Reverence for Chikushudo

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

by Rob Hobart

A castle faces a most unusual problem, one which may prevent its lord from paying his proper taxes.

Adventure Summary and Background

Shiro Aoishoku, a minor castle in the lands of the Monkey Clan, is being plagued by all manner of misfortune and bad luck.  Crops have failed, wild boar have raided the town granary, even the local merchant has encountered an astonishing run of bad fortune that has wrecked his profits.  The castle’s tax receipts have plummeted, and the daimyo, Fuzake Doro, is anxiously wondering how he will explain this to the Imperial authorities.

What Doro does not realize is that the source of his misfortune is very close indeed.  His wife Ayami is actually a foxwife, and her heart has been broken by the daimyo’s recent acquisition of a beautiful concubine, Haruka.  The situation has been made worse because Haruka, unlike Ayami, has been able to give the daimyo a son, a boy now proclaimed as his heir.  Doro has no idea of his wife’s true nature, nor does he understand that his affection for Haruka and Doro has unleashed a dire curse on his lands, the curse of an aggrieved foxwife.

The PCs will become involved in this matter when they arrive at Shiro Aoishoku as escorts for an Imperial tax collector, Otomo Daishon.  Over the course of their visit, they should become aware that the wrath of Chikushudo, the Realm of Animals, is afflicting the region, and may decide to take steps to rectify it.  Ultimately, in order to restore harmony to the province, the PCs will have to travel into Chikushudo and plead for mercy with its inhabitants.  While there, the PCs will have the opportunity to see an important warning about the trials which lie ahead for Rokugan.

Introduction

Otomo Daishon sighs loudly as your caravan crests the peak of the minor pass, and leans forward in his palanquin, stroking his long white beard with thin fingers.  “Ah, my friends, I do hope that is a castle I see below us, in those trees.  I am too old to be a monk, this is sure, but I am not too old to appreciate a fine bed after this long journey.  Is it a castle?  Please, tell me it is a castle.”  

The PCs are traveling in the company of Otomo Daishon, a plump old man with a long white beard, a minor Imperial functionary who continues to serve the Otomo family even though he is well past the age of seventy.  They may be wondering why they are here, but for now, the GM should direct them to answer Daishon’s question.  They are standing in the saddle of a narrow pass, winding through forested mountains toward a broad lowland.  Trees cloak the land closer to the mountains, giving way to open fields and rice paddies to the north.  If the PCs roll Raw Perception at TN 20 they can make out a small castle nestled among the trees on the lower slopes.  

· If they affirm the presence of the castle, Daishon brightens.  “At last!  A hot bath awaits!  Let us get down there quickly.”
· If the PCs cannot spot the castle, Daishon’s personal bodyguard, Akodo Bako, will see it.  “A castle there, my lord,” he grates in a thick, raspy voice.  

Either way, Daishon will direct the servants carrying his palanquin to carry him down the rest of the pass to the castle.  “A rest at last!” he says, stroking his thick white beard.  “Perhaps this is the Monkey castle we are seeking, as well.”  

As the servants lug the rocking palanquin down the switchbacking trail into the Monkey lands, you heave a sigh of relief.  The last few days, moving Otomo Daishon and his entourage through this narrow pass in the Seikitsu Mountains has been a task as trying as leading a legion in battle.  When your lord assigned you to escort the fall tax collections, you expected a swift and rather dull task, but maneuvering the aged Otomo Daishon across the Empire is proving a duty worthy of the skill of Kaiu, the tactical genius of Akodo, and the patience and wisdom of Shiba.  

If the PCs ask for more details of what they are doing, this is what they know:

· Due to the chaos and war afflicting much of the Empire, and the commitment of the Imperial Legions to aid the Crab in the south, the Imperial treasury requested additional samurai to escort and protect the various tax collectors.

· Clan and Imperial PCs have been assigned as escorts for Otomo Daishon, an aged and eccentric courtier who is collecting taxes for some of the Minor Clan, Mantis, and Crane territories.  They have spent the last three weeks traveling with him, his escort of scribes and servants, and his personal bodyguard, Akodo Bako, an Imperial Legionnaire.

· Ronin PCs have been hired (for food, lodging, and 2 koku if the escort mission is successful) by Otomo Daishon to supplement his Clan assistants. 

