Essence of Toshigoku

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

By Rob Hobart and Ethan Southworth

The shadow of Shiro Usagi still darkens the Empire, and the blood of the Toturi princes cries out for vengeance. Will you be able to bring an end to their tale?  

Adventure Summary and Background

The battle of Shiro Usagi was the greatest clash of arms in the Empire of Rokugan in over forty years. Soldiers from every Clan met in desperate combat for over twelve hours, in a battle which took the over 2,000 lives.  Although the battle has been over for nearly a year, it has left lingering effects, not only on Rokugan’s political and military landscape, but on its spiritual landscape as well.  The mass slaughter and horror of the battle opened a portal to the spirit realm of Toshigoku, the Realm of Slaughter.  

The souls of many of those who fell in the battle of Shiro Usagi were drawn through into Toshigoku, where they continue to endlessly play out the same battle that took their lives. This horror has begun to affect the lands around Shiro Usagi, exerting a malign influence on the minds and emotions of those present.  As the Hare Clan has begun to work on rebuilding their ancestral home, the effects of Toshigoku have become more troublesome still, threatening to bring the return of war to this long-suffering land.  

The portal has also attracted the attention of certain native denizens of the Realm of Slaughter.  Two years ago, a small pack of Tsuno, one of the few groups of these foul creatures still in existence, killed the Emperor’s two eldest sons (an event depicted in the adventure “Grave of Heroes”).  Although several of their number fell in battle against heroic samurai, others remain, and they still possess the swords they took from the bodies of Toturi Hatsu and Toturi Kobashi.  As the power of this new portal to their realm has grown, they have worked to keep it open, spreading violence and destruction into the Hare lands.  

One of the Lion Clan’s mystic sodan-senzo, a near pureblooded descendent of Kitsu namd Kitsu Heiji, sensed the dangerous portal in Hare lands and came to try to close it.  Heiji is now lost in Toshigoku, captured by the terrible Tsuno, who plan to sacrifice him and devour the Kitsu soul within his body.  

Heiji’s absence has not gone unnoticed.  One of his students, Kitsu Mokuna, has received prophetic dreams warning of Heiji’s fate.  When word arrived in Lion lands that the Hare were hosting a celebration for the final withdrawal of Crab troops from their lands, clearing the way for the rebuilding of their ancestral castle, Mokuna arranged to accompany the Lion delegation.  Once he arrives at Shiro Usagi, the unnatural events there will quickly lead him to the portal.

The PCs will also be attending the Hare celebration, and will become involved in this adventure when Mokuna asks them for help.  They will have the chance to finally avenge the deaths of Toturi Hatsu and Toturi Kobashi, rescue their missing swords, and close the portal that may otherwise destroy the Hare lands.  

Introduction

The adventure begins with the PCs arriving at the site of Shiro Usagi.  All of the PCs are here for the same reason: they have been invited to attend a celebration hosted by the Hare Clan.  The last of the Crab troops, under pressure from the Imperial Court and Miya Shikan, have agreed to withdraw, and the Hare are hosting a celebration to commemorate laying the first stones of their castle.  Representatives from many Clans, Great and Minor, are attending this celebration, although with war consuming the rest of the Empire, the number of guests is limited.  

All Clan and Imperial PCs are here as guests of the Hare to celebrate their rebuilding.  Ronin PCs have heard rumors of a festival, a good place to get free food and look for work, and have attended on their own initiative. 

The vast field of muddy water where armies clashed at the end of last summer is now a vast expanse of brown mud, cleared of water by the Hare repairing the dikes of their irrigation canals, and slowly drying under the summer sun.  A sprawling field of shattered stone marks the grave of Shiro Usagi, the castle of the Hare Clan, and laborers are swarming over it, hauling chunks of rock clear of the wreckage.  On a nearby hilltop, where a year ago Clan diplomats chose the fate of their armies, the Hare have erected an array of tents and pavilions to shelter their guests.  The sapphire mon of the Imperial Herald flutters prominently above the tents, showing Imperial support for the settlement which is being celebrated here.

A pair of Hare samurai, looking rather thin and ragged but with bright and cheerful attitudes, will meet the PCs and escort them up the tents.  They will be polite to all, even Crab and Lion PCs, although they clearly show some subdued tension around PCs of those Clans.  Each of the PCs will be assigned a small tent to serve as their personal quarters, and will be invited to attend the “court” held that evening in the central pavilion.

From the hilltop, the PCs can get a panoramic view of the former battlefield, a wasteland of drying mud and shattered wreckage.  There are no bodies to be seen – the eta have long since removed them – but broken armor, the shafts of spears and arrows, and the wreckage of siege engines cover the field.  

To the north, the PCs can see the distant glitter of the River of Gold, and the masts of trade ships unloading goods for the Hare Clan.  Any PC who rolls Intelligence/Courtier (Gossip) at TN 20 will have heard reports that Miya’s Blessing was split between the Phoenix and the Minor Clan Alliance last spring, and the MCA sent the largest portion of their share to the Hare Clan to help their rebuilding efforts.   

To the south, the PCs can see the tents of the Crab garrison.  The tents are arranged in strict rows, and sentries stand guard at the perimeter.  To the west, another and clearly much more recent tent city houses the Hare samurai and their heimin.  The two groups carefully keep their distance from each other.

Touring the Battlefield

Some PCs may decide to take a closer look at the battlefield, or pay their respects to those who fell in the battle last year.  There are many small improvised shrines scattered around the edges of the field, where family members have placed plaques or other offerings to the spirits of their relatives, and the PCs will notice several other guests from the tent city visiting the field to pray and make similar offerings.  The Hare have laid the stone foundations of a formal shrine at the edge of the battlefield, although at the moment their work has not gone farther than that.

PCs of a spiritually sensitive nature may feel a sense of unease in this area, due to the influence of Toshigoku.  Specifically, the following effects can potentially occur:

· Any Kitsu shugenja PC will a chill run over their body near the battlefield.  A roll of Intelligence/Theology at TN 25 will suggest the PC is sensing the presence of another spirit realm.

· Any PC with the ability to sense spirits (such as someone with the Cloud tattoo or a suitable Inner Gift) can roll Raw Awareness at TN 20 to sense the presence of angry and violent spirits in the area, although the PC will not actually be able to see anything.  

· A PC who has a “Haunted” cert for ghosts like Hida Hiroku (or Bayushi Nishari, if the PC has not been able to “upgrade” to her Final Blessing) will notice that the ghost falls deathly silent near the battlefield. If the PC asks about this, the ghost will only respond, “This is a terrible place.  We should not stay here for long.” 

Part One: Dinner With the Hare

That evening, the Hare welcome all of their guests to a central pavilion which is serving as their “court.” The meal served is a simple one, consisting of little more than rice and tea, supplemented with pickled vegetables and dried fish. 

The host of this court is Usagi Michitsu, the new daimyo of the Hare Clan, a young man in his mid-teens.  Michitsu is a thin, pale boy with nervous mannerisms, and clearly feels out of his depth in this formal gathering, but does his best to play the gracious host.  Immediately after the meal is served, he will offer a brief speech expressing the thanks of the Hare for the departure of the Crab Clan.  “Our disagreements have now been, ah, been honorably resolved on the field of war, and our Clans may be friends once more.  So it is, ah, it is fitting that we celebrate here as we bid goodbye to our Crab protectors.”  The Crab guests laugh among themselves at this speech, while the rest of the guests applaud (politely in the case of the Lion, sincerely for the rest). 

Guests at Dinner

The PCs should have the opportunity to interact with the various guests here, and to note their behavior.  Aside from Usagi Michitsu, the following individuals of note are present:

Hida Mobuto: The commander of the remaining Crab garrison, Mobuto is a tall, heavy-set man in his late thirties, with a missing eye and a heavy limp, and walks with the help of a thick wooden cane.  He suffered his injuries during the Battle of Shiro Usagi, and his debilitation led to his being assigned as garrison commander here afterward.  He is a grumpy, ill-tempered man, constantly distracted by pain from his leg, and will openly say how glad he is to be leaving this “accursed and worthless place” and heading back south to fight in the “real war” with the Crane.  

