojii-San to Talk

Normally, Ojii-san will remain cagey and cautious around the PCs, refusing to admit that he and his brothers are Tsume ronin.  However, some PCs may be able to persuade him to open up to them.  This can only happen if honorable and compassionate PCs speak to him without the presence of any Lion or Crab (including Hida Hei) and express both a sympathetic attitude and  genuine curiosity about the true nature of his group.  Such PCs can roll Awareness/Etiquette (Sincerity) at TN 25 to persuade Ojii-san to open up and tell them the truth.  (Crane and openly anti-Lion PCs, or PCs who reveal that they already suspect the ronin are Tsume, gain a Free Raise on this roll.)

If they succeed, Ojii-san will lean back, sip on his tea, and then speak in a soft, gentle voice: 

“I was once Tsume Tsuge, youngest son of the daimyo of the Tsume, vassals of the Doji.  When the Lion descended on our valley and destroyed my family, a loyal retainer smuggled me out of the castle. I could not claim my true name for fear the Lion would seek me out.  And so my family was removed from the world and destroyed, its remnants left to wander without name or home.”

“Once a year we gather secretly, to renew the bonds of family we once shared. This year, as several times before, our gathering is here in Jukami Mura.  It is a place where none are surprised to see a large ronin band encamped.  With the new war which has fallen on the Empire, we draw even less suspicion than before.  So long as we maintain appearances by hiring out some of our men, no one questions our presence.” 

“We will depart here within a few days, once the last of our men arrive.  Once our gathering is ended we will leave in peace. I beg you, do not give anyone reason for suspicion.  The Lion will surely hunt us down if they learn where we are.”    

If any PCs mention Hida Hei, or explain that he is here to investigate the unusually large number of ronin in Jukami Mura, Ojii-san will sigh.  “I suppose I should have anticipated that in these times, our gathering would attract the attention of the Sapphire Magistrates.  So long as he does not learn our true nature, however, it should not do us too much harm.” 

Some PCs with good memories may ask Ojii-san about the assassination of the previous Lion Clan Champion, Matsu Hoketsaku, in 1499 (as depicted in the adventure “Tournament of the Topaz Champion”).  If they do so, the old man’s eyes visibly fill with tears, though he does not allow them to fall.  “Kenji was my grandson.  I did not want him to go, but I could not bring myself to stop him.  He was so angry, so full of the need for revenge, so full of fear and rage.   All he wanted was to destroy.  And what did it accomplish?  Our family remains as it was.  I wanted to commit seppuku, but what would that achieve? We have no name, no honor to restore.  All that remains is ikiru – to live.”  

Some exceptionally smart PCs may ask him how Kenji got an invitation to attend the Topaz Championship.  He sighs and shakes his head.  “I do not know.  He never told me.”  

Speaking to Hoshi Haitoku

While it is unlikely, some PCs may wish to track down the monk, Hoshi Haitoku, and speak to him before they leave.  If so, on the first day they will find him playing with the children in the Tsume encampment.  On the second day he will be in the town, watching the passerby from a street corner.  

Haitoku is polite and moderately friendly, but in a distant and reserved way.  He says he is traveling the Empire, seeking the true path of enlightenment, and trying to understand Bushido.  However, if the PCs press him on his opinions or goals, he will confess that he has not yet found what he is looking for.  “I cannot see a way to understanding how Bushido and enlightenment can exist together in an Empire where Bushido seems to have less and less meaning.”  

In the unlikely event that a PC challenges or severely insults Hoshi Haitoku, he will mildly point out that as a member of the Hoshi family he is a samurai, albeit one who serves his Clan through contemplation and religious duty rather than on the field of war.  “If you wish to challenge me, samurai-san, I will have to seek the permission of my lord.”  Dueling Haitoku is outside the parameters of this adventure – PCs seeking to challenge him should contact the Campaign Administrator.

Part Five: Dinner with the Governor

The PCs should know from Hida Hei that they and their youthful charges are expected to dine with the local governor this evening.  Hei is clearly quite unhappy at this prospect, and will be even more so if he knows Daidoji Noritoshi is in town.  Regardless, he will march to the governor’s mansion in a full dress kimono, acting much like a bushi marching to a suicidal battle.

The children and their handmaidens, by contrast, will be quite excited at the prospect of a fine dinner, and even the quiet ones like Yuki and Tomoe will perk up.  The handmaidens Aiko and Minami will do their best to shepherd the children along in more-or-less civilized order, but at the gates of the mansion Minami will “discover” that Heiji has brought along his bag of lucky rice.  She will gently scold him for this (“really, Heiji-kun, do you think it would be right to throw rice at the governor’s table?”) and offers to take the bag of rice off his hands.  Heiji will pout, wondering aloud what he will do if something unlucky happens at dinner.

· If none of the PCs interfere or say anything, Hida Hei will lose patience, grab the bag of rice, and hurl it into the street, scattering the contents.  This will, of course, assure that the oni eggs infest the entire town by morning.  

· As long as at least one PC says something, this will not happen.  However, unless a PC takes the bag of rice personally, Minami will use the dinner to plant oni eggs in the governor’s household.    

Aside from this incident, the walk to the governor’s house is uneventful, under a clear evening sky that is beginning to show the evening’s stars.  Hei, the PCs, and the children are led inside and, after a short wait in an anteroom, ushered into a large hall where a long table has been set up for dinner.  They will be expected to leave their weapons in the anteroom, of course.

The room is decorated in a quite ostentatious and indeed gaudy style, more appropriate for a Mantis castle than a Crane residence.  Huge silk pennants and giant shoji screens with beautiful paintings cover each wall, and a large antique helmet is placed on a dais at one end of the room.  

After the PCs and their companions seat themselves (with some fussing from the younger children), a small and neatly tailored man with a fine blue kimono and a large white fan scurries into the room.  He is accompanied by Daidoji Noritoshi, still wearing his exquisite hat but without his swords (even he cannot breach etiquette that much).

· If the PCs did not stay at the Inn of Scattered Winds, this will be the first time in the adventure that Hei and Noritoshi see each other.  Hei will visibly bristle, while Noritoshi will smile coldly and nod, as though to an old friend… or enemy.

The little man clears his throat and addresses his guests: “Greetings, honored guests!  I am Yasuki Antei, governor of Jukami Mura.  I hope your stay here will be pleasurable.  It is a great honor to host these children, the special guests of the Crane, before they travel on to Kyuden Doji.”

He claps his hands once, and servants suddenly fill the room, emerging as if by magic trick from behind the shoji screens.  They serve a banquet of Crane delicacies, including Tsu fish eggs, fatty tuna, and fresh cod, all perfectly prepared and served with superb rice, tea, and sake, including the famed Taka-label sake.  

· The servants will not offer sake to the children, but Hirayuki will somewhat snootily insist on having some, since he is “almost a man.”  He will back down if a PC firmly tells him to stop. 

· The younger children will grumble a bit at some of the food – they are unused to such elaborate dishes.  In particular, Yuki will be uneasy at eating such an elaborate dinner, and Kazuo will complain about having to eat “yucky grown-up food.”    

· If Minami the Pekkle succeeded in taking control of Heiji’s rice bag before dinner, she will subtly slip oni eggs (which look just like grains of rice) into her cups and bowls just before they are taken away by the servants, thereby ensuring that the governor’s residence is contaminated.  The PCs will not have any chance of noticing this unless one (or more) of them are specifically suspicious of Minami and watch her closely, in which case they can make an Opposed Roll of their Perception/Investigation (Notice) against her Agility/Sleight-of-Hand (Conceal).    

Yasuki Antei will try to be sociable, in a rather greasy way, chatting with the PCs and playing the gracious host.  This will be undercut by the behavior of Hida Hei, who will respond to all conversational gambits with grunts and scowls, and Daidoji Noritoshi, who remains silent while continually watching Hei and the PCs sidelong, like a hunter sizing up his prey.   

Antei will try to make conversation by inquiring about the PCs’ journey and health, ask whether they are enjoying their stay in his town, and try to play the “kindly uncle” to the children (which they find unpleasant).  He will nervously stay away from dangerous or alarming topics, such as the recent war or the current Crane-Crab political tensions.  

· If any PCs mention the large number of ronin in the town, Yasuki Antei will smile nervously and point out that the town has always been a center for the mercenary trade.  “Hardly something to draw undue attention now, I should think.”  