· The PCs have just passed through one of the small southern passes in the Seikitsu Mountains – passes too narrow to be used effectively by large armies – moving from Crane lands to, hopefully, those of the Monkey Clan.  So far the journey has been quite a trying one, as the local tax receipts have been lower than expected, and Otomo Daishon has shown a certain knack for offending the daimyo whose lands he visits.  

· Daishon is a fat old man, well into his seventies, highly eccentric and cantankerous, and fond of ostentatious self-deprecation.  He claims to have an unerring sense for danger, although the PCs have seen no evidence of this.  His bodyguard, Akodo Bako, is a grizzled veteran who has apparently been given this duty because he is no longer fit for more dangerous tasks.  

· The rest of the caravan consists of a dozen servants and a samurai-caste scribe, Otomo Tatsuya, a skinny young man with a prominent Adam’s apple and long, thin fingers.  He is quite well educated and rather erudite, especially in his chosen field of painting, and will talk at length about prominent painters and artists if given the chance.

Part One: Shiro Aoishoku

The PCs’ route takes them down the forested western slope of the Seikitsu Mountains, skirting along the shoulders of the peaks, and eventually coming to a small border station: a wooden gate blocking the road, with a small building adjacent.  A rather surprised-looking pair of samurai in Monkey colors, with the Monkey mon prominent on the chest of their armor, hurry out of the building, their eyes wide at the sight of the Imperial mon.  They stare at Daishon’s travel papers for a few moments, then hurriedly open the gate to allow the caravan through.  One of them scurries down the road ahead to warn the castle of impending visitors. 

The caravan proceeds down the slope, the road skirting the side of the hills and eventually plunging through the trees.  Finally it emerges onto a small cleared area surrounding the castle, a modest four-story structure with dark brown roof tiles.  The Monkey mon is visible on the banners fluttering overhead.  A portly and rather harried-looking samurai, his shaven topknot gleaming with perspiration, hurries out of the castle gate, smoothing down the formal kataginu (vest) which he has put on over a more casual kimono.  He trots down the ramp from the castle and meets the PCs at its base.  

“Otomo-sama!” the samurai says, somewhat breathlessly, and bows low.  “This is… ah, this is an honor, yes!  Welcome to Shiro Aoishoku!  I am Fuzake Doro, and you are my guest, of course!”

Daishon heaves himself out of his palanquin with a considerable production of gasping, wheezing, and general discomfort.  “Your hospitality is welcome, of course,” he says, plucking a cloth from a servant to wipe his face.  “An old man finds such long journeys very trying.  I’m sure we can wait until tomorrow to start discussing the reason for our visit, Fuzake-san.” 

The daimyo turns slightly pale, but continues to smile somewhat woodenly.  “Of course, of course, Otomo-sama.  Please, come inside, my servants will supply you with quarters and baths.  A great honor, to welcome an Imperial official in my humble castle!”  Any PCs who roll Awareness/Investigation (Interrogation) at TN 15 can tell that Doro is very anxious about Daishon’s visit.  However, if the PC makes TN 25 or better, s/he realizes that Doro is not concerned for himself, but for his province.  

Castle servants will lead the PCs, Daishon, and Bako to the castle’s residential level, assigning them each a private room.  Any PC servants, as well as Daishon’s small legion of them, accompany them to their quarters. 

Dinner at Shiro Aoishoku 

After everyone has had a chance to bathe and change clothes, servants deliver invitations for them to dine with their host, Fuzake Doro.  Daishon accepts with a cheerful smile: “A fine meal is always to be welcomed, especially after a long and tiring journey!”  

Dinner is held in a modest-sized room on the castle’s main (second) floor.  Doro has attempted to spruce up the chamber by placing several shoji paintings from his personal quarters along the walls.  Daishon is given a seat of honor next to the daimyo and his wife, while the PCs are ranged down the table from there.

Doro introduces an elegantly beautiful woman as his wife, Fuzake Ayami.  She is tall and slim, with a face as pale and perfect as an ivory statue, and smiles coolly at the PCs as she bows and greets them.  