Tonbo Kimasu:  This young Taisa, sent here to express the Dragon Clan’s support for the Hare, will normally be a calm and polite samurai who is not especially memorable.  However, he is bitterly hostile to Lion and Crab, especially Lion, with whom his Clan is now at war.  He will accord them only the bare minimum of courtesy and take every opportunity to criticize their Clan, its leadership, and its history.  He will be somewhat wary of insulting those of higher station, but will consider Akodo Hinjo, Matsu Jun, and Hida Mobuto to be fair game.   

· It should be noted that Kimasu will not personally insult anyone (since this would be a breach of courtesy) – rather, he will continually criticize their Clan’s behavior, policies, beliefs, and interpretations of Bushido.  This will allow him to harass them without technically violating their status as guests of the Hare.  

· If the PCs retaliate to Kimasu’s attacks by personally insulting him, he will smile coldly as he points out they have breached courtesy.  “I demand satisfaction, samurai-san.  Or is your Clan so devoid of Honor that you are unwilling to defend your insult with your life?” 

· Some PCs may have the disadvantage “Obligation: Duel Tombo Kimasu” from a previous adventure.  If so, Kimasu will approach them and present the letter authorizing their duel.  “Shall we say tomorrow morning, samurai-san?”  If a PC insists on an earlier or immediate duel, he will not refuse.

Akodo Hinjo: The chief Lion representative here is a taisa, and would normally commanding a sizable force, but for this event he has brought only a small honor guard to witness the final withdrawal of the Lion Clan’s allies from Shiro Usagi.  Hinjo is a broad-shouldered, proper, unfailingly polite warrior, honorable and skilled, and keeps his appearance, whether armored for battle or dressed for court, immaculate. He is slow to anger when insulted, and has a good, but subdued, sense of humor, being willing to take a joke about himself or politely ignore an insult where appropriate. However, his loyalty to his Family and Clan is a sticking point, and he will not brook insults to either. He is much quicker to anger when they are insulted or his men wronged.

Unfortunately, Hinjo has a secret – despite his normal strict self-control, he has fallen deeply in love with his subordinate, Matsu Jun.  

Matsu Jun: A gunso and Akodo Hinjo’s deputy, Jun is a fierce, passionate, beautiful young woman in her mid-twenties.  She wears her hair dyed golden-red and usually has a serious set to her features. Despite her warrior’s training she has a sleight, petite build and would be very feminine if she did not stick to the ways of the warrior so intently.  She is unmarried and considers herself “wedded to duty,” but despite this she has fallen hopelessly in love with her superior, Hinjo. 

Kitsu Mokuna: A young spiritualist from the Lion Clan, who PCs may have previously encountered in adventures such as “Bayushi Lineage” or “Tears of a Fox’s Heart.”  Mokuna is a boyish and energetic young man with a deep fascination for the spirits and ancestors, as well as a personal taste for ghost stories.  He does not, however, actually know very much about yorei or gaki (his education has focused on more virtuous spirits) and is something of a sucker for inaccurate ghost stories.  PCs who have met him before will notice that he seems more serious and contemplative here than he has in the past.

Shosuro Sanetama: The senior Scorpion representative here is a plain, stoop-shouldered man in his forties, with a rather ugly and intimidating mask which conceals most of his face.  He is here to represent his Clan, the principle allies of the Hare.  Sanetama specializes in playing the “menacing Scorpion,” and always comes across as someone who knows terrible secrets and could destroy others with a word.  This allows his assistant Tenmaku to play the charming “good Scorpion” to wins others’ trust.  Sanetama is aware that there is something slightly “off” about Shiro Usagi, but does not know what it is – however, if any of the PCs are Scorpion or allied to the Scorpion, he will speak to them and express his concerns. 

Bayushi Tenmaku: A handsome, athletic young Scorpion bushi with a ready smile, smooth wit, and charming voice. Some PCs may have met Tenmaku in the adventures “Topaz Championship” and “Winter Court: Shiro no Shosuro,” and he may even have acquired Blackmail on some of them.  Tenmaku is here to help his superior, Shosuro Sanetama, playing the pleasant and charming Scorpion to Sanetama’s menace.  In fact, Tenmaku is completely ruthless and utterly without scruple, but quite skilled at posing as a non-villainous Scorpion who is wounded by the reputation of his Clan.

Doji Tomako: A smooth and cultured woman with a pleasant demeanor, Tomasu wears her white-dyed hair in a traditional married woman’s style, long down the back, and likewise wears her traditional and understated kimono and obi in the married style.  She is officially the Crane ambassador to the Hare Clan, a post of somewhat dubious significance, but does her best to represent the clan here.  Tomako has a marriage of duty, and is accompanied by her husband Ginji.  She is also enamored of Akodo Hinjo, who she met in court last year, and under the influence of Toshigoku this will lead to a shocking incident (see below). 

Doji Ginji: Tomako’s husband is a slim, pale, languid man in his late twenties, with long fingers, perfectly manicured nails, and a gratingly supercilious air.  Ginji is in a marriage of duty to Tomako, but in fact has no interest in women and finds his wife a distasteful burden. He is trained as a Kakita artisan (gardening and ikebana) and enjoys gossiping about art and court intrigue. He does not particularly care for politics, finding it boring and overly serious.  Ginji dislikes his wife, but doesn’t particularly care about her affairs so long as public decorum is maintained.    

Gossip and News 

For the first part of the evening, as the guests eat their modest meals and circulate through the pavilion by twilight.  Hare servants light candles as it grows darker, and the sounds of raucous singing drift on the wind from the Crab encampment – the Crab troops are drinking to celebrate their imminent departure from this place.

The Crab withdrawal will, of course, be a topic of conversation, with each of the Clan representatives offering their own perspectives on the matter.  The PCs can ascertain that the Hare have brought to bear every ounce of political strength they have left, and issued numerous public apologies and pledges to the Crab, in order to persuade the Crab to withdraw from these lands.

Naturally, different samurai will offer their own perspectives on this.  The Hare themselves will publicly claim they are fully acknowledging the rightness of the Crab cause, accept the judgment of Heaven as expressed through the war’s outcome, and now wish only to rebuild their lands in peace.  The Scorpion and Crane will both express sympathy for the Hare, suggesting the Minor Clan had no choice but to say what the Crab wanted in order to reclaim its lands.  The Crab will gloat that the Hare have accepted the rightness of Hida Gojiro’s accusations against them, while the Lion will simply express satisfaction that the war has been resolved honorably.  

The current wars raging across the Empire will be a much more hot-button topic: 

· The Crab and Lion are at war with the Crane, and both Doji Tomako and her husband Ginji will express their hopes that their Dragon allies will soon bring them victory against the Lion.  They also suggest that perhaps the Emperor will intercede to protect the Crane from ongoing aggression.  The Lion will declare they are simply fulfilling their alliance with their Crab friends, while the Crab blame the whole war on the Crane violating their non-aggression pact during the Battle of Shiro Usagi.

· The Dragon and Lion are also at war, and Tonbo Kimasu will make a point of gloating about rumors that the Dragon have retaken the city of Toi Koku, which the Lion conquered during the War of Bleeding Flowers forty years ago.

· The Unicorn have reportedly gone to war with both the Phoenix Clan and, more recently, the Scorpion Clan.  Shosuro Sanetama will dismiss the Unicorn justification for war as a “feeble pretext,” but will not otherwise comment on the conflict.

The Troubling Incidents

Unless a PC kills Tonbo Kimasu in a duel early on, he will spend the evening harassing the Crab and especially the Lion who are present.  Hida Mobuto and Akodo Hinjo will, for the most part, not rise to the bait, Mobuto shrugging Kimasu off as an “annoying gnat” and Hinjo gritting his teeth and enduring.  However, Matsu Jun will clearly have great difficulty enduring Kimasu’s harassment.  At one point, a PC watching her will see her face suddenly flush and then turn pale, and her hand fly to her sword hilt as though she is about to draw steel.  Akodo Hinjo will notice this at the same moment and will step in front of her, setting one hand on her shoulder – a very unusual action in Rokugan, where public touching is considered all but taboo.  “Enough, Jun-san,” he says firmly.  PCs who watch and listen can roll Awareness/Investigation at TN 30 to sense a weight of unstated emotion beneath his words.  