· If any PCs have realized (or at least suspect) that the Tsume family is in town, and try to raise this idea with Antei, he will do his very best to change the subject.  He will absolutely not admit to any knowledge of the Tsume being in the town, and will make a point of recalling, “The Tsume were destroyed by the Lion forty years ago, samurai-san.”  A PC who makes a roll of Perception/Investigation (Interrogation) at TN 20 can tell that Antei knows more than he is telling, but he will not say anything, and if the PCs accuse him of lying he will feign outrage and expel them from his residence.

At the conclusion of dinner, Yasuki Antei will smile and tell his guests, “With so many prestigious guests, I would be pleased if we might enjoy some of the pleasures of courtly life here in our humble village.  My other guest here, Daidoji Noritoshi-san, is a courtier of note, and I am sure others of you have enjoyed such civilized pleasures.  Perhaps a game of Sadane?  Noritoshi-san has said he would be glad to give us a demonstration of his abilities in a friendly competition.  Perhaps our honorable Sapphire Magistrate, Hida Hei-san, would be generous enough to accept this challenge and show us all the true ability of the Crab Clan.”  
Hida Hei will grimace, stand, and say a few brief words explaining that he must decline, since he has a long journey ahead and must be rested for it.  Noritoshi openly sneers at this excuse, and Yasuki Antei begins to form a protest even as Hei bows briefly and strides out of the room.  (The children watch this with wide eyes, sensing the underlying tension between the adults.)  The governor turns to the PCs with a peeved air.  “Well!  If Hei-san cannot rise to the challenge, perhaps one of you?  I shall happily be judge for this competition.”

PCs who wish to decline this invitation must roll Awareness/Etiquette (Sincerity) at TN 15 to avoid giving offense.  If they do give offense, Noritoshi will challenge them to a duel to first blood unless they offer a sincere apology and agree to participate in the Sadane contest.  (See Appendix #2 for details on dueling Noritoshi.)  

If a PC accepts the challenge, Noritoshi will choose one of the shoji-screen paintings in the room as the topic of discussion.  The contest is a Contested Social Roll of Awareness/Games: Sadane, but non-Crane PCs will suffer a +15 TN penalty to their roll due to the biased judging of Yasuki Antei.  

· If a PC manages to overcome this difficult challenge, Antei will (somewhat grudgingly) concede the victory.  The children and handmaidens will applaud the success of their guardian, and the PC gains 3 points of Glory. 

· If the PC loses the contest without the +15 penalty, Antei will loudly proclaim Noritoshi as the victor, a truly masterful courtier.  The Daidoji smirks but makes no other reaction.  (The children and handmaidens look disappointed, and Kazuo will complain about the PC’s poor performance before getting hushed by Minani.)
· If a PC loses only due to Antei’s biased judging, the Yasuki will again loudly proclaim Noritoshi to be a truly superb courtier, but the Daidoji goes silent, mutters something to himself, then cuts off Antei’s praise with cold words.  “It seems that a mistake has been made. I was not the victor, and your poor handling of the judging shames the Crane and myself.”

· A PC who rolls Raw Perception at TN 15 can make out Noritoshi’s mutter as, “I know, sama, and I will not stand for it.”

Confrontation?

If a confrontation occurs between Antei and Noritoshi, the Yasuki governor will splutter and fumble, claiming he was judging honestly and showing the might of the Crane.  Noritoshi glares at him and snarls, “You would dare tarnish my Honor with your despicable actions?  I shall not stand for such a disgrace.  Fetch your sword and try to redeem yourself.”  

Antei will not actually accept this challenge, of course –as a governor his Status is high enough to dismiss Noritoshi – but he lacks the courage to simply throw out this enraged duelist.  Instead he will try desperately to calm Noritoshi down, claiming he was simply trying to promote the greatness of the Crane.  The children will watch this spectacle wide-eyed.  

Well-mannered PCs can disrupt this incident by calling on these men to control themselves and set a good example in front of the children (or some similar effort to shame them into good behavior) and rolling Awareness/Courtier (Manipulation) at TN 25.  With a success, Noritoshi will grudgingly back down and leave the residence.  However, if the PC fails the roll, Noritoshi will transfer his anger to the PC, claiming he/she is trying to excuse the governor’s improper behavior, and demanding a duel.  The PC can defuse the situation with a well role-played apology and a roll of Awareness/Etiquette (Sincerity) at TN 20, otherwise, see Appendix #2.  

If the PCs fail to defuse the situation, Antei will be reduced to whining pitifully that he was only trying to help.  Noritoshi finally throws up his hands in disgust and turns to leave.  “Pitiful fool.  I suggest in future you do not lie about the deeds of others, lest you find yourself a head shorter than you are now.”

Regardless, once this incident is over, Yasuki Antei will issue perfunctory thanks to the PCs and the children for honoring his estate with their visit, and then retires, leaving his servants to escort them out.  

Part Six: The Second Day, Plague and Preparations

On the second day, the PCs will be more-or-less at loose ends while they wait for the arrival of the Pit Viper to carry them and their youthful charges away from here.  

The Infiltration

During this day, Akodo Mako and his Lion troops will arrive in the village, preparing for the assault on the Tsume encampment.  Some of them will arrive disguised as Crab bushi, visiting the marketplace and pretending to be interested in recruiting ronin for the following year.  Other Lion soldiers will come into the town disguised as ronin themselves, and still more will camp in the woods outside of Jukami Mura, waiting for the attack that evening.  

PCs who explore Jukami Mura on their second day here will notice what appear to be a couple of dozen Crab bushi in the town, visiting the marketplace and the inns.  (They will also pick up rumors of Crab in the town if they are looking for news or gossip.)  These men will behave like “typical Crab” – which is to say gruff, loud, and somewhat crude.  If a Crab PC speaks with them, they will claim to be here to scout the market for hiring ronin for next year.  “War is coming for sure,” they say with comradely grins.  However, if for some reason a Crab PC becomes suspicious and starts asking these men where they come from, he can roll Raw Intelligence at TN 20, Intelligence/Lore: Crab at TN 25, or Intelligence/Lore: Shadowlands at TN 30 to realize that something isn’t quite right about these Crab soldiers – they seem ignorant of certain subtle details of Crab life.  

Naturally, these false Crab will never admit they are infiltrators, and will exhibit open hostility toward PCs who express suspicion of them.  They will mark such PCs for possible attention later (see Part Seven).  

The Oni Eggs Take Root

On the second day, unless the PCs prevented Heiji and Minami from spreading oni eggs (no walk through the town, didn’t let Hei throw the rice bag, didn’t let Minami take possession of it before the dinner), the village of Jukami Mura will be afflicted with a mysterious plague by the middle of the second day, as dozens of peasants and ronin fall victim to fevers, aches, and dizziness.  The healer’s hut will be overrun with patients, and those who were already sick (such as Isawa Rikimaru and the men from the Ide caravan) will be visibly and obviously worse. 

PCs who are out walking the streets of the town will notice more than a few people looking sick, and several of them wobbling their way to the healer’s house.  Further, in mid-afternoon, rumors will spread that Governor Yasuki Antei is also sick.  If the PCs inquire at the governor’s residence, the servants and guards will politely turn them away.  “We are sorry, samurai-sans, but the Governor has many demands on his time.  Please try again tomorrow.”

Smart PCs will realize there is a serious problem in Jukami Mura, and once they start investigating it is quite possible they will discover the presence of Taint.  At that point, PCs who are Emerald or Jade Magistrates will have the authority to force cooperation from the local authorities, including demanding an immediate interview with Yasuki Antei (who is, indeed, afflicted by the oni eggs, along with several of his servants).   

The Child Victims

Normally, Minami the Pekkle will take possession of Heiji’s bag of rice (and oni eggs) just before the dinner at the Governor’s residence, then returns it to Heiji afterward.  This will have the side effect of ensuring that no-one from the PCs’ group (including Hida Hei or the children) will be afflicted by the oni eggs.

It is possible that the PCs may, for some reason, decide to leave the “bag of rice” in the hands of Heiji rather than letting Minami have it or taking it for themselves.  If this happens, Heiji will get into a quarrel with Kazuo that night after the dinner with the Governor.  The two boys will wind up throwing rice at each other while Aiko the handmaiden struggles to control them.  The boys will quiet down quickly enough once the PCs intervene (the boys will not even remember what they were fighting about by the time the PCs stop the quarrel).  

The next morning, Aiko, Kazuo, and Heiji will all be suffering from the onset of the “plague,” showing the same symptoms and effects as the rest of the victims.    