The daimyo’s chief retainers will also be present for dinner.  They are his karo, Fuzake Ichido, and his guard captain, Fuzake Sugitsu.  Ichido is a thin, nervous man, run ragged by the numerous misfortunes which have afflicted the land in the last half-year.  Sugitsu is an old, gray-haired bushi with a developing pot-belly, a man whose fighting days are clearly long behind him.  He is rather cheerful and oblivious, unlike his lord and Ichido, and spends the dinner drinking sake and asking visiting PCs about the wars raging elsewhere in the Empire.

During the dinner, Otomo Daishon will not discuss taxation, instead inquiring generally about conditions in the province.  He does this in a rather cunning and indirect manner, such as by asking about how the Monkey ar handling the uncertainty of the war, or inquiring as to the Monkey Clan’s relations with the Minor Clan Alliance.  “I’ve heard the MCA has been able to arrange for considerable funds from the Imperial treasury during this difficult time.  How are the Monkey faring without such aid?”  Doro will smile nervously and try to deflect Daishon’s questions with platitudes and vagueness.  He is stuck in a difficult position – his province is doing poorly (and hence will have a very low amount of taxes to offer to the Imperial treasury), but if he openly admits this, it makes him look incompetent.  

At some point during the dinner, Fuzake Ichido will nerve himself to ask Daishon directly what he is seeking at Shiro Aoishoku.  The old Otomo strokes his beard, chuckling, and replies, “Enlightenment, honor, coin, love, or perhaps a good night's sleep.  Ho ho ho!  I am too old to be a monk, this is to be sure, but I have learned this truth in my life, everyone is seeking something.”  He addresses the entire table: “Tell me, samurai, what do you seek?”

The PCs should each answer this question as they choose, and Daishon listens attentively, smiling and sipping his sake.  If a PC says something which seems genuinely profound or heartfelt, that PC earns +1 point of Glory, as Daishon will remember it and repeat it later.

· Ichido will answer, “I seek only prosperity and peace for our lands and my lord Doro-sama.”  PCs who roll Raw Awareness at TN 20 can sense that this wish is sincere, and conceals a great deal of concern and heartbreak. 

· Sugitsu will say, “Glory!  One last chance to prove myself on the field of battle.”  He raises his sake cup in a toast.  

· Akodo Bako will regard Sugitsu for a moment before saying, “Desire is a sin.  I seek nothing.”
· Fuzake Ayami will regard the old Otomo for a moment, then smiles in a strangely cold manner.  “I seek nothing, Otomo-sama, for I have accepted the nature of the mortal world.”  PCs who roll Perception/Investigation (Notice) at TN 20 will see that Doro seems surprised and perhaps a bit confused by his wife’s words.  A PC who tries to read Ayami’s mood after this statement can roll Raw Awareness at TN 25 to sense a deep sorrow beneath her cool exterior.

If a PC tries to turn the question back on Daishon by asking what he seeks, the old man chortles.  “My friends, I will confide something to you.  I am permitted to retain my duties because I have convinced my lord that I would never be suitable for a monastery, nor for whiling away my days making little paper cranes. So I seek nothing save to continue serving the Otomo family, as best an aged and cantankerous vassal can do so.”

Fuzake Doro will refrain from answering Daishon’s question himself.  Instead he attempts to steer the conversation back to the Otomo’s visit.  “It is of course a great honor for you to visit our castle, Otomo-sama, and your solicitude for our circumstances is very generous.  Is there any particular reason for your presence?”

Daishon chuckles and sips his drink again before answering.  “Ho ho ho!  Well, it is hardly a fitting topic for the dinner table.  But as you doubtless know, Fuzake Doro-sama, it is the season of the harvest, and the time has come for the Imperial Treasury to make its annual accounting of the Empire’s production.”  He spreads his hands, indicating his pot-belly and long beard.  “I’m afraid I am a bit ill-suited to such laborious work.  I trust you will not mind if my samurai assistants,” he gestures at the PCs, “undertake the labor on my behalf?”

Doro looks pained but not especially surprised by this reply, and answers in a somewhat resigned tone, “No, of course not, Otomo-sama.”

The Child’s Visit

At some point during the dinner, whenever the GM judges it would be interesting, the meal is interrupted: a small boy (no more than two years old) rushes into the dining chamber, shouting “chichi” (“daddy”) and waving a fan.  He is followed by a small, pretty young woman with heavy makeup (almost geisha-like) and wearing a flower-patterned kimono.  “Yota-kun!  Yota-kun!  You mustn’t go in here!”  She stops, blushing deeply with embarrassment, and prostrates herself.  “I’m so sorry!  The boy got away from me!”  