At this point Kimasu will sneer and remark, “Perhaps it were best this bloodthirsty Matsu killer left our company, before she dishonors this peaceful gathering with slaughter.”  

PCs watching Akodo Hinjo will see his face turn very pale and the muscles jut out from his jaw as it clenches.  He whirls away from Jun and snarls, “We have all heard enough of your foul manners, Dragon.  Send to your lord for permission, and I shall kill you and silence your vulgar mouth forever.”  Kimasu grins in a chillingly bloodthirsty manner and bows low.

· PCs who watch the two Lions after this can roll Awareness/Investigation (Notice) at TN 25 to realize that Matsu Jun is actually now worried about Akodo Hinjo, and keeps looking at him with a concerned expression.  If any Lions (only) speak with her privately, she will confess: “Hinjo never loses his temper, he’s an honorable man.  Something is wrong, he never has acted like this.”  If the PCs speak to Akodo Hinjo, he will deny anything is wrong, but PCs who roll Perception/Investigation (Interrogation) at TN 25 will sense that he is disturbed by his own behavior, but knows he cannot back down without losing face.   

At some point during the evening, Doji Tomako will become aware of Matsu Jun and Akodo Hinjo’s feelings for each other.  This will most likely occur after the incident involving Tonbo Kimasu (described above) in which Hinjo acts in defense of Jun.  After this incident, she will begin following Matsu Jun around and making catty, insulting remarks in her hearing.  (For example, “I always imagined the Lion to be honorable enough to accept responsibility for their own loss of face, instead of letting their superiors protect them.”)  Unless a PC intervenes and takes action to defuse this (such as by distracting Tomako or making witty responses that undercut her comments), Jun will eventually lose her face and accuse Tomako of being a “meddling Crane hag, infatuated with Hinjo-san.”  Tomako will slap Jun violently in the face. 

The room freezes for a moment, and Usagi Michitsu takes a half-step forward, clearly wanting to intervene but unsure of how to do it.  Doji Ginji, frozen in the midst of a discussion of the latest art styles in the capital, regards his wife with a blank expression, as though unable to believe what has just happened.  Tomako looks around, belatedly realizing what she has just done, and then bows low to Usagi Michitsu, offering her apologies for her unseemly outburst and violation of etiquette.  At a somewhat confused nod from the Usagi daimyo, she flees the pavilion.  

· If the PCs track her down later, she will be hiding in her tent in shame, and will refuse to speak with them.  

· Doji Ginji will express disgust at his wife’s inappropriate behavior.  He confesses she has not behaved this way before, but will not admit that his wife sometimes has affairs or that their relationship is less than harmonious. 

· Matsu Jun will refuse to speak about the incident, and departs the court to rest of the evening soon afterward.

Eventually, the court will conclude and the guests will depart to their tents to sleep.  Usagi Michitsu will announce that there will be a final ceremony in the morning to bid goodbye to “our Crab friends” and officially lay the cornerstones of the new Shiro Usagi.

The Influence of Toshigoku 

Some PCs may begin to suspect that something is wrong for so many strange and unpleasant incidents to be happening at an event attended by civilized and honorable samurai.  If any of the PCs are shugenja, they can roll Intelligence/Spellcraft at TN 20 to deduce that these incidents are not being caused by magic.  If a PC specifically asks whether some sort of spiritual influence, curse, haunting, or similar effect could be at work here, they can roll Intelligence/Theology (Spirit Realms) at TN 30 to suspect that influences from Toshigoku, Gaki-do, or Jigoku could cause such behavior.  However, there is no evidence of Taint.  

· If a PC decides to meditate, pray, or otherwise seek spiritual insight into what is happening here, the PC may roll Awareness/Meditation at TN 30 to sense that there is a malign spiritual influence on this place.  If that specific PC then rolls Intelligence/Theology (Spirit Realms) at TN 25, s/he will suspect the influence is from the Realm of Slaughter, Toshigoku.

If any of the PCs are Brash, those PCs will feel a certain edginess throughout the evening.  If a situation arises in which their Brash Disadvantage might be triggered, their TN to resist its effects is increased by 5.   

Kitsu Mokuna Asks for Help

As the PCs are leaving the pavilion to retire for the evening, Kitsu Mokuna will approach them.  The young Lion bows and clears his throat.  “Honored samurai, might I have a moment of your time?  It is matter of importance, I believe.”  Assuming the PCs agree, Mokuna will ask them to walk with him down to the moonlit battlefield.  

Under the moonlight, the battlefield looks even bleaker and more forbidding than it did during daylight.  Mokuna will kneel and murmur a prayer to the spirits of the fallen dead.  While this is happening, allow all the PCs a roll of Raw Void at TN 20.  Those who succeed will see shadowy forms in the moonlight: the translucent shapes of soldiers, locked in mortal combat as they stagger back and forth on the field.  

· PCs who personally participated in the Battle of Shiro Usagi will feel a deep chill run through their bodies at the sight of these ghostly warriors.  For a moment, they have a vertiginous sense of being back on the field where they struggled a year ago.

· PCs can roll Intelligence/Theology (Spirit Realms) at TN 20 to realize they are seeing spirits from Toshigoku, the Realm of Slaughter, which suggests a gateway or spirit portal exists in this area.

Once this vision fades, Kitsu Mokuna stand and speak to the PCs.  “Samurai-samas, this place has been stricken with the power of Toshigoku, the Realm of Slaughter.  Some months ago, my sensei, Kitsu Heiji-sama, told me he had sensed a spiritual disruption in this part of the Empire, and came here to try to deal with it.  He never returned.  Now I have come here, and it appears clear to me that the battle here has opened a gateway to that deadly realm.  I fear my sensei has become trapped there. Moreover, I fear the malign influence of this gateway will forever curse these lands unless a way can be found to seal it.”

Mokuna wants to go into the spirit portal and rescue his sensei, but he knows he has no chance of doing this successfully on his own, so he is hoping the PCs will assist him.  He will personally plead with the PCs to help, regardless of any Clan enmities or conflicting loyalties.  If some of the PCs bring up their Clan’s current hostility to the Lion, he will plead for their assistance.  “Regardless of how you may feel about the deeds of my Clan, samurai-sama, surely you would be willing to protect these lands from the power of the Realm of Toshigoku.”  Mokuna is a humble and self-effacing young man, and if need be, he will prostrate himself and beg for help.  

If the PCs ask questions, Mokuna will do his best to answer them: 

· What can you tell of us about these “portals”?  “Gates to the spirit realms can be formed in many different places in the Empire, for many reasons.  Chikashudo, the Realm of Animals, is probably the spirit realm which manifests in our own world most often.  Gates to Toshigoku typically open in places of extreme violence and bloodthirst, as has happened here.  Usually these portals are temporary, but this one has already stayed for a year, which bodes ill.”  

· What would happen if this portal remained open?  “You saw this evening the sort of influence that Toshigoku can have on mortals nearby.  The longer the portal remains open, the worse such influence will become.  And there are dangerous creatures within the Realm of Slaughter, creatures which might invade this world.”  

· What could have happened to Kitsu Heiji?  “My sensei is a man of great wisdom and honor, but he is no warrior.  If he passed through the portal, he could easily have fallen afoul of something in that realm.  Kitsu Heiji is one of our Clan who carries the sacred bloodline of the Kitsu – I shudder to think what might become of him.”

· Why do you believe that Heiji is still alive?  “Before I came here, I arranged for my superiors to question the spirits in Meido and Yomi.  Heiji’s spirit has not yet appeared in the afterlife… which means he is still alive, somewhere.”     

Looking for Heiji

After speaking with Mokuna, the PCs may decide to try to investigate the visit of Kitsu Heiji to the area.  They can speak with the local Hare troops, the Crab troops, or the local peasant laborers. 

The Hare garrison will naturally not cooperate with any PCs who are Crab or Lion.  “Sorry to disappoint you, samurai-sama, but we cannot assist you in such matters.” Other PCs can gain their assistance easily enough, simply by asking.  They remember an elderly Lion who visited the area a few weeks ago, but do not know what happened to him.  “He spent a lot of time visiting the battlefield and praying.”