Treating the Plague

Once the PCs start investigating the “plague” in earnest, there are a number of things they can discover.

All victims of the plague initially seem to be suffering from a fever or similar illness, with symptoms that include hot pallid skin, profuse sweating, body aches, loss of appetite, and so forth, growing worse as the problem deepens.  PCs who roll Perception/Medicine at TN 20 will be able to satisfy themselves that they can find no specific cause for this illness.  A PC who makes TN 30 or better on the Medicine roll will notice an unusual symptom: small yellow-white pustules at the corners of the victims’ mouths and clustered around their nostrils.  Likewise, a PC who searches them for any unusual injuries, scars, or similar physical markings can roll Perception/Investigation (Notice) at TN 25 to notice these pustules.  By late on the second day, Kusami the Healer will have noticed these pustules and will point them out to anyone who speaks with him about the plague.

The spell Hands of Jurojin, which normally cures illnesses and poisons, will not have any effect on victims of the oni eggs, and all victims will have measurable Taint within the first day of infection.  This Taint will worsen noticeably on the second day.  

The pustules clustering around the mouths and noses of the victims contain tiny oni spawn, and if a PC cuts them open or probes them in some way, these malignant little pale worms will become visible, squirming and burrowing into the flesh of their victims.  They can be plucked out with a roll of Agility/Medicine at TN 25, driven out by touching the pustules with jade, or burned out with fire/hot metal.  Unfortunately, this process is extremely painful for the victims, who will thrash about and scream unless restrained.  However, if it is done successfully, the victims’ Taint will subside sharply (to below detectable levels, in fact) and they will recover their health within a few days.  

PCs who discover the oni spawn can roll Intelligence/Lore: Shadowlands at TN 20 to recognize their nature.  A PC who makes TN 25 or better will realize these creatures are most likely spawned from eggs or other contamination, and would show no measurable Taint until they hatched and began to grow. 

Unmasking the Truth

If and when the PCs realize what is causing the plague, they may start to figure out that its spread is somehow connected to them.  A key element of the pattern is the fact that both Rikimaru and the Ide caravan passed through Kitsune Mori Mura the day after the PCs did.  

Clever PCs may eventually deduce that Heiji’s rice is the source of the trouble (especially if Heiji, Kazuo, and Aiko become ill).  Although the Taint in the unhatched oni eggs is too sleight to detect normally, hitting the rice with a Jade Strike spell will incinerate the eggs, creating the appearance that some of the rice grains are spontaneously combusting.  The PCs can also conduct an experiment by feeding the “rice” to an animal, or sprinkling the animal with the grains – within an hour, the animal will begin showing symptoms. 

Heiji will insist, with tearful sincerity, that he knows nothing and that his rice is “good and pure rice, samurai-sama, my mama gave it to me.”  This may send the PCs off on a tangent (suspecting his mother to be the villain). 

Given the chance, Minami the Pekkle will try to subtly push the PCs away from suspecting her, preferably by encouraging them to suspect others.  If the PCs become suspicious of her, she will play the innocent, growing tearful and frightened as the PCs question her, and specifically trying to enlist the sympathies of any PCs who are attracted to her.  She is a superb actor and liar, and the PCs are unlikely to be able to see through her.  As a Pekkle, she is immune to mundane jade and crystal, as well as to detection methods used by Kuni Witch-Hunters and Moto Death Priests.  The only way to detect her true nature is for her to be injured (her blood is black) or hit with a Jade Strike or similar anti-Taint spell (which will burn her).  

Ultimately, if the PCs figure out that the rice is the source of the plague, they may well be able to find enough evidence to satisfy themselves of Minami’s guilt. In particular, Shugenja PCs who begin casting Commune in key locations (such as Governor Yasuki Antei’s dining room), or who are clever enough to think of Communing with the (very unhappy) Earth spirits in the bag of rice itself, can certainly convince themselves that she is the culprit.  This sort of evidence will not be enough to allow a legal arrest of Minami – however, if the PCs are convinced she is a maho-tsukai or Shadowlands creature, they may decide to forego the legal niceties.  (High-Honor PCs – those of Honor Rank 3.0 or above – who ignore the law in order to take steps against Minami but do not successfully unmask her should lose 1 point of Honor, and all the PCs will lose 1 point of Glory if they make such a serious accusation and cannot prove it.)  

If Minami is ultimately in an unwinnable situation, she will try to flee, preferably by hiding and changing her form (to another, anonymous, young man or woman) to allow escape.  Given the chance, she will take the oni eggs with her.  She can fight with her Blackened Claws ability, but does not do so well, and will always choose escape over combat if she can.

A Message for the Lion

If there are Lion PCs in the party, Akodo Mako and his men will be somewhat nonplussed (they evacuated all Lion samurai from the town before their attack).  They will attempt to warn any Lion PCs by sending an anonymous note (Handout #1) to the Inn where they are staying.  

If the PCs look into the source of this letter, they can learn it was delivered by a peasant boy.  Tracking this boy down will require questioning the local commoners and rolling Awareness/Investigation (Interrogation) at TN 25.  With a success, they can track down the boy in question, an eight-year-old named Sanjo.  He says a ronin gave him two zeni to deliver the letter to the Inn.  

· If PCs ask to check the coins, he has already spent them (on sugar candy).  However, the PC can track down the marketplace vender who sold him the candy with an Intelligence/Investigation (Interrogation) roll at TN 25.  With a success, they ascertain that the coins are of Lion mint.

· Examining the letter will not learn anything of value – it is written on cheap paper with equally cheap ink.  Shugenja PCs who Commune with the letter or cast Reflections of Pan Ku on it can learn it was written by a man in ronin garb sitting in a dark room.  

If a Lion PC decides to “bail out” and leave the adventure early, s/he can do so.  Hida Hei will be in too bad a mood after his confrontations with Noritoshi and Antei to care about stopping a Lion who suddenly decides to abandon the mission, and will content himself with growling, “The Imperial Herald will hear of this.”  Such PCs should lose 1 point of Honor and 3 points of Glory for forsaking their assigned duty.  

However, if the PCs try to take the rest of the group or the children with them, Hei will take action.  “Are you mad?  We are expecting the Pit Viper at any time.  I will not allow you to jeopardize this mission over some ridiculous anonymous note!”  Hei will not back down – unless the PCs are willing to take things to the level of physical combat (which should entail significant Glory and Honor loss for them), they will have to give in.

The Pit Viper Arrives

Very late on the second day, as the Sun is setting in the west, the Pit Viper pulls into the docks of Jukami Mura. It is a magnificent large kobune displaying the banners and mon of the Crane Yasuki family.  The captain, Yasuki Kenzaburo, is a portly man with a wide bushy moustache and a broad, toothy smile.  He will track down Hei at the Inn and report with a sweeping bow.  “The Pit Viper has arrived, samurai-samas!  A fine conveyance for our honorable wards!  My men are cleaning and re-provisioning now, and we will be ready to sail with the morning’s tide!” Hei will answer only with a growl of, “About time.”   

Some of the PCs may wish to sail immediately, especially if they are seriously worried about the “plague” or have become paranoid about the presence of Crab troops, the anonymous warning to Lions, or other strange events.  Hei will be dismissive of such fears, but if the PCs are insistent, he grudgingly ask Captain Kenzaburo how soon his ship can sail.

Yasuki Kenzaburo will clearly be startled and a bit alarmed at the prospect of trying to sail out of the town at night, but if the PCs continue to insist, he will finger his moustaches, mutter to himself, and finally admit that his ship and crew can be ready to sail within the hour, “if it is truly necessary.”  

Regardless of what the PCs decide to do, Kenzaburo will return to his ship afterward (either to spend the night or to get it ready to sail). 

Part Seven: Massacre and Escape

The attack on the Tsume by the false Crab soldiers will take place that evening, and will occur simultaneously in both the tent encampment and in the town proper.  If the PCs have insisted on the Pit Viper sailing that evening, the attack will happen as they are getting the children ready to go to the ship.  Otherwise, it will happen after dinner, as the children are going to be bed.

Allow each of the PCs to roll Perception/Battle at TN 20.  Those who succeed will hear the distant sounds of battle from outside their Inn – screams, battle-cries, and the clash of weapons.  The sounds are initially distant but grow closer by the minute.  

There will be about fifteen minutes before the violence reaches the PCs’ Inn.  This will be enough time for the PCs to don light armor (but not heavy/riding armor) and to get the children awake and organized, if they think to do so.  Hida Hei will put on light armor, as will Noritoshi (if the PCs are staying at the Inn of Scattered Winds).  