Doro smiles and rises to catch the running boy.  “Yota.  Energy is good, but you must not come in here when I have guests.”  The boy pouts but allows himself to be handed back over to the young woman.  “Take him back to his quarters, Haru-chan,” Doro orders, smiling warmly, and returns to his seat.  The young woman, Haruka, retreats with many bows.

· If a PC specifically mentions looking at Fuzake Ayami while the boy and Haruka are present, that PC (only) can roll Raw Perception at TN 20 to see her face tighten around the mouth and eyes.

· If any PC asks, Doro will identify the boy, Yota, as his son and heir.  He is clearly proud of the boy.  “Full of energy, eh?  He’ll make a fine samurai.” 

· If the PCs assume that Fuzake Ayami is the mother, she will be stonily silent.  Doro will laugh in a rather embarrassed way and say nothing.

· PCs who roll Perception/Investigation (Notice) at TN 25 will recognize a physical resemblance     between Yota and the girl Haruko. 

· If a PC asks who Haruko was, Ayami will speak before Doro can: “A servant,” she says simply.  Doro shrugs slightly and says nothing.  None of the other retainers will say anything on the topic in the wake of Ayami’s statement.  

Meeting Afterward

After the dinner, Otomo Daishon will send word for the PCs to meet with him in his quarters.  He apologizes for enlisting their aid in assessing the taxes.  “This journey has been quite difficult for my old bones.  I’m afraid I will have to rely on you to review the production of this province.  The daimyo certainly seems anxious about it, doesn’t he?  Surprising, since the weather this year was good, one would expect a strong harvest.”

Daishon wants the PCs to determine the production and tax liability of the territories controlled by Shiro Aoishoku.  This will involve questioning the karo, Ichido, but also personally examining the local territory and interrogating the peasants and landholders to make sure the daimyo isn’t trying to short the Imperial treasury.  “Not that I suspect such a thing, of course, ho ho ho!  Still, one must be thorough in the service of the Imperial throne.” 

It will be impossible for the PCs to figure out what Daishon really thinks or feels – after a lifetime in the service of the Otomo, he is a true master at concealing his thoughts and intentions.  

Dream Message

If any PC has Minor Gift of Prophecy, an Inner Gift related to prophecy, animals, or spiritual awareness, or similar, that PC will have a vivid dream in which a fox runs through a forest, pelted with stones hurled by monkeys in the trees.  The fox yelps and cries in distress. It has a kit, but the monkey snatches the pup away and runs away in the trees, and the kit turns into a small monkey, joining in pelting its mother.  As the fox falls behind its departing child, the trees begin to wilt and drop their leaves.  

Part Two: Researching the Taxes

The next morning, the PCs will presumably set forth to assess the taxes and production of Fuzake Doro’s province.  Fuzake Ichigo will intercept them as soon as they leave the guest quarters, smiling through a face creased with stress and anxiety, and offers to lead them to the records room where the province’s production and harvest records are maintained.  

The room in question is a small chamber on the ground floor of the castle (below the level of the main gate), whose walls are racked floor-to-ceiling with scroll-shelves.  Most of the shelves are full, packed with scrolls dating back over two hundred years.  A single commoner clerk, Seto, is huddled behind a table in the back of the small room, and visibly shrinks at the sight of strange samurai entering his modest territory.  

At Ichigo’s direction, Seto will hurriedly bring forth a small bundle of scrolls which represents this year’s record of the harvest.  PCs who review these scrolls will see that the province has produced a total of 1,385 koku in food, another 216 koku in material goods, and 83 koku in commercial trade.  

· Any PC who rolls Intelligence/Lore: Law at TN 20 will know that Imperial taxation traditionally amounts to 60% of all wealth produced in the year.  Thus, according to these records, the total tax liability of the province is 1,010 koku.

Some PCs may be curious about certain aspects of the report.  In particular, they may wonder how these numbers are determined, whether they are accurate, and how they compare to past years.  

·  If the PCs ask about how these numbers are determined, Ichigo explains that he and his lord’s samurai supervise the collection of the harvest and gain a count at that time.  They also question the local craftsmen and the town merchant to ascertain his profits.  PCs who roll Perception/Investigation (Interrogation) against his Awareness/Etiquette of 6k3 can tell he is being truthful, but is also extremely nervous about something to do with the tax collecting.  