The Crab garrison vaguely remembers a Lion shugenja visiting the area.  They never paid much attention to him and don’t know what happened to him.  “Guess he finished all his praying and went on to somewhere else.”  They are surly and uncooperative to anyone who is not a Crab or Lion.

If the PCs speak with the local peasants, they will be very submissive and frightened of strange samurai, and can offer little of use.  They do remember an “old Lion  mystic” who visited the area a few weeks ago.  If a PC with a knack for communicating with commoners makes an effort to speak with them at length, and rolls Awareness/Investigation (Interrogation) at TN 20, he will find one peasant who remembers seeing Heiji disappear. “It was very strange, samurai-sama.  The old man was out in the field, with all the mud, where the samurai fought.  I looked away for a moment, and when I looked back, he was gone.”  

Some shugenja PCs may think of trying to Commune with the local spirits to learn if Heiji has been here.  There are some Water spirits in the mud, along with plenty of Earth and Air spirits.  Getting a spirit which remembers a visit by an elderly Lion man with a powerful spiritual presence will require that the caster declare at least two Raises for Clarity.  With a success, the PCs can learn that Heiji spent several days here in prayer and exploration.  The spirits cannot explain what happened to him – he was here, and then he was not.  Water spirits will show an image of Heiji shimmering and then vanishing.

It should be noted that all of these investigations will take time.  Mokuna will put up with this if it is the price of getting the PCs to help him, but he will urge them to be as swift as possible.   

Special Note: Prophetic Visions

Some PCs may have an ability to divine the future, such as a Minor Gift of Prophecy or the cert “Nishari’s Mask.”  If they use one of these abilities, they will receive this vision:  

You see yourself on the field of Shiro Usagi at night; a cool breeze passes and brushes your cheek. You look up to see the stars, yet these are not the stars you know. They twist and form into two perfectly similar chrysanthemums that glow brightly against the sky. Then suddenly, these stars fade, leaving the night sky blank.  You hear two almost identical voices say from nowhere, “Remember why we did what we did, samurai.” 

Players with the Divination skill may make an Intelligence/Divination roll at TN 25 to interpret this as a message from Yomi, the Realm of Blessed Ancestors.  PCs who do not realize the significance of the chrysanthemums can roll Intelligence/Lore Heraldry at TN 20 to remember that these are the flowers of the Imperial house.   

Part Two: Into the Realm of Slaughter

Eventually, the PCs should decide to accompany Kitsu Mokuna into the spirit gate.  It is possible that some PCs may refuse to do so, in which case they are effectively out of the adventure, and should earn either 1 or 2 XP (depending on whether they role-played well).  Hopefully, however, all of the PCs will ultimately recognize the danger of leaving a true-blooded Kitsu in the Realm of Slaughter, and accompany Mokuna into the portal.

Whenever this happens, Mokuna will lead the PCs out into the center of the old battlefield, the mud squelching under their sandals.  He will ask any shugenja PCs to assist him in locating the portal, and will accept offers of help from non-shugenja as well. Then he kneels in the mud to pray and meditate.

· Any shugenja or monk PCs who attempts to sense the portal, or who engages in prayer or meditation, can roll Awareness/Meditation at TN 40 will locate the portal themselves, sensing it as a focus of dark swirling energies that cannot be seen with the naked eye.  

· Any monk or shugenja who makes at least TN 20 on this roll, and any other PC who makes at least TN 30, will be able to assist Mokuna in locating the portal. 

· If none of the PCs assist Mokuna successfully, he will not be able to find the portal unless a PC encourages him (e.g. verbally boosts him and spends two Void Points).    

· A shugenja who casts Sense (Void) with at least three Raises for Clarity, or who casts Sense Void  or a similar type of spell (GM’s discretion), will be able to locate the portal. 

If Mokuna and the PCs are unable to locate the portal, they will spend the night in fruitless prayer and arise exhausted the next morning.  The opportunity to rescue Heiji and save the Toturi swords has been lost, and the concluding ceremony at Shiro Usagi will be disrupted by the power of Toshigoku (see “Conclusions” for details).  

Going Through the Portal

Once Mokuna and the PCs have located the portal, they will be able to pass through easily enough.  Kitsu Mokuna will take the lead and will simply walk forward, eyes closed.  To the PCs’ vision, he seems to briefly shimmer and then vanish.  PCs who follow him will do likewise.  Each PC who passes through the portal will expend one Void Point.   

Passing through the portal to the spirit realms was rather anti-climatic. You felt no gut-wrenching tugs at your soul, nor any of the nausea or terror that is prevalent in myths and legends of travel between the realms. The muddy plain you are in looks exactly the same as where you came from, save that there is no village or military encampment nearby, and you are standing in foot-deep water instead of on drying mud.  The eastern horizon is turning gray with dawn, and in the emerging light you see the tall structure of Shiro Usagi, seemingly undamaged and defiant. All is quiet. Around the walls of Shiro Usagi you can make out many figures gathering and circling the castle, an army assembling with the dawn, facing to the southwest.  
The portal has opened about a half mile from Shiro Usagi. As soon as the sun fully rises, the spirits here will fight again in the battle of Shiro Usagi, the battle they recreate endlessly and pointlessly.   

The PCs will have a short time to either explore or get out of the way before the battle commences.  As the sun peeks over the horizon, the other army will take shape: About two miles away, you see what could only be described as a wall of samurai, some in gray armor and others wearing golden hues, marching forward into the water.  Voices rise in deep shouts and war-cries as they raise their weapons high. An echo of noise comes from the soldiers around the castle as they start to advance toward the line of attackers. 

Special Note: Effects of Toshigoku

Toshigoku is an insidious realm, one whose power of violence and bloodthirst infiltrates and devours all those who dwell in it.  Once this occurs, within a matter of days, the victims devolve into a baser form of themselves, barbaric and aggressive. Eventually they will lose all semblances of Honor and become just rage-filled killing machines. 

In mechanical terms, for every hour the PCs are in Toshigoku, they must make a Raw Willpower roll at TN 10 to resist the pull of the Realm of Slaughter on their souls. They will also have to make this roll each time they enter combat while in the Realm of Toshigoku.  

Characters who fail this roll will feel a powerful urge toward violence.  They gain the Brash Disadvantage – if they already have Brash, the TN to resist its effects is increased by 10.  

A PC who fails this roll a second roll in the same day will succumb to Toshigoku’s urges and rush off to join the battle, forsaking the adventure and remaining forever within the Realm of Slaughter – unless the other PCs physically or magically constrain him.  

· A PC who succeeds in three consecutive rolls will be immune to this effect of Toshigoku for the rest of the day, although specific instances of violence and bloodthirst may require additional rolls.  

· Other characters can try to “talk down” a PC afflicted with Toshigoku’s power, role-playing an appeal to Honor and self-control.  If the GM judges the speech sufficiently compelling, the PC making the speech may roll Awareness/Etiquette (Sincerity) at TN 40 to successfully break the victim out of Toshigoku’s control.  

Many Shugenja spells are harder to cast here, for the local kami are wild and chaotic, infused with the Realm’s violent influence.  Water spells are at +15 to the TN, Earth, Air, and Void spells are at +10, and Fire spells are at +5.  Offensive (damage-inflicting) Fire spells will function normally, with no penalty.  

Ancestors cannot travel to this realm, and the PCs will lose all benefits and effects from Haunted and Ancestor effects.  However, PCs who are Possessed by Hiruma Kyojitsu (from the adventure “Nemesis of Justice”) will still feel his presence and his cert will function normally. 

If a PC voluntarily behaves in a violent or bloodthirsty manner while in this Realm (especially while in combat), that PC will be opening the door to Toshigoku’s power, and will have to roll Raw Willpower as above to resist its influence.  The TN can be increased by 5 or 10 if the PC is choosing to behave in an especially vicious or cruel manner. 

The Battle of Shiro Usagi 

Once the battle gets underway, the PCs will be in serious danger.  Kitsu Mokuna will urge the PCs to get off the battlefield immediately so he can look for Kitsu Heiji.  He does not know how to do that, and is concerned that Heiji may have been pulled into the battle itself.  “Perhaps if we can observe from the sidelines we can spot him,” he pants, trudging through the knee-deep water.  