Slaughter in the Streets

If the PCs go out into the town (immediately or after armoring up), they will find men dressed in Crab armor running through the streets, cutting down ronin (mainly Tsume ronin, although they are also targeting others to conceal their purpose).  They also kill any Crane bushi who interfere with them, and by the time the PCs start to look around, most of the town’s small garrison is dead.  If the PCs look in the direction of the Governor’s Residence, they can roll Raw Perception at TN 15 to see smoke rising into the sky, blotting out the stars and clouding the Moon, with orange flames faintly visible at the base.  

The attackers will normally be too busy fighting ronin and Crane to harass the PCs as they hurry through the darkened streets.  (Certain specific locations, listed below, will result in confrontations.)  However, if the PCs deliberately approach the ‘Crab’ attackers elsewhere in the town, they will react as follows: 

· If any of the PCs are Crab, the attackers will shout out to them loudly.  “Cousin!  We have come to bring death to the traitorous Crane Yasuki and their ronin lackeys!  Glory to Gojiro-sama!”  They will refrain from attacking any Crab PCs unless forced to do so, and will try to fight them non-lethally.

· If any of the PCs are Crane or ronin, the ‘Crab’ will attack them without mercy.

· Any other PCs will be ignored or dismissed (“This is not your business!  Begone!”) unless they directly attack or otherwise intervene, in which case the ‘Crab’ will attack them.  They will try to avoid killing any Phoenix or Imperial PCs.  

Hida Hei will clearly be confused by this event – he has no knowledge of any planned attack on the Crane, and  believes some kind of mistake has happened.

Holing Up?

Some PCs may think of trying to stay in their Inn and protect the children there, waiting for morning and rescue.  Hida Hei will argue against this, pointing out that a wooden building is not the most defensible of positions and that their ship may not survive the night.  The younger children will mostly be too terrified to do anything but whimper and whine, while Hirayuko and Heiji will both try to play the part of brave samurai, but lack the skills and knowledge to offer any opinion on what should be done.  Aiko (and Minami, if she is still maintaining her role) will plead with the PCs to get the children out of the town before it is too late.   

Daidoji Noritoshi, if present, will certainly not agree to staying at the Inn, and will leave after his confrontation with Hida Hei (see “Hei and Noritoshi: Final Words” below).  

If the PCs do decide to try to stay at their Inn, they will come under attack half an hour later by a group of ‘Crab’ samurai equal in numbers to the number of bushi and shugenja PCs in the party.  One in three of these attackers (rounded down) will be veterans, the rest normal.  They will try to storm the Inn, looking for Crane and ronin to kill, and calling on any Crab PCs to join them in glorious battle.  If the PCs do not leave the Inn after repelling the attack, a much larger group of ‘Crab’ – twenty of them, with the same proportion of veterans – will arrive a half-hour after that.  This group will rain fire arrows on the Inn before storming it.  Smart PCs will flee while they can.   

The Fate of Ojii-san

If any of the PCs try to head toward the ronin encampment, they will notice the numbers of ‘Crab’ attackers rapidly increasing, making it more and more difficult to avoid contact with them.  Just as it appears it will be impossible to go farther, the PCs spot a terrible spectacle on the street ahead of them:

Coming toward you is a tangled melee that spills back and forth across the street.  In the middle of it you can see the old man, the one called Ojii-san, along with several of his men.  They are trying to protect a group of women and children from the large group of men in Crab armor who are attacking them.  As you watch, the heavily armored bushi overwhelm them, cutting down everyone in sight.  Your last glimpse of Ojii-san is a bloody severed head, lifted high by a triumphant attacker.  

There is nothing the PCs can do here – the fight is over before they get close enough to intervene, and thus no Honor loss accrues.  Smart PCs will retreat, for there are over thirty ‘Crab’ bushi ahead of them, finishing off the last of Ojii-san’s companions. 

Hei and Noritoshi: Final Words

If the PCs stayed at the Inn of Scattered Winds, once it becomes apparent what is happening, Daidoji Noritoshi will turn snarling on Hida Hei and any Crab PCs.  If they did not do so, they will encounter Noritoshi once they head out into the streets.  His drawn katana is red with blood and his single eye blazes with fury.  Wherever they meet him, his words will be the same:  

“So, your clan has finally made its move, Hei-san?  Good.  So be it.  I will inform Lord Kowaru-sama of this attack, and we will see how well you fight against us when you cannot attack by treacherous ambush.” 

Hei shakes his head, looking bewildered. “Noritoshi-san, this is… this is not something… not how it should be!  My Champion—” 

“Your Champion has shown us exactly what he is.  First a Minor Clan and now us!  But his deeds will not go unanswered.  I will inform Daidoji Kowaru-sama of this butchery.  Then I will look forward to seeing you again, Hei-san, on the field of battle.”  Noritoshi turns and strides away.  

Crane or Imperial PCs can try to accompany Noritoshi if they wish (he will violently reject any other potential traveling companions).  This will mean abandoning the children they are responsible for, which should be an Honor and Glory loss.  Noritoshi does not consider himself responsible for the children and will not take any steps to protect them – he is not under any orders from the Imperial Herald, after all.  If any PCs accuse him of cowardice or otherwise try to shame him into staying, he will immediately challenge them.  “You dare presume to tell me my duty, samurai?  Draw your sword and die!”  If the PCs decline the challenge, Noritoshi will sneer at their cowardice (costing them three points of Glory) and stride away without a backward glance.  

Assuming Noritoshi is not somehow brought down by a PC, he will cut his way through the town and travel overland to the Daidoji lands. Since the ‘Crab’ attackers are under orders to make sure he survives as a witness to this incident, he will be able to make it out alive, but any PCs who follow him will not be so fortunate – they will have to fight a total of fifteen ‘Crab’ attackers in three groups of five (normal ratio of one in three veterans).  

Once Noritoshi leaves, Hida Hei will stare for a moment, then suddenly erupt in strange laughter.  “I have lost everything!” he cries aloud, still laughing. “I have always done my duty for the Crab, always done   the bidding of my Champion, and fought for peace even though I did not want it.  Now… does any of it matter now?  I will travel to Kyuden Hida.  I must learn the will of my Champion.  If this is his will, I will follow it to whatever end it shall be!”  He rips the mon of the Sapphire Magistrates from his armor and tosses it to the PCs.  “Take this to Shikan-sama.  Tell him what has happened here.  And tell him nothing can stop the war now.  Blood will fall like the rain.  Tell him.’’

With that, Hida Hei strides off into the darkness, abandoning the children and the PCs to their fate.  If any Crab PCs wish to accompany him, he will allow this readily enough, but he will violently reject anyone else who tries to accompany him.  Since he is a Crab, the attackers will leave him unmolested, and he will be able to depart the town safely.  

Recognizing the True Nature of the ‘Crab’ 

There are several ways the PCs may get some idea that these ‘Crab’ are not truly what they seem:  

· If a PC asks whether there is anything unusual about these ‘Crab,’ that PC can roll Intelligence/Battle or Lore: Crab at TN 20 to notice that while these ‘Crab’ all carry tetsubo across their backs, they are all fighting with their katana, rather than the heavy weapons which is the normal choice of the Crab.  

· Any PC trained in the Hida school, or with the skill Know the School (Crab), can roll Raw Perception at TN 10 to recognize that these men are not using Crab fighting techniques.  

· A PC who is trained in the Akodo school, or who has Know the School (Lion), can roll Raw Perception at TN 15 to realize these men are fighting in the Akodo style. 

· If the PCs manage to kill any of these ‘Crab’ and search their bodies, they will not find anything directly incriminating (Akodo Mako has chosen and instructed his men quite carefully).  However, they can roll Perception/Investigation (Notice) at TN 20 to realize that their armor, while definitely of Crab style and colors, seems oddly fresh and almost unused.  If they roll TN 30 or better, or if they specifically ask to check the coins which these men are carrying, they notice that most of the money they have is of Lion mint.  

· PCs who met Akodo Mako in the adventure “Bayushi Lineage” will have a chance to recognize him if they decide to go toward the Governor’s residence (see “The Fate of the Governor” below).  