· If the PCs say anything to suggest they are questioning the accuracy of the numbers, Ichigo will look very anxious and distressed.  “I assure you, samurai-samas, our reports are quite accurate – we would never try to cheat the Emperor!”  Any  PC who rolls Perception/ Investigation (Interrogation) at TN 20 will recognize that he is sincere.  Inaccuracy is not the source of his concern.

· If the PCs ask about previous years, Ichigo will look quite pained, and asks about the relevance if the information.  “Our records are quite complete and accurate.  What importance does the previous year have?”  If the PCs insist, however, he will comply – as the representatives of an Imperial officer the PCs have considerable sway.  The numbers reveal that in the previous year, the production of the province was almost twice as high (the difference seems to have applied to all three categories, although the heaviest numerical drop-off is of course in crops). If the PCs check farther back, they can roll Intelligence/Investigation at TN 20 to see that the province’s production has for the most part been consistent at the higher level, although food production drops during times of poor harvest such as the drought two years ago.  The production this year is actually lower than during the drought, since this year the craft and trade production has also dropped.

· If the PCs ask Ichigo for an explanation of the province’s inexplicable drop in production, he answers almost frantically.  “We don’t know!  Everything has gone wrong, everything, yet there is no explanation!  Lord Doro-sama even called in a shugenja to see if we had angered the kami.”  He darts looks between the PCs.  “We are loyal servants of the Emperor, samurai-sans, we have no wish to short the Divine Throne its proper payment!”

General Investigations

Some PCs may wish to learn more about Fuzake Doro, his family, his advisors, or his province.  Some of this information will be available to any well-educated PC, while some of it will require local investigation.

· Any PC who asks about Fuzake Doro can roll Intelligence/Lore: History at TN 25 to know that he has been lord of Shiro Aoishoku for eight years, since his father retired to a monastery.  He has never attracted any attention or criticism before.

· If the PCs are curious about his marriage to Ayami, they can roll Intelligence/Courtier (Gossip) at TN 30 to recall a few stories about the marriage four years ago.  Ayami was an obscure Crane who appeared in court and outmaneuvered several opponents to arrange a marriage to Doro.  (Although Doro was not a particularly prominent daimyo, he was a daimyo, and thus a fairly significant marriage prize.)  

· Any of the castle inhabitants or the local commoners can identify Haruka as Doro’s concubine, a former geisha.  Yota is his child by Haruka, and is his publicly acknowledged heir.  So far as anyone knows, Ayami is childless.  This information is readily available, although the locals will all avoid saying anything beyond these basic facts.  

PCs who want more information about Haruka and Fuzake Ayami will have to make a specific effort to befriend and win over either the castle guards (there are about a dozen Monkey bushi assigned to Shio Aoishuko) or the servants.  If a PC comes up with a viable way to do this, that PC can roll Awareness/Investigation (Interrogation) at TN 25 to get some additional information:  

· Doro brought Haruka home with him after attending Winter Court in Kyuden Bayushi two winters ago.  He immediately installed her in the castle and she has been his favorite ever since.  The boy Yota was born a few months later.

· Fuzake Ayami is a very honorable and respectful wife and has never questioned or opposed her husband’s actions.  

Questioning the Farmers

If the PCs wish to investigate the crops and agricultural production of the province, they will need to question the local farmers.  There is a fairly sizable village (about 600 people) in the lowland below the castle, with about a hundred acres of rice paddies and grain fields.  The farmers have recently finished the rice harvest and are now threshing the grain from their crops of barley and buckwheat and collecting it for storage alongside the rice in the town’s two granaries.  Thus the PCs will not have difficulty locating farmers to interview.

The farmers are clearly unhappy and worried about their poor crops this year, and fearful of hunger this winter and next year.  Not only have their crops been extremely poor, but many of them have fallen ill and a few farmers have even died of fever (five of them over the course of the year).  They do not know why their crops have performed so poorly, since the weather was good and there was no obvious disease, insect plague, or other such normal problem.  They do know that a pair of wild boars broke into the town granary last week and ate a considerable amount of stored rice and grain before they could be driven away.  One farmer’s leg was broken when a boar trampled on him.  