As long as the PCs leave the battlefield promptly, they will be able to get out of the way of the advancing armies.  This will allow them the luxury of watching the two sides battle each other from the sidelines.  The two armies collide in the midst of the water-drowned plain, samurai hacking and battering each other down, falling into the muddy water to grapple and drown each other.

PCs who roll Perception/Battle (Mass Battle) at TN 30 will realize this battle is not playing out how it did in Ningen-Do. The bushi are not fighting with tactics, but simply crashing into each other and hacking like berserkers. There is not unit support or movement, there are no duels, just a mass crush of samurai trying to slaughter each other.  PCs who roll Intelligence/Theology (Spirit Realms) at TN 25 will know that these souls are trapped under Toshigoku’s influence, and have already forgotten the honorable and glorious side of war. 

The battle will rage for hours, seemingly without any kind of decisive result.  Eventually, toward sunset, almost all the combatants will be “dead” and the battle will trickle to a halt.  Overnight, all of the fallen will rise again, return to their armies, and re-form for the next day’s battle.

Finding Kitsu Heiji

The PCs will not be able to see Kitsu Heiji anywhere in the battle.  Kitsu Mokuna will suggest the PCs try to spot someone familiar in these raging armies, or perhaps simply locate someone who is less afflicted with the madness of battle, in order to retrieve them and question them about Kitsu Heiji.  If the PCs have an alternative solution, he will be happy to listen.  

Some shugenja PCs may think of trying to interrogate the local spirits (especially the Water spirits) about Heiji’s visit.  This will not be easy, due not only to the generally difficult nature of using magic in this realm, but also the less reliable nature of the spirits here.  

Air spirits can potentially tell the PCs what happened, but the PC will have to make five Raises for Clarity in order to find an Air spirit that knows something.  Water spirits will only be helpful if the PCs cast Commune near their point of arrival – meaning that the PCs will have to do so promptly, or else go out into the battle to get there.  

· Water spirits will show Kitsu Heiji retreating to the edge of the battle, where he watches the spectacle in horror.  As he is watching, a pack of furred, horned bipeds with claws, fangs, and vicious jagged swords pounces on him and drags him away.  PCs who have encountered Tsuno before will recognize them.  Other PCs can do so with rolls of Intelligence/Lore: Shadowlands at TN 30 or Lore: Spirit Realms at TN 25.  Also, PCs who roll Perception/Investigation (Notice) at TN 25 will see that the largest of the Tsuno is carrying two Rokugani katana strapped across his back – one in a blue saya (sheath), the other in a gold saya.

· The PCs cannot see where the Tsuno went, but can ascertain where the attack took place if they want to go look for tracks.

· Air spirits will recount that the “old man” hid at the edge of the battle.  “He was afraid to fight!  And then the horned ones came and took him away, took him to their cave!”  They will not tell the PCs the location of this cave unless the PC casts Commune again with the same number of Raises.   

If the PCs follow Mokuna’s advice and look for someone they can question (or someone they recognize), allow them to roll Perception/Investigation (Notice) at TN 30.  (If they know of a PC who died in the “Battle of Shiro Usagi” Interactive at GenCon 2008, the TN is 20.) With a success, they will spot a young white-haired Crane woman, clearly a bushi and holding a no-dachi, standing in a somewhat dazed, confused manner near the edge of the battlefield.  While slaughter and madness rages around her, she keeps pulling back and hesitating, looking around as though trying to find something.  PCs who have played the adventure “Broken Words” can roll Raw Intelligence at TN 20 to notice a resemblance between this dead Crane and the woman Daidoji Miyui, who got married in that adventure.  This is the spirit of Daidoji Eriko, a PC who died at the Battle of Shiro Usagi.   

Going Onto the Battlefield

If the PCs decide to try to speak with Daidoji Eriko, or to Commune with the Water spirits where they arrived, they will need to retrieve her from the battlefield.  This can probably be most easily done by a shugenja – various spells could be used to fly Eriko out of the battle, approach her invisibly, etc.  If these options are not available, the PCs will have to enter the battlefield physically.  

The battlefield is not safe, but not intrinsically dangerous either, since the two armies are intent on fighting each other.  If the PCs make a point of staying out of the main battle, and refuse to engage those they encounter, they will be able to navigate their way through to where Daidoji Eriko stands.  Along the way, however, they will have several potentially dangerous encounters: 

The Missing Arm: The PCs come across a bushi from the same Clan as at least one of them (all of the Clans fought in the Battle of Shiro Usagi).  The bushi is looking around on the ground, as though searching for something.  He will turn to the PC from his Clan and pleads with him: “I can’t find it.  I can’t find it.  Help me.”  The PCs can see that his sword-arm is missing from the elbow.  He grabs at the targeted PC with his free hand, pleading.  “I have to find it.  My sword, my hand.  I cannot fight.”  

The PC who is addressed must roll against a Fear 3 effect.  The one-armed bushi will continue to plead with the chosen PC, trailing after him and begging for help, until the PCs either leave him behind, strike him down, or give him a sword.

If the targeted PC fails the Fear roll catastrophically and starts to run, the others will have to stop him immediately.  Otherwise, after he goes a dozen paces he will be attacked by two Toshigoku spirits from the “opposing” army.  Fighting them will of course require a Raw Willpower roll to resist Toshigoku’s power.

The Officer: A screaming, blood-soaked gunso (sergeant) storms up to the PCs and demands they join the fight.  “Cowards!  Fall in and fight, before I take your heads!” he shrieks, spittle flying from his lips.  If the PCs confront him physically, he will immediately attack them, leading to a fight with a Toshigoku spirit and requiring Raw Willpower rolls from everyone.  If they try to deflect the officer’s wrath, such as by claiming to be on another mission or trying to explain that he is in Toshigoku, they will have to role-play well and then make a roll of Awareness/Courtier (Manipulation) at TN 30 to get him to calm down and leave them alone.  Otherwise, he will attack as above.

The Horror of War: The PCs see a squad of Akodo bushi who seem to have forsaken their katana for crude, makeshift spears with serrated blades on their tips.  They are running around the battlefield, stabbing wounded men, clearly enjoying the screams from their victims.  This is a Fear 3 effect for all of the PCs.  If a PC breaks and runs from the effects of Fear, that PC will be attacked by the Akodo (statistically, five Toshigoku spirits).  Clever PCs may be able to find ways of finessing such a confrontation, such as by concealing themselves with magic.  A Lion or Imperial PC of Status 4.0 or higher can also try to order to Akodo to stand down, or shame them into halting their rampage, by role-playing a suitable speech and then rolling Awareness/Storytelling (Oratory) at TN 35 – success means the Akodo briefly come out of their bloodlust and, filled with shame, fall on their own wakizashi, committing suicide.  

Rescuing Daidoji Eriko

Eventually, the PCs should be able to reach Daidoji Eriko.  She is a muscular young woman with white-dyed hair and scars criss-crossing her visible skin.  She wears light armor in Crane colors and holds a massive no-dachi.

Eriko is struggling against the power of Toshigoku, wavering on the knife-edge of madness.  Some of the PCs may recognize her from life, since she is a former Player Character.  She will not recognize them, however, and when the PCs approach her she will be confused and uncertain of how to respond.  “Are you… enemies?” she asks.  “I don’t know what’s going on.  We were supposed to fight someone, but I don’t remember, I don’t remember.”  

The PCs will need to role-play a legitimate, compelling, and well-expressed plea for her to “wake up” and realize that she is dead and the battle is long over.  Those PCs who deliver a good speech can roll Awareness/Etiquette (Sincerity) at TN 40 PCs who are attractive or interesting males (Dangerous Beauty or Benten’s Blessing) get a Free Raise on this roll, and GMs can give out 1 or 2 more Free Raises based on how well the PC role-plays the plea.  Each PC may only make one attempt to persuade Eriko.

· If the PCs succeed in getting through to Eriko, she will shake her head and blink as her eyes clear.  “What has happened?  Am I… dead?”  She will look around the battlefield in horror.  “Can we leave this place?”   

· If the PCs are unable to get through to Eriko verbally, they can try to drag her off the battlefield physically.  Due to the influence of Toshigoku, she will resist physically and violently.  Unless the PCs can find a way to quickly subdue her (such as with magic or a successful Grapple), this violence will trigger a Raw Willpower roll for the PCs to resist Toshigoku’s influence.   