Escaping the City

The PCs will have to try to get the children and Aiko (and possibly Minami) out of the city on their own.  The most obvious way to do this will be to get them to the Pit Viper so they can sail out of the city.  If a PC thinks to try to analyze the attack on the city, asks where the least dangerous areas are, or anything similar, that PC can roll Perception/Battle (Mass Combat) at TN 20 to recognize that the ‘Crab’ attack probably started inland (at the Tsume encampment) and rolled into the town  from there, meaning that the docks are, at least for now, the area under the least threat.  

Regardless of whether the PCs head for the docks or try to get out of the town in some other direction, they will encounter the following three incidents, in order:

The Valiant Ronin: The PCs come across a pair of wounded ronin, pinned against the side of a building by five ‘Crab’ attackers (four normal and one veteran).  The ronin are trying to protect a woman and two children, crowded against the building behind them, but it is clear they will be overwhelmed within moments.  

If the PCs ignore this tragic scene and press on, they can get past safely, but they will see and hear the ronin and their woman and children cut down.  The Minor Clan children accompanying the PCs will weep as they stumble after the PCs, and any of them who have previously shown admiration for the PCs will ask why they didn’t stop the “bad men” from hurting those people.  All PCs of Honor 2.0 or higher will lose 1 point of Honor (2 points for Honor 4.0 or above) for failing to demonstrate compassion.  

If the PCs fight, they will have to engage four of the ‘Crab’ attackers (the fifth will keep the ronin occupied). The ‘Crab’ will retreat from an obviously losing battle but will otherwise fight without mercy.  If the PCs retreat, however, they will not pursue, since finishing off the Tsume takes priority.       

If the ronin are saved, they will thank the PCs profusely and ask to follow them to safety.  This will gain the PCs +1 Honor each.   

The Contemptible Merchant: As the PCs pass a side-street, a short, plump merchant will rush out, clutching a sack, and beg them to save him.  “Please samurai-samas!  I don’t want to die!  Protect me!  Take me with you! I will give you everything, everything I have, I  don’t want to die!  Please!”

The merchant will beg and grovel in the most pathetic fashion imaginable.  If the PCs reject his pleas, he will wail in despair and run away, looking for a place to hide.  If they allow him to come along, he will thank them in truly obsequious fashion, crying and sniveling.  He will indeed give them everything he has in return for their protection – he has over twenty koku’s worth of valuables in the sack, and another four koku in coins on a money string – but PCs who take money and goods from him are behaving like mercenaries, and lose 2 points of Honor and Glory.  

The Burning Serpent: The PCs will pass a side-street, down which they can see the sake house known as the Sake Serpent.  A half-dozen of the ‘Crab’ attackers have surrounded the building, and are bringing torches forward to set it alight.  PCs who roll Raw Perception at TN 20 can hear voices from within the building, some of them women and children, screaming and crying.  

If the PCs try to rescue those inside the building, they will have to fight six ‘Crab’ attackers (as usual, one in three are veterans).  The ‘Crab’ will not pursue the PCs if they break off and retreat.  

There are a total of nine women and children inside the Sake Serpent, defended by Kouri and one other Tsume ronin.  If the PCs choose not to save the peasant “civilians” from slaughter, they lose a number of points of Honor equal to their Honor Rank.  If they try to do so but are forced to retreat, they lose 1 point of Honor.

The Fate of the Governor

It is possible that some PCs may decide to head up to the governor’s residence, either to learn his fate or to attempt a rescue.  If so, they will come upon a terrifying scene.  Almost forty ‘Crab’ bushi have surrounded the residence, which is on fire and quickly turning into a giant pyre.  The obvious leader of these ‘Crab’ stands in their midst, watching with a coldly self-satisfied air as the mansion burns.  

If any of the PCs have played the adventure “Bayushi Lineage,” they can roll Intelligence/Investigation at TN 30 (TN 20 if they have Precise Memory).  With a success, they recognize the face of the ‘Crab’ leader – he is Akodo Mako, the Lion general.  

Mako is surrounded by friendly troops, and the darkness and fire will make visibility poor – any archery attack against him is at a +30 TN penalty.  If the PCs take such an action they will, of course, draw the hostile attention of the ‘Crab’ and ten of them will immediately move to attack the PCs.  If the PCs can actually win that tough fight, they will have to retreat immediately or face twice as many ‘Crab’ troops.  

Escape at the Docks

When the PCs reach the docks, they can see the crew of the Pit Viper is frantically at work preparing the ship to sail.  Captain Kenzaburo will spot the PCs and waves to them, shouting “Come on!”  At the same time, a large troop of ‘Crab,’ totaling over forty, emerges from another street at the far end of the docks and raises a shout.

The PCs will be able to outrun the Crab and reach the ship on their own easily enough.  The younger children (all but Hirayuko) and the handmaidens, however, are another matter – they cannot run fast enough to reach the ship on their own.  Likewise, the merchant who accompanied the PCs will be unable to reach the ship on his own.  (If the ronin came with the PCs, they will be able to get their own dependents to the ship.)  The PCs will have several options to try to save these civilians:

· A PC can pick up a child and carry it to the ship.  This requires a successful roll of Strength/Athletics at TN 15. A PC can carry two children (or one handmaiden or merchant) by rolling TN 25.      

· Hirayuko can carry one child successfully if the PCs tell him to do so.

· A shugenja PC who can cast any kind of flying, movement enhancing, or other such mobility magic can use it to get some of the children/handmaidens to the Pit Viper.

· A PC can choose to stay behind a fight a delaying action in order to buy time for the helpless to reach the ship.  This is a death-sentence for the PC in question, but it will delay the ‘Crab’ attackers just long enough for everyone else to reach the Pit Viper.  A player who makes such a sacrifice receives twenty bonus Character Points for their next character. 

If the PCs abandon the children in order to save themselves, they each lose a Rank each of Glory and Honor, and gain Bad Reputation: Coward with the accompanying Rank of Infamy.  

Regardless, once the PCs reach the Pit Viper, the crew leans into the oars and the ship slides away from the docks.  The ‘Crab’ troops shout curses and wave their weapons as the burning town recedes into the night.  

Conclusion

Once the PCs make it to the Pit Viper and escape the attack on Jukami Mura, the adventure is largely over.  The ship sails to Kyuden Doji, where the surviving children are unloaded and handed into the safe-keeping of the Crane Clan.  The PCs will be expected to report back to Miya Shikan at the Imperial capital.

The PCs will be brought in to speak with Miya Shikan after a wait of two hours.  The Imperial Herald regards the PCs with narrowed eyes.  “I am surprised to see you here without the Sapphire Magistrate who accompanied you.  Explain this.”  

The PCs should be allowed to explain what happened in their own words.  When they are finished, Miya Shikan sits silent for a time, head bowed, then rises and slowly walks across the room to the wooden plaque which holds the names of the Sapphire Magistrates.  He removes the name of Hida Hei from the list.  “These are perilous times.  Two of my Sapphire Magistrates have fallen to temptation and pride, one for his loyalty to the Emperor’s fallen sons, and now another to the savagery of his Champion’s wishes.” He turns to face the PCs, looking at them searchingly.  “My dream seems to be falling apart, but I will not give up hope!  I see now that I should have recruited more samurai who were worthy to stand against the hatred and warmongering that still haunts the Empire.  I shall rectify that!  I offer one of you the chance to protect the ideal of Peace, so that together we may save this Empire from the destruction which fools like Hida Hei and Daidoji Noritoshi envision for it.  I offer you a place in the Sapphire Magistrates.”

A PC who wishes to accept this offer must meet the following criteria:

· Cannot be currently a Jade, Emerald or Sapphire Magistrate.

· Cannot be from the Crab, Lion or Scorpion clans, or the Moto family.

· Has not displayed any overt violent tendencies or language, and is not Brash.

· Is not a Sworn Enemy of Miya Shikan or Miya Hanzu.

The PCs are not required to accept this offer, but those who qualify for the offer but refuse it must roll Awareness/Etiquette (Sincerity) at TN 15 to avoid giving offense.  (Those who fail this roll gain Miya Shikan as a Sworn Enemy.)

If there are multiple PCs who qualify and who want the appointment, Shikan will ask them to debate each other on their qualifications.  This is an Opposed Roll of Awareness/Courtier, with the high roll winning.

A PC who ultimately accepts Shikan’s invitation will receive the “Sapphire Magistrate” cert.  

Once this scene is done, Miya Shikan thanks the PCs for their services and excuses them.  