If the PCs inspect the grain fields and rice paddies, they can roll Intelligence/Commerce at TN 20 to see that the crops were sparse and spindly, although there is no apparent reason for this.  A PC who checks the soil for poisons or contaminants can roll Perception/Poison at TN 15 or Perception/Medicine (Herbalism) at TN 25 to ascertain that there is no toxin or other contaminant to explain the poor crops.

If the PCs speak with any of the farmers who have fallen ill, or with the families of those who died, they can roll Intelligence/Medicine at TN 25 to ascertain that, so far as they can tell, these were “normal” illnesses – the sort of colds and fevers that peasants suffer frequently, and samurai occasionally.  It is unusual for that many peasants to die of such illnesses, but not unheard-of.  

Some shugenja PCs may try to Commune with the local spirits, in the fields and rice paddies or elsewhere, to learn what is happening.  The local spirits are unhappy, but cannot clearly articulate why – they know only that someone is angry, and that anger has made them unhappy.  They do not clearly know who this “someone” is, but if a PC makes at least four Raises for clarity, they describe a “she” who is “sad and angry.”  They do not know who “she” is or why she is so upset.  

Questioning the Merchant

There is exactly one merchant in the village, a skinny, sunken-cheeked older man named Shun, who owns a shop in the middle of the town and also runs small caravans to buy and sell goods elsewhere.  He is a very unhappy man, constantly fidgeting, with a tendency to touch all the merchandise in his shop as though reassuring himself it is there.  

Shun is a very distressed man, for the simple reason that his business has done very poorly this year.  If the PCs ask him about this, given the slightest indication of sympathy he will pour out a tale of woe.  “Oh my pots and kettles, I swear I have been living under a malignant curse this last year and more!  Every venture I undertook was a failure, either my competitors outmaneuvered me or some manner of ill fortune came upon me… I have prayed to Daikoku diligently, every day!”  He points to a small shrine to the Fortune of Wealth in one corner of the shop.  “With my poor performance of this year I will be hard-pressed to maintain my family and business until next year.”  

If the PCs ask for details of Shun’s troubles, he will describe various problems such as competitors always seeming to reach a market before he did, products arriving at his shop damaged or spoiled, and so forth.  In particular, he will lament the damage to his wagon, which he uses for trade with other towns.  “I was carrying a full load of rice to Toku Shiro, where I knew they had need of extra rice before the harvest.  Just as I was leaving our province, a fox ran across the road and spooked my pony, and the next thing I know, the accursed animal bolts and drags the wagon into a ditch!  It broke the axel and I needed two days to repair it!  By the time I reached Toku Shiro, others had already delivered the rice they needed, and I wasn’t able to make any sales at all!  The whole trip was a complete loss!”

· If a shugenja PC or a PC with the Advantage Daikoku’s Blessing prays at the merchant’s shrine to Daikoku, perhaps in hopes of appeasing the Fortune or learning something new, allow that PC to roll Void/Meditation at TN 25.  With a success, that PC (only) experiences a brief vision of the Fortune, who appears as a cheerful, gloriously fat man who glows with golden light.  He smiles sadly and spreads his hands.  “This one has done nothing to deserve ill fortune, but I must heed the pleas of one who has found favor with Inari.”  The Fortune will not explain further and will not respond a second time.

· If a shugenja thinks to Commune with the Earth spirits in Shun’s wagon, they will report that a “strong animal spirit” ran out of the woods and frightened the pony pulling the wagon.  

· A PC who can communicate with the pony itself (with a suitable spell or Inner Gift) can learn that a “very strong fox” came out of the woods.  The fox was so powerful that the pony had no choice but to run away as fast as it could.

Questioning the Craftsmen

Some PCs may wish to question the local craftsmen about their low production this year.  The village has a blacksmith and a pair of carpenters (one of whom specializes in making furniture).  

The blacksmith is a burly young man named Kagura, who inherited the smithy from the previous smith, his father, when he became too old to keep working.  Kagura is not a happy man.  His anvil broke last summer, and the partial remnant which remains makes it very difficult to perform his work.  He has asked the daimyo to supply funds for a new anvil, but those will not be forthcoming until after Imperial taxes have been paid, and with the harvest so poor this year he fears no money will be available at all.  