Speaking With Eriko 

Once the PCs get Eriko off the battlefield (either voluntarily or physically), she will come fully to herself and realize that she is dead and trapped in the Realm of Slaughter.  She is horrified by the realization of her fate, and will ask the PCs if there is any way she can escape this place.  

· PCs who wonder how all these people got here can roll Intelligence/Theology (Spirit Realms) at TN 30 to realize that all of these souls fell into Toshigoku due to the portal opening during the battle.  Thus, they have been unable to reach their appointed place in the afterlife.  If none of the PCs make the roll, Kitsu Mokuna will deduce the truth, although he will not explain it unless the PCs specifically ask.

· PCs who ask about ways for Eriko to leave Toshigoku can roll Intelligence/Lore: Spirit Realms or Intelligence/Theology at TN 30 will know that portals do exist between the spirit realms, so Eriko could theoretically escape to Meido or elsewhere if she could find one of these portals.  She could potentially even follow the PCs back out to the realm of Ningen-do, although this would leave her a semi-corporeal Toshigoku spirit stranded in the mortal realm.  

· Kitsu Mokuna will be moved by Eriko’s plight and will promise to try to find a spirit gateway for her to leave Toshigoku for her proper place in Meido.  

Regardless, if the PCs ask her about Kitsu Heiji, she will think for a while, frowning, and then nod in remembrance.  “Yes, an old Lion, all gray hair!  I saw him!  He was kind of an interesting man, actually, that’s  why I noticed him.”  She blushes for a moment and then continues.  “He was over there,” she points at a nearby patch of forest, “He was praying or something.  And then some creatures came out of the woods and grabbed him.”

· If the PCs ask what the creatures looked like, she frowns.  “They had fur, and claws and horns, but they wore armor and carried swords, and walked upright like men.  I think I remember something about them in the classes at the Hida school… they were supposed to be spirit creatures that got Tainted, or something.”  PCs who hear this description can roll Intelligence/Lore: Shadowlands at TN 30 or Lore: Spirit Realms at TN 25 to recognize the creatures as Tsuno.

· If the PCs ask whether there were any other peculiar details about the Tsuno, she will remember that one of them, the largest one, was carrying two Rokugani katana across his back, in addition to the curved, jagged blades they all had. 

· She does not know where the Tsuno took the old man, but can lead the PCs to the place where she saw it happen.  

Once the PCs have learned what Eriko has to tell them, they will have to decide what to do with her.  Although she is Hida-trained and recognizes the Tsuno as deadly enemies, now that she realizes she is in Toshigoku, she will be reluctant to do anything violent for fear of losing control of herself and becoming like the army battling in the water-drowned field.  Kitsu Mokuna, clearly somewhat smitten with her, will offer to come back and find her again after he has rescued his sensei.  Most likely, she will be left behind while the PCs and Mokuna head on toward the Tsuno cave.

Tracking the Tsuno

At this point, the PCs will most likely need to find the tracks of the Tsuno and follow them to their cave.  This will require finding the place where the Tsuno abducted Kitsu Heiji (either from the Water spirits or from Daidoji Erika), and then rolling Perception/Hunting (Tracking) at TN 20 to find the tracks of the Tsuno.  

Alternatively, shugenja PCs can locate the Tsuno cave by casting Commune (Air) with four Raises for Clarity, or by casting the Void spell Sense Void and looking for a cave with a cluster of emotions (fear, pain, rage, bloodlust) inside.  

Either way, following the trail leads the PCs into the wooded hills to the northwest of the “battlefield,” and eventually to a low, foul-looking cave mouth.  Bones are scattered around the entrance and the whole area smells of death.  

Part Three: The Cave of the Tsuno

The cave is divided into two chambers, connected by narrow tunnels just wide enough for two people to walk abreast (only one person can fight effectively).  

The Guard Room

The front chamber of the cave is a rough, irregular room lit by a guttering fire, with several suspicious-looking pieces of meat roasting on spits of sharpened bone. The PCs will be able to see the orange-yellow flicker of the fire from the outside of the cave, but will not be able to make out anything else about the room until they enter (unless they can find a way to scout the room magically). 

Two Tsuno guard this room, nesting in piles of rotting animal fur and human skin.  They serve as an early warning system for the rest of the pack in the main interior chamber.  These two Tsuno will let out echoing roars of fury on their first action once the PCs enter their chamber, thereby alerting the rest of the pack.  Clever PCs may be able to come up with a number of ways to prevent this, such as killing the Tsuno before they can act, closing off the cave with a spell like Quiescence of Air, or sneaking up and killing the Tsuno by surprise.  The GM must adjudicate such efforts.  Keep in mind that the Tsuno are both intelligent and viciously aggressive, and not easily fooled.

The Pack’s Lair

The main strength of the Tsuno pack is found in the larger inner chamber of the cave.  This cavern is lit by several fires, one of which is a sort of forge where iron torture-tools are kept red-hot for the torment of prisoners.  Several nests are scattered around the edges of the room, and crude weapon racks made of wood and sinew line the walls in between them.  Human skulls serve as the principle decoration, and are hung from protrusions in the walls, or perched on wooden stakes, throughout the chamber.  Crudely drawn images also cover much of the cave’s walls – images of two samurai, one blue and white, the other gold, cut down and dismembered by Tsuno.  The room stinks of blood, fear, and death, and the irregular stone floor is black with filth and old blood.  

Kitsu Heiji is against the northern wall, near the torture forge, kept in place by rusty iron manacles whose anchors are sunk deeply into the cave wall.  He is naked save for a loincloth, and his body is covered in burns, cuts, and other marks of torture.  

More importantly, the rest of the Tsuno pack is here.  These consist of the Soultwister, the Ravager, and a number of normal Tsuno equal to one less than the number of bushi in the party.  This pack possesses the Toturi blades, taken from the twin eldest sons of the Emperor – which of them carries the swords will depend on whether they had warning the PCs were coming (see below). 

If any of the PCs have played the adventure “Grave of Heroes,” they can roll Perception/Investigation at TN 20 to recognize some of these Tsuno (by characteristics such as the 

Battle With the Tsuno

When the PCs arrive, the status of the Tsuno will depend on whether their guards in the outer room were able to sound the alarm.  

· If the alarm was sounded, all the Tsuno here are alert and ready for action.  The Soultwister has the Toturi blades and is standing by Heiji with his knife drawn.  In this case he has already cast Heaven’s Blessing on the Ravager.  

· If the PCs were able to prevent the guards in the outer room from sounding an alarm, however, the Tsuno are not prepared for action.  The warriors and Ravager are relaxing on the ground, chewing on bones, sharpening their weapons, and napping.  The Soultwister is kneeling by the torture-forge, engaged in meditation. The Ravager and one warrior will be able to prepare for action on the first round of an attack, but the Soultwister and the rest of the warriors will not be ready until the second round.  In this situation, the Ravager will still have the Toturi blades strapped to his back.   

When the PCs first enter the cave, the Soultwister will try to negotiate with them (see “A Cruel Choice” below). Once a fight starts, the Soultwister will use Bloodlust to disable a PC who seems to be focused on ranged attacks or spellcasting, then use his other spells (Delicious Pain, Smith’s Lament) to weaken PCs who are melee combatants.  The Ravager will use his Rank 3 “roar” ability on the first round of combat unless it is obviously more advantageous for him to do otherwise.

A Cruel Choice

Given the chance, the Soultwister will try to negotiate with the PCs – his pack is quite small at this point and he is hoping to bluff the PCs into leaving rather than risk the destruction of the few remaining.  Typically this attempted negotiation will happen at the beginning of the encounter (if he had prior warning of the PCs’ approach).  Otherwise he will try to find a chance to do this later in the fight.

The Soultwister will position himself next to Kitsu Heiji, placing his knife at the Lion’s throat with one hand while holding up the Toturi blades with the other.  “Samurai!  You wish these, do you not? The blades of your precious Toturi whelps?  You can have them… if you wish to end this one’s bloodline.”  He pricks Kitsu Heiji’s throat with his knife.  “The blood of the traitor Kitsu flows nearly pure in this one’s veins, a fine offering to the Realm of Slaughter!  Which will it be, samurai?  His blood, or the swords?”  The Soultwister grins wickedly, showing his drooling fangs.  “I suppose you could kill me and take both, yes!  But heed this warning – it is only my rituals that keep the portal to your realm active. I’m sure you will have time to leave after I die, but all those souls out there will be trapped, for all eternity, with no chance to know anything other than this hell. So what will it be, samurai?”