The Fate of the Pekkle

It is entirely possible that the PCs will unmask “Kasuga Minami” as an Oni no Pekkle, in which case she will either flee or be killed.  If this happens, the PCs have most likely figured out the source of the “plague” and will be able to warn the Crane, the Jade Magistrates, and other authority figures to check the ruins of Jukami Mura for signs of Taint and oni infestation.

If the PCs never discovered the true nature of “Minami,” she will most likely accompany them to Kyuden Doji at the end of the adventure, where she will continue to subtly spread corruption and Taint.  The evidence of her crimes in Jukami Mura is largely lost in the fire and destruction brought upon that unfortunate town.

Epilogue

A lone bald man looks out upon the smoldering ruins of Jukami Mura. His gaze rests on an old man’s severed head, mounted on a pike, and he speaks to it as though to a living person.   

“And now we see, Ojii-sama. The power of strength and force of will defy the fallacy of Bushido.  There is no honor in the slaughtering of innocent children, no courage in revenge against an old tired man dreaming of a better world.  The pebbles cannot speak when the avalanche has fallen.”  Hoshi Haitoku turns and walks away from the scene of carnage.

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 uncover the source of the “plague”
+1 XP

PCs get the children out of Jukami Mura 
+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

The PC who accepts Miya Shikan’s invitation will be awarded the “Sapphire Magistrate” cert.  Conversely, PCs who refuse the invitation ungraciously will gain Shikan as a Sworn Enemy.  

Appendix #1: NPCs

Hida Hei, ‘The Brute’ 

Hei is an ambitious man who joined the Sapphire Magistrates to better his station, but has since come to regret that decision.  He hates Scorpion with a passion, ever since a good friend of his, Hiruma Tsutomo, abandoned all ties with his clan after marrying a pretty Shosuro woman.  Hei respects the more militant clans (Lion, Unicorn, Mantis, and of course Crab) and will show show respect when dealing with people from these Clans.  

	FIRE 4
	  AIR 4

	Agility 5


	

	EARTH 5
	WATER 3

	
	Strength 4



	VOID 3


TN to be Hit: 34 (54 with heavy armor)


School/Rank: Hida Bushi 4 

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: Makes two attacks per round. Gains two additional Void Point which can only be used to activate Hida School Techniques.


Rank Four: The TN bonus you get from Armor is doubled. If an opponent attacks you (Whether successful or not) you roll and keep and an additional dice on attack and damage rolls for the rest of the combat

Honor/Glory/Status/Infamy: 2.0/4.0/3.5/2.9

Skills:  Battle 5 (Ambush/Skirmish/Mass Combat/Shadowlands), Defense 7, Heavy Weapons 5 (Tetsubo), Investigation 4, Kenjutsu 5.

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  Subtract Skill Ranks from Wound Penalties when using Heavy Weapons or Kenjutsu.  May declare Full Defense when Initiative is rolled.   

Advantages/Disadvantages: Bishamon’s Blessing, Crab Hands. Strength of the Earth (rank 3)/Brash, Bad Reputation (Coward)

Kata: Shell of Stone (normally prepared for the entire day)

Equipment: Kimono, heavy armor (usually not worn), daisho set, tetsubo, traveling pack, 5 koku.

Kakita Noritoshi, ‘The Merciful’

	FIRE 3
	  AIR 4

	Agility 5


	Reflexes 5

	EARTH 3
	WATER 2

	
	

	VOID 5


TN to be Hit: 39

School/Rank: Kakita Bushi 2/Hoturi’s Blade/ Dairya’s Legacy 

Kakita Bushi Rank One: Add twice his Iaijutsu skill to all initiative rolls. May use Iaijutsu skill in place of Kenjutsu, and may Focus one additional time in an Iaijutsu duel. 


Kakita Bushi Rank Two: For every 10 points by which his Initiative score exceeds an opponent’s, he gains a Free Raise to attacks rolls on that opponent. In an Iaijutsu duel, if he has a higher Honor Rank, may add the difference in Honor Ranks to total number of times he can Focus.


Hoturi’s Blade: A true devotee of the Doji technique knows that there is no difference between a duel of steel and a duel of words. A number of times per day equal to your Insight Rank, you may spend a Void Point to keep all dice rolled on an Iaijutsu or Courtier roll.


Dairya’s Legacy: The relentless spirit of Dairya guides your hand in combat. When entering into an Iaijutsu duel, you may spend a Void point to be able to add your Willpower to the total of each of your Focusing rolls for that duel. When fighting in a skirmish, you may add your Willpower to the total of your damage rolls. You also gain the advantage Heart of Vengeance: Kakita Family.

Honor/Glory/Status/Infamy: 2.2/7.0/2.0/7.0

Skills: Athletics 3, Courtier 5, Defense 7, Etiquette 3, Games: Go 1, Games: Sadane 1, Iaijutsu 10, Kenjutsu 5, Kyujutsu 1, Meditation 1, Ninja Ranged Weapons 1, Stealth 1. 

Mastery Abilities: Free Raise when using all skills at Rank 5 or higher.  May subtract Kenjutsu Skill Rank from Wound penalties when fighting with a sword.  Can focus 2 extra times in a duel, and rolls +1k0 when focusing.  Adds +5 to total of all Opposed Social Rolls.  May enter Full Defense when Initiative is rolled.  

Kata: Wind in Darkened Skies (ignore opponent’s armor when in Full Attack, opponents only receive 2 free raises instead of 3 when you are in Full Attack – normally prepared for the entire day)

Advantages/Disadvantages: Quick, Great Potential (Iaijutsu)/ Brash, Cruel, Obligation (Kakita Family), Sworn Enemies (many), Nemesis (Kakita Amika)

Ancestor, Dairya: The guidance of Dairya makes Noritoshi a bitter and vengeful man. He can never forget a slight or an insult, and must consider himself Driven to avenge himself against anyone he feels has wronged him, no matter their station or the nature of the slight.  Noritoshi also has a nasty tendency to accumulate enemies – anyone he defeats in a non-lethal duel or contest will become his Sworn Enemy.

Equipment: Daisho set – katana is a Kakita blade (+1 rank of glory when dealing with the Crane, +2 Iaijutsu), fine quality hat (1 free raise to rolls to identify him), kimono, spare kimono, traveling pack, eye patch, 10 koku.
Yoritomo Gyoshoku

The captain of the Mantis vessel, the Kaori.  He is a muscular man in his early thirties with a bushy moustache and a casual, smiling attitude.  There are darker depths to him, but he keeps them carefully hidden.  

	FIRE 3
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	WATER 3 

	
	

	VOID 2


TN to be Hit: 20


School/Rank: Yoritomo Bushi 2


Rank One: Suffers no penalties for off-hand fighting or for using a small weapon in his off-hand.  May ignore TN penalties for uneven footing if they are less than his School Rank x 5.  Opponents gain no advantage against him from flanking or higher ground.  May add his Water to all damage rolls.


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/Status/Glory: 1.8/2.0/2.0

Skills: Athletics 3, Battle 1, Courtier 2, Commerce (Merchant) 3, Craft (sailing) 3, Deceit (Lying) 2, Defense 2, Etiquette 3, Games (gambling) 2, Iaijutsu 1, Investigation 2, Kenjutsu 2, Lore (Heraldry) 2, Medicine 1, Peasant Weapons (kama) 3, Storytelling 2, Theology 1.

Mastery Abilities: Add 5 to the TN of any Social skill rolls made against him.
Advantages/Disadvantages: Benten’s Blessing, Social Position (captain of the Kaori)
Equipment: Kimono, daisho set, pair of kama (left on ship), 5 koku.

Mirumoto Kanjo, Dragon Sensei on Musha Shugyo

	FIRE 5
	  AIR 4

	Agility 8


	Reflexes 7

	EARTH 4
	WATER 4 

	Willpower 6
	Strength 5

	VOID 7


TN to be Hit: 58


School/Rank: Mirumoto Bushi 3/Hojatsu’s Legacy 3


Mirumoto Rank One: When using two swords, adds 5 + (School Rank) to TN to be Hit.  May substitute Kenjutsu for Iaijutsu.  Add Fire Ring to all attack rolls.


Mirumoto Rank Two: May make an additional attack per round. Add Earth Ring to TN to be Hit.


Mirumoto Rank Three: A number of times per day equal to School Rank, may make a Contested Void Roll when attacked to cause opponent to lose their next attack for the round.  In a duel, may spend a Void to reduce the enemy Focus Pool by one.  Now add 2 x Fire to attack rolls (replacing Rank One bonus). May raise or lower the TN of a spell targeting him by 5.