· If the PCs ask him what happened to his anvil, he shakes his head.  “It was very strange, samurai-sama.  I was working as usual, beating some iron stock to make tools, when suddenly there was a loud crack, and the anvil broke clean!  It was a fine piece, in our family for three generations.”
· If the PCs Commune with the Earth or Fire spirits in the anvil, those spirits will report that the anvil broke because the spirits felt “great sadness” from a powerful spirit in the area.  If the PC called at least three Raises for clarity, the kami describe the angry spirit as female.    

The local carpenters are both ordinary middle-aged men, their hands gnarled by a lifetime of work.  When the PCs arrive they are hard at work repairing a section of the town’s granary.  If the PCs ask what happened, they explain that a tree blew down during a late-summer storm, smashing in the side of the granary.  They repaired it, but last week a pair of wild boars got into town late at night and broke open the granary again.  The villagers drove the beasts away, although one farmer’s leg was broken.  

The carpenters will confirm that it has been a very bad year and they have not been able to make many goods for sale.  “So many houses have needed repairs, so many broken tools and smashed tables, we’ve had little time to make goods for Shun to sell.”  They share general sadness that this has been an “ill-fated year in every way” and openly wonder whether there will be enough to eat next year.   

The Local Shrine

Some PCs, especially pious ones, may decide to look around the village for any shrines or religious sites in the village.  There is, in fact, a very small shrine to Inari, the Fortune of Rice, at the edge of the forest on the far side of the rice paddies.  If the PCs look in that direction, they will see single monk tending to the small pagoda-shaped building.   

The monk, Rukawa, is a short, handsome man in his mid-thirties, with a broad face and a ready smile that women find very appealing.  He cuts a romantic swathe through the local village women, albeit with discretion.  Aside from that, Rukawa spends much of his time working around the shrine, sweeping, making repairs, and growing vegetables in a small garden near the building.  If the PCs look at his garden, they will notice that it is thriving, unlike the rest of the village.

Rukawa recognizes some of what is happening at Shiro Aoishuko, although he does not fully understand why.  If the PCs show any kind of curiosity about what is taking place here, he will look sad.  “It would seem that someone here has offended the spirits of the forest.  Inari has withdrawn his protection from this place, save for my humble shrine.  Now all manner of bad fortune falls upon them, and will continue to do so until the offense can be ended.”  

· If the PCs ask how the offense was delivered, or what person or creature was offended, he shakes his head.  “This I do not know.  But Inari is the Fortune of foxes as well as of rice, and he hears the prayers of all fox spirits.  So it is likely that someone has offended a fox.”
· If the PCs ask about the boars who attacked recently, he nods.  “Animal spirits are often allies with each other.”

· If the PCs ask how the offense could be rectified, he frowns.  “That would require learning the source of it.  Or perhaps appealing to those of the spirit realm to seek mercy for this land.  I have offered diligent prayers, but I am only one humble monk.” 

· If any of the PCs are attractive females, Rukawa will subtly flirt with them if he has the chance.  He is wise enough, however, to avoid anything which could get him into trouble.   

PCs who roll Intelligence/Theology (Fortunes) at TN 20 can confirm that Inari is associated with foxes and fox spirits as well as with rice.  

The monk knows little about fox spirits other than that they sometimes dwell among humans.  PCs seeking more information on foxes can roll Intelligence/Lore: Spirit Realms at TN 20 or Intelligence/Theology at TN 30 to recall that foxes, hailing from the spirit realm known as Chikushudo, are known to fall in love with humans and live among them.   

Some of the PCs may decide to pray at the shrine to Inari, seeking the Fortune’s guidance.   This will require a roll of Void/Meditation at TN 30.  With a success, the PC gains a vision of a secluded glade deep within a forest.  A fox with two tails appears in the air between two trees, looking around and sniffing, then scampers away through the forest.  The trees are of the same type as found in the forests around Shiro Aoishuko, if a PC thinks to ask.  

Looking for the Boars

Some PCs may be intrigued by the reports of a pair of wild boars who attacked the granary.  If they search the area around the granary for tracks, they can roll Perception/Hunting (Tracking) at TN 15 to locate the scouring marks of boar hooves and tusks in the ground.  Actually following these tracks into the surrounding forest will require two more rolls, each at TN 20.  With success, the PCs