Kitsu Heiji will be silent, clearly so badly tortured that he is unable to speak.  Kitsu Mokuna will be stricken by the situation, and is unable to make a decision – if the PCs ask his advice, he will say only that he cannot imagine what might happen if Heiji is left here.  This is intended as a moral dilemma, although some PCs may not feel particularly moved. If the PCs are not sure whether the Soultwister is telling the truth, Kitsu Mokuna can confirm that the Tsuno are masters of the ways of spirit portals and could easily be holding the portal open.  The Soultwister is lying about the fate of the other souls – they cannot really “escape” back to the mortal realm, since they would remain Toshigoku spirits there as well – but Mokuna, concerned with his sensei, will not mention this unless the PCs think to ask. 

· If the PCs choose to simply attack, the Soultwister will use his next Action to cut Heiji’s throat, killing him.  Mokuna will let out a strangled cry as his sensei perishes.  The only way to prevent this is to kill the Soultwister before his next Action.

· If the PCs take one of the offers (the swords or Heiji), the Soultwister will smile and demands, “Swear on your Honor, then, to take this and leave, and we will be quit of each other.”  He will not hand anything over until the PCs all swear.  

· PCs who attack the Tsuno after making this oath are dishonoring themselves, and lose a number of points of Honor equal to 1 higher than their current Honor Rank.

If the PCs agree to take either Heiji or the swords back with them, the Tsuno will keep their word – they are, in their own dark and perverse way, honorable.  Of course, the PCs may find making a bargain with inhuman monsters unacceptable – PCs who feel shamed by such a decision should lose Honor appropriately.  

Clever PCs may decide to try to offer some other sort of exchange – for example, a PC might volunteer himself to take Heiji’s place, or offer a certed item to the Soultwister in exchange for Heiji or the swords.  The GM should adjudicate such offers, but in general, any truly self-sacrificing action by the PCs should be successful.  (Conversely, trying to use this as an opportunity to get rid of cursed items, or similar non-sacrificial choices, will not be successful.)  A player whose character gives up their life to save Heiji or the swords earns an extra 20 Kharma Points for their next character.  

Bargaining in a Losing Fight

If the PCs are seriously losing the fight, the Tsuno may be willing to let most of them go if a Lion or Imperial PC offers to remain as their prisoner.  The GM will need to adjudicate such a situation but again, in general, any truly self-sacrificing act should succeed.  A player who sacrifices a character in this manner earns an extra 20 Kharma Points for their next character.

Escaping Toshigoku

If the PCs bargained (or fled) and left the Soultwister alive, the portal on the battlefield will remain active, and they can pass back through it easily enough simply by waiting for the battle to come to an end.  In this case, if they bargained for Kitsu Heiji, they will have time to heal his injuries, allowing him to travel under his own power.

If the PCs killed the Soultwister, the portal will become unstable.  Kitsu Mokuna will be able to sense that the portal is weakening and they must flee promptly.  In order to get through the battlefield to the portal, the PCs will have to each suffer 3k2 Wounds, random damage inflicted by the many tormented souls.  Kitsu Heiji cannot be healed quickly enough to make him mobile unless the PCs have the spell Peace of the Kami – otherwise, someone will have to carry him.    

Either way, the PCs will encounter Daidoji Eriko on the way back.  She pleads for help finding her way to Meido, where her soul can be properly judged.  Kitsu Mokuna will make sure the PCs are going to be able to return to Ningen-do (especially if they are carrying Kitsu Heiji) – and then turns back to stay with her and guide her.  “With the Fortunes’ blessing, we will meet again!” he calls.  

· It is possible that some PCs may wish to join Mokuna in staying behind to help Daidoji Eriko.  This is a valid, honorable, and admirable choice.  Such characters are not actually dead, but they are out of the campaign until GenCon 2010.

Conclusion

The PCs will return to the mortal world within a few hours of when they left, regardless of how long they seemed to spend in the Realm of Slaughter.  

If the PCs succeeded in killing the Soultwister, the portal to Toshigoku will close within a few hours.  The final ceremony the next morning takes place without incident, and all the samurai who caused so much trouble the night before seem strangely subdued and ashamed of themselves.  

If the PCs did not kill the Soultwister, the portal will remain open.  However, if they rescued Kitsu Heiji, he will immediately set out for the Kitsu Tombs to summon more of his family in order to counteract the Tsuno influence and close the portal forever.  If they did not rescue Heiji, the portal will remain open indefinitely. 

Either way, the ceremony the next morning will be a tense and uneasy, with the various guests all gripping their sword-hilts and staring at each other.  Halfway through, Matsu Jun will suddenly leave her place and stalk across the field, screaming at Doji Tomako, “Call a champion or die on my blade, Crane bitch!”  Swords spring free all over the field as the various guests react to the threat of violence.  If a PC gets into the middle of things, delivers an eloquent speech calling for calm and honor, and rolls Awareness/Courtier (Manipulation) at TN 40, violence can be averted.  Otherwise, half a dozen samurai will die in the ensuing eruption of unseemly brutality.   

If the PCs rescued Kitsu Heiji, he will be profoundly grateful for their efforts, and all the PCs gain a Favor with the Kitsu family.

If the PCs retrieved the swords of the Imperial twins, they will presumably wish to deliver these to the capital (and the Emperor).  In such a case, all such PCs will gain +3 Glory.  However, it is possible that one or more PCs may, for inexplicable reasons, decide to keep one or both of these swords.  They are Fine quality katana but are not otherwise remarkable.  A PC who keeps one of these blades loses a full Rank of Honor and gains three Ranks of Infamy.  Other PCs who are aware of the theft and fail to act against it lose a half Rank (5 points) of Honor and gain one Rank of Infamy.

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 retrieve Heiji
 but not the swords
+1 XP


OR

PCs retrieve the swords but not Heiji
+1 XP


OR

PCs retrieve both the swords and Heiji
+2 XP

PCs kill the Soultwister


+1 XP


Total Possible Experience:

5 XP

Other Awards/Penalties

If the PCs rescued Kitsu Heiji, they will gain a Favor with the Kitsu family.  All Kitsu family PCs with less than 4.0 Honor will gain +1 Honor.

If the PCs retrieved the Toturi swords and deliver them to the Imperial capital, each PC gains +3 Glory, and PCs of less than 3.0 Honor gain +1 Honor.

Appendix #1: NPCs and Monsters

Tonbo Kimasu, Aggressive Dragon Taisa

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 4


TN to be Hit: 41 (46 in light armor)


School/Rank: Mirumoto Bushi 3


Rank One: When fighting with katana and wakizashi together, adds (5 + School Rank) to TN to be Hit.   May substitute Kenjutsu for Iaijutsu at any time.  Adds Fire Ring to all attack rolls.


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


Rank Three: A number of times per day equal to School Rank, may make a Contested Void roll when attacked to force that opponent to lose their next attack for the round.  When focusing in a duel, may spend a Void to reduce the opponent’s number of focus opportunities by one.  When target of a spell, may raise or lower its TN by 5.  Now adds twice Fire Ring to all attack rolls.

Honor/Status/Glory: 2.8/3.0/3.7

Skills: Athletics 3, Battle (Mass Battle) 3, Calligraphy 2, Courtier 2, Defense 5, Etiquette 3, Iaijutsu 5, Kenjutsu (Katana, Wakizashi) 7, Kyujutsu 2, Lore: Dragon Clan 2, Lore: Heraldry 3, Lore: Law 2, Lore: Shugenja 2, Meditation 3, Spears 2, Storytelling (Oratory) 2, Theology 2.

Mastery Abilities: Free Raise with all skills at Rank 5.  May subtract Kenjutsu Ranks from Wound Penalties when using the skill.  Add +5 to total of Contested Social rolls.  May declare Full Defense when Initiative is rolled. May focus an additional time in an Iaijutsu duel.  