Hojatsu’s Legacy One: In an Iaijutsu duel, your opponent always has the first option to choose Focus or Strike, and both your TN and your opponent’s TN start at 15 instead of 5.  You add your Fire Ring to all attack rolls (stacks with Mirumoto techniques).    


Hojatsu’s Legacy Two: At the beginning of a duel, you may spend a Void point to deny your opponent all benefits from Techniques, Mastery Abilities, spells, and kata, except those that award extra Focus attempts.  You add your Void to your TN to be Hit at all times, even during an Iaijutsu duel.


Hojatsu’s Legacy Three: You may spend a Void point to activate this technique during an Iaijutsu duel.  Whenever your opponent Focuses during the duel, your TN to be Hit increases by 10 instead of 5.  (This does not affect your opponent’s TN to be Hit when you Focus.)   

Honor/Status/Glory: 3.8/5.0/6.0

Skills: Athletics 5, Calligraphy 2, Courtier 3, Defense 7, Etiquette 4, Games: Go 3, Games: Shogi 4, Iaijutsu 5, Investigation 2, Jiujutsu 2, Kenjutsu (Katana) 8, Knives 2, Kyujutsu 4, Lore: Battle 3, Lore: Bushido 4, Lore: Dragon Clan 2, Lore: Heraldry 5, Lore: History 3, Lore: Shugenja 1, Know the School: Kakita Bushi 3, Know the School: Mirumoto Bushi 3, Medicine 3, Meditation 4, Storytelling 5, Theology 2.

Mastery Abilities: Free Raise with all Skills at Rank 5 or higher.  May declare Full Defense when Initiative is rolled.  May subtract Skill Ranks from Wound penalties when using Kenjutsu.  May focus an additional time in an Iaijutsu duel, and rolls +1k0 when focusing.  May spend an extra Void point on damage with a katana.     

Kata: Striking as Air, Striking as Water, Striking as Earth, Striking as Fire, Striking as Void, Time Between Breaths,  He normally uses Striking as Void at the start of the day to prepare Time Between Breaths and Striking as Fire as his two kata for the day.

Advantages/Disadvantages: Balance, Higher Purpose (swordsmanship), Social Position (sensei)

Equipment: Kimono, daisho set, traveling pack, 28 koku.

‘Crab’ Attackers, Normal

	FIRE 3
	AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2

	
	Strength 3

	VOID 3


TN to be Hit: 26 (36 in heavy armor)

School/Rank: Akodo Bushi 2

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

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

Honor/Glory/Status: 2.5/2.0/1.0

Skills: Acting (Disguise) 3, Athletics 3, Battle (Mass Combat) 2, Courtier 1, Defense 3, Etiquette 2, Iaijutsu 3, Kenjutsu (Katana) 4, Kyujutsu 3, Heavy Weapons 1, Investigation 2, Knives 2, Lore: Crab Clan 1, Lore: History 2, Meditation 2, Spears 2, Stealth 1, Theology 1. 

Mastery Abilities: May declare Full Defense when Initiative is rolled.

Advantages/Disadvantages: Large

Equipment: Heavy armor, daisho set, knife, tetsubo, traveling pack, 3 koku.  

‘Crab’ Attackers, Veteran

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3

	
	

	VOID 4


TN to be Hit: 28 (38 in Heavy Armor)

School/Rank: Akodo Bushi 3


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


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


Rank Three: May make an additional attack per round, and Water bonus from Rank One technique is now doubled.
Honor/Glory/Status: 2.5/3.0/2.0

Skills: Acting (Disguise) 4, Athletics 3, Battle (Mass Combat, Skirmish) 4, Courtier 1, Defense 4, Etiquette 2, Iaijutsu 3, Kenjutsu (Katana) 5, Kyujutsu 3, Heavy Weapons 1, Investigation 3, Knives 2, Lore: Crab Clan 1, Lore: History 2, Meditation 3, Spears 2, Stealth 1, Theology (Ancestors) 2. 

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with Kenjutsu and may subtract Kenjutsu ranks from Wound penalties.  

Advantages/Disadvantages: Large, Social Position (Nikutai)

Equipment: Heavy armor, daisho set, knife, tetsubo, traveling pack, 3 koku.  

‘Crab’ Commander, Akodo Mako, Lion General

	FIRE 5
	  AIR 4

	Agility 6


	Reflexes 6

	EARTH 5
	WATER 4

	
	

	VOID 5


TN to be Hit: 44 (54 in Heavy Armor)

School/Rank: Akodo Bushi 5/Anniki Brotherhood 1 



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



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



Akodo Rank Three: May make an additional attack per round, and Water bonus from Rank One technique is now doubled. 



Akodo Rank Four: May declare two Raises against an opponent in the Full Defense posture. If the attack is successful, they lose the benefits of Full Defense. May now add twice Honor to both Attack and Damage rolls (replacing bonus from Rank Two). 



Akodo Rank Five: When making Raises with a Bugei skill, if the roll fails but would have succeeded without the Raises, it succeeds, with no benefit of Raises. Now adds triple Water Ring to Damage and Opposed Battle rolls, replacing Rank Three bonus. 



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

Honor/Glory/Status: 3.6/3.7/6.0 

Skills: Acting 5, Athletics 4, Battle (Mass Combat) 5, Courtier 2, Deceit (Lying, Intimidation) 5, Defense 7, Etiquette 4, Horsemanship 3, Iaijutsu 6, Jiujutsu 3, Kenjutsu 6, Knives 5, Kyujutsu 4, Lore: Heraldry 2, Meditation 3, Sleight of Hand 4, Stealth 6, Spears 4, Storytelling 3, Theology (Ancestor Worship) 2. 

Mastery Abilities: Adds 5 to total of all Opposed Social Skill rolls.  May go into Full Defense when Initiative is rolled.  Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  Free Raise with all skills at Rank 5 or higher.  May focus an additional time in an Iaijutsu duel. 

Advantages/Disadvantages: Allies (many), Heartless, Inheritance (swords), Quick, Social Position (general)/Dark Secrets (many). 

Equipment: Heavy armor, excellent daisho set (Akodo blades), tetsubo, knife, traveling pack, 10 koku.

Shosuro Kotone, Shosuro Actress (Disguised as “Hisa,” attractive ronin woman)

	FIRE 3
	  AIR 4

	Intelligence 4


	Awareness 5

	EARTH 3
	WATER 3 

	Willpower 4
	

	VOID 4


TN to be Hit: 28 (33 with light armor) 


School/Rank: Shosuro Actor 4


Rank One:


Rank Two:


Rank Three: Persona – Crane courtier, 


Rank Four: Persona – “Hisa,” ronin bushi.  

Honor/Glory/Status: 0.8/1.0/1.3

Skills: Acting (Disguise, Mimicry) 7, Athletics 2, Courtier 2, Defense 4, Etiquette (Sincerity) 3, Kenjutsu 3, Kyujutsu 1, Lore: History 2, Meditation 3, Sleight-of-Hand (Pick Pockets) 3, Stealth 2, Theology 1.

Mastery Abilities: Can disguise herself as a member of another Clan, profession, gender, or social caste, and can imitate a specific person’s voice.  May declare Full Defense when Initiative is rolled.  Adds 5 to total of Opposed Social Skill rolls.  

Advantages/Disadvantages: Clear Thinker/Dark Secret
Equipment: Kimono, light armor, daisho set, traveling pack, 6 koku.

Typical Tsume Ronin

	FIRE 2
	  AIR 3

	Agility 3


	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 28 (31 in ashigaru armor)


School/Rank: Ronin Duelist 1 or Ronin Warrior 1/Tsume Pikemen


Duelist Rank One: Add twice your Agility to the total of all Initiative rolls. 


Warrior Rank One: When targeted by an attack, gain +1k1 to attack or damage rolls against that opponent.  May only apply to one opponent per round.  


Tsume Pikemen Technique: None Shall Pass. While the Tsume bushi is in the Full Defense posture and wielding a yari, he adds his rank in Spears to his TN to be Hit. If an opponent's melee attack hits a Tsume Pikeman in Full Defense who is wielding a yari, the Tsume may immediately roll Reflexes/Spears against the opponent's TN to be Hit +5. With a success, the Tsume has maneuvered in such a way as to trick the opponent into impaling him/herself on the yari. This inflicts normal yari damage plus an additional +2k0. This may only be done once per round.
Honor/Glory/Status: 1.5/1.0/na

Skills: Athletics 2, Commerce 2, Deceit (Lying), Defense 4, Etiquette 1, Hunting 2, Iaijutsu 2, Jiujutsu 1, Kenjutsu (Katana) 3, Kyujutsu 1, Lore: Crane 1, Lore: Heraldry 2, Lore: History 1, Sleight-of-Hand (Conceal) 1, Spears 3, Stealth (Sneaking) 2.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  

Advantages/Disadvantages: Ally (sponsor), Crafty, Heart of Vengeance (Lion), Quick/Antisocial, Driven (vengeance against Lion), Social Disadvantage (ronin)
Equipment: Kimono, ashigaru armor, daisho set, yari, traveling pack, 3 bu.  
“Kasuga Minami,” Pekkle

	FIRE 2
	  AIR 6

	Intelligence 3


	

	EARTH 3
	WATER 1 

	Willpower 8
	Perception 3


TN to be Hit: 34

Attacks: 2k2

Damage: by weapon.

Skills: Acting (Disguise) 3, Courtier (Manipulation) 6, Deceit (Lying, Seduction) 6, Defense 2, Etiquette (Sincerity) 7, Investigation 5, Perform: Dance 3, Sleight-of-Hand (Conceal) 3

Wounds: 12: +5; 24: +10; 36: +15; 48: Dead. 


Special Abilities: The Pekkle’s Taint cannot be detected by normal means, nor will continuous magical effects reveal it.  Instantaneous effects (such as Jade Strike) will work.  Retribution: If the Pekkle is killed, it explodes in a cloud of black mist, and all within twenty feet must roll Raw Earth at TN 20 or gain 2k1 Taint points.  Blackened Claws (sprouts 3k3 obsidian claws from hands at will).  Shapeshifting (may take any human form as a Complex Action).  

Equipment: Kimono and sandals, traveling pack, 3 koku, bag of oni eggs.

Hoshi Haitoku – Corrupt Dragon Monk

Haitoku is a man who has lost faith in Bushido and, to a lesser degree, the entire Rokugani belief system.  He appears to be a humble monk dressed in Dragon yellow and green, but there is something remote and unsettling in his dark eyes, as though a light is missing inside him.

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3

	
	

	                              VOID 3


TN to be Hit: 25

School/Rank: Three Orders Monk 2


Tattoo, Crow: Immune to the Taint (unless gaining it voluntarily) but attract the attention of all Shadowlands creatures.


Tattoo, Full Moon: Make an Opposed Willpower roll with an opponent to make them lose one Void point.  In sunlight you must spend a Void point to use this tattoo. 


Tattoo, Sun: While in the sun, may gain Free Raises equal to Insight Rank on one roll.

Honor/Glory/Infamy/Status: 1.5/2.0/1.0/1.0

Skills: Artisan: Tattoos 1, Athletics 2, Calligraphy 2, Courtier 2, Defense 5, Etiquette 2, Hunting 2, Investigation 3, Jiujutsu 4, Lore: Ancestors 2, Lore: Bushido 3, Lore: History 2, Lore: Law 2, Lore: Myth & Legend 2, Lore: Shadowlands 1, Lore: Shourido 2, Lore: Spirit Realms 1, Meditation (Void Recovery) 4, Stealth 2, Storytelling 2, Theology (Fortunes) 3. 

Mastery Abilities: May enter Full Defense when Initiative is rolled.  May re-roll one Investigation roll. Recovers four Void points from Meditation.  Rolls +1k0 for damage from unarmed combat.  Free Raise with all skills at Rank 5.  

Advantages/Disadvantages: Forbidden Knowledge (Shourido), Great Potential (Meditation), Sage/Bad Reputation (Heretic), Dark Fate.

Equipment: Clothing and sandals, straw hat, traveling pack, 1 koku.
Appendix #2: Dueling Daidoji Noritoshi

Daidoji Noritoshi has a reputation as a formidable duelist with a nasty tendency to permanently maim his opponents.  If a duel takes place, he will usually make the challenge one to first blood, so that he can strike to maim his opponent.  

The module outlines several specific situations which can result in a duel with Noritoshi.  In addition, he will also seek a duel with anyone who brings up his past history with Kakita Amika (and the permanent injury he inflicted on her) and anyone who personally insults him, especially if they are Crab or members of the Kakita family.  

In the event of a duel, Noritoshi rolls 10k6 for the initial Assessment, and will ask for his opponent’s stats in this order: Reflexes, Agility, Void, Iaijutsu, Insight Rank and Remaining Void Points.  He will always choose the lowest stat, or Void in the case of a tie.  If he has the first opportunity to Focus, he will pass that opportunity to his opponent unless they are Crab or Kakita, or he assesses them as being potentially an equal or superior duelist (e.g. stats similar to his own).   

Noritoshi’s normal Focusing roll is 10k7, plus a Free Raise (since all three of his dueling stats are 5).  If the Focus TN reaches 45 or higher, he will spend a Void Point to use his Hoturi’s Blade technique in order to roll 10k10.

If Noritoshi is able to strike his opponent, his choices will depend on the identity of his foe and how that person has behaved up to this point.  If the opponent has not directly antagonized him, Noritoshi will use all his Focus Raises to lower the TN to be Hit, and simply hits for minimal damage.  However, if his opponent is a Kakita or Crab, or has angered him personally, Noritoshi will call four Raises to inflict a permanent injury on his foe, in the form of a disfiguring scar.   This scar will cause the PC to lose the “Dangerous Beauty” Advantage. 


If a PC loses a duel to Noritoshi, that PC can choose to take him as a Sworn Enemy.  

Handout #1: Note for Lion PCs

Loyal Cousin,

It will be advisable for you to leave this place immediately.  We have received warning of an attack which will occur shortly.  If you cannot leave before the attack happens, stay out of the conflict and above all avoid interfering with any of our allies in the Crab Clan.

GM’s Aid #1: The Children

For the convenience of the GM, this section describes all of the Minor Clan children the PCs are escorting.

Kazuo is a young Tortoise boy, about six years old.  He is energetic but slightly pudgy and rather spoiled, and boundlessly energetic and inquisitive.  He constantly asks childish questions, such as “Are we there yet?” or “Do all Crane have white hair?”  He will attach himself to Heiji and adopt a worshipful younger-brother mentality, imitating whatever the older boy does.  The two boys will rough-house with each other and may occasionally cause accidents such as knocking over furniture, crashing into a servant, etc.   

Tomoe is a quiet, 9-year-old girl from the Tiger Clan.  She is modest and well-behaved, and tries to act as the samurai lady she will eventually become. However, when she visits strange places like Kitsune Mori Mura, she will tend to become fascinated and wander off, not realizing what she is doing.  If the PCs scold her, she will humbly and softly apologize for causing trouble, tears brimming at the corners of her eyes.  

Heiji of the Fox is a 10-year-old boy, one of the tallest of the children, and is beginning to show some muscle development.  He is polite but highly energetic, training in the hope of being a sumai wrestler.  He is also very superstitious, and carries a bag of rice from which he throws handfuls of grains at anything that looks like a fox or anything that seems like it could bring bad luck.  He will ask the characters about any oddities he notices in them (such as a Crane who does not dye his hair white).  If anything unlucky or ominous happens, he will be worried and will throw some of his rice in an effort to avert bad luck.  Heiji will treat Hirayuko (below) with something akin to hero-worship – the older boy is almost a man, something Heiji envies.  Hirayuko will find this very irritating, and will make cutting remarks in a vain attempt to discourage Heiji.

Yuki is an 11-year-old girl from the Sparrow Clan.  She is very pious and is studying the Tao.  If any PC seems knowledgeable about these topics, she will humbly try to speak with them, although she is very self-effacing and will not force her attention on anyone.  Yuki is obviously less well-provided-for that the rest of the children, but will not ask for anything and will follow the traditional gift refusal ritual (refusing twice before accepting) for anything offered to her.  Her small traveling pouch contains a few bu in coins, a spare pair of tabi (socks), and a single hair-comb.  If Heiji performs his rice-tossing ritual around Yuki, she will stare briefly in horror and disbelief before recovering her self-control.  Thereafter she will develop a small eye twitch whenever Heiji does this.    

Hirayuko of the Hare Clan is a pale, serious young man, pulled out of his training six months before his gempukku. He accepts his lot with an attempt in samurai stoicism, but is privately very upset at having his training interrupted.  He considers himself an adult, and will treat the other children with aloof condescension.  

Assigning Blame
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