Advantages/Disadvantages: Balance, Social Position (Taisa)/Compulsion (enmity to Lion and their allies).
Equipment: Kimono, light armor, daisho set, bow and 20 arrows, 3 koku.

Kitsu Mokuna, Young Spiritualist

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 4 

	Stamina 3
	

	VOID 4


TN to be Hit:  23 

School/Rank:  Kitsu Shugenja 3

Technique: Affinity for Water, Deficiency for Fire.  May cast Sense and Commune to detect and communicate with ancestors, as well as to detect spiritual or kharmic advantages or disadvantages in others.  This can detect possession but not the Shadowlands Taint.

Honor/Status/Glory:  4.5/1.5/2.3

Skills:  Calligraphy (Lion Clan Cipher) 2, Defense 4, Divination 3, Etiquette 2, Kenjutsu 3, Lore: Ancestors (Lion) 4, Lore: History 4, Meditation 2, Theology (Ancestors, Spirit Realms) 5.

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

Advantages/Disadvantages: Benten’s Blessing/Fascination (Yorei), Meddler

Spells: Sense, Commune, Summon, Counterspell, (Water 1) Path to Inner Peace, Purify Water, Reflections of Pan Ku, Sympathetic Energies, (Water 2) Rejuvenating Vapors, Wisdom and Clarity, (Water 3) Near to Ice, (Air 1) Wind-Borne Slumbers, (Air 2) Echoes of a Breeze, (Air 3) Summon Fog, (Earth 1) Earth’s Stagnation, Force of Will.

Equipment: Wakizashi, kimono, scroll satchel.  

Tsuno Warriors

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 4
	WATER 3 

	
	


Shadowlands Taint Rank: 4.0

Initiative: 4k3

TN to be Hit: 31 (26 without armor)

“Honor”: 2.0

Attacks: 8k3+5+Free Raise (Tsuno blade) or 6k3 (unarmed)

Damage: 6k3 (Tsuno blade) or 3k2 (unarmed)

Carapace Armor: 2 (bypassed by spells)

Wounds: 8 Wounds per rank.  Wound penalties as per humans.

Skills: Athletics 3, Battle 2, Defense 3, Heavy Weapons (Tsuno Blade) 5, Iaijutsu 1, Jiujutsu 3, Lore (Shadowlands) 3, Lore (Spirit Realms) 4, Stealth 3. 


Special Abilities: Fear 3.  Spirit Qualities: take half damage from normal weapons and attacks.  Full damage from crystal, obsidian, nemuranai, and magical effects.  Speed: moves as if Water Ring is 6.  Spirit Armor: PCs with Taint, or who are not native to Ningen-do, suffer +10 TN penalty when attacking them.  Spirit Weapon (Tsuno Blade): Gains Free Raise against opponents who are Tainted or are not native to Ningen-do.  

The Soultwister

	FIRE 3
	  AIR 4

	Agility 4


	

	EARTH 4
	WATER 4 

	Willpower 5
	


Shadowlands Taint Rank: 8

Initiative: 7k4

TN to be Hit: 38 (33 without armor)

“Honor”: 2.5

Attacks: 8k4+4 (Tsuno blade), 9k4+Free Raise (knife), or 8k4 (unarmed)

Damage: 7k3 (Tsuno blade), 5k2 (knife), or 4k2 (unarmed)

Carapace Armor: 3 (bypassed by spells)

Wounds: 10 per rank.  Wound penalties as per humans.

Skills: Anatomy (Torture) 6, Athletics 5, Defense 4, Heavy Weapons (Tsuno Blade) 4, Jiujutsu 4, Knives 5, Lore (History) 6, Lore (Kami) 6, Lore (Shadowlands) 6, Lore (Spirit Realms) 8, Stealth 4, Theology 5. 


School: Tsuno Soultwister 3


Spells: Bloodlust, Delicious Pain, Heaven’s Blessing, Separate the Soul, The Smith’s Lament. 
Special Abilities: Fear 4.  Spirit Qualities: take half damage from normal weapons and attacks.  Full damage from crystal, obsidian, nemuranai, and magical effects.  Speed: moves as if Water Ring is 6.  Spirit Armor: PCs with Taint, or who are not native to Ningen-do, suffer +10 TN penalty when attacking them.  Spirit Weapon (Tsuno Blade): Gains Free Raise against opponents who are Tainted or are not native to Ningen-do.  

The Ravager

	FIRE 3
	  AIR 2

	Agility 5


	Reflexes 6

	EARTH 6
	WATER 3 

	
	Strength 5


Shadowlands Taint Rank: 8

Initiative: 10k6

TN to be Hit: 47 (42 without armor)

Attacks: 10k6+7+Free Raise (Tsuno blade) or 10k5+Free Raise (unarmed)

Damage: 8k3 (Tsuno blade) or 5k2 (unarmed)

Carapace Armor: 4 (1 against spells)

Wounds: 16 per rank.  Wound penalties as per humans.
Skills: Anatomy (Torture) 4, Athletics 4, Battle 5, Defense 6, Heavy Weapons (Tsuno Blade) 7, Iaijutsu 3, Jiujutsu 5, Lore (Shadowlands) 5, Lore (Spirit Realms) 6, Stealth 4. 

School: Tsuno Bushi 4


Rank One: TN to be Hit is increased by his Wound Penalties, to a maximum of Insight x 5.


Rank Two: Can make two attacks per round.


Rank Three: Terrifying roar once per day.  All enemies within 50’ affected by Fear 5.  All allied Tsuno gain +1k0 to attack and damage rolls.  These effects last a number of rounds equal to his Insight Rank.    


Rank Four: If he kills an opponent, on the next round he gains a number of Free Raises on his attack roll equal to his Insight Rank.

Special Abilities: Fear 3.  Spirit Qualities: take half damage from normal weapons and attacks.  Full damage from crystal, obsidian, nemuranai, and magical effects.  Speed: moves as if Water Ring is 6.  Spirit Armor: PCs with Taint, or who are not native to Ningen-do, suffer +10 TN penalty when attacking them.  Spirit Weapon (Tsuno Blade): Gains Free Raise against opponents who are Tainted or are not native to Ningen-do.  

Toshigoku Spirits (also use for Daidoji Eriko if necessary)

	FIRE 2
	  AIR 2

	Agility 4


	Reflexes 3



	EARTH 3
	WATER 3

	
	


Initiative: 5k3
TN to be Hit: 20 

Attacks: 7k4

Damage: 6k2 (or 7k4 if wielding a heavy weapon)

Wounds: 48: Down.


Appendix #2: Soultwister Spells

Bloodlust

Mastery Level: 1

Rolls to Cast: 7k4

Duration: School rank x 2 in rounds

Area of Effect: One target creature

Range: 50’

Effect:
The target is infused with the rage of Toshigoku Target must take Full Attack posture every round and

must attack the nearest creature. Each round, target may roll Willpower at TN 15 to stand and do nothing (requiring

all his concentration to do so). This TN is reduced by 10 if the nearest target is a friend.

Delicious Pain

Mastery Level: 2

Rolls to Cast: 7k4

Duration: Instantaneous

Area of Effect: One target creature

Range:
50’

Effect:
Target creature must roll Stamina at TN 20 or fall to the ground and suffer 3k3 Wounds from body-

wracking spasms.

Heaven’s Blessing

Mastery Level: 1

Rolls to Cast: 6k3

Duration: School Rank x5 in rounds

Area of Effect: One target

Range: 50’

The target gains the aid of the heavenly spirits and rolls +1k0 to all actions for the duration of the spell.

Separate The Soul

Mastery Level: 1

Rolls to Cast: 7k4

Duration: School Rank x 2 in rounds

Area of Effect: One target creature

Range: 30’

Effect:
Target loses the benefit of any ancestors, and has a +5 TN penalty to all attack and skill rolls, and -5

penalty to damage totals.

The Smiths Lament

Mastery Level: 1

Rolls to Cast: 7k4

Duration: Permanent

Area of Effect: One object

Range:
60’

Effect:
The spell affects any one non-magical object of Average quality or less, including weapons and armor. The object will break the next time it is used. Objects of fine quality or higher are immune to this spell.

Essence of Toshigoku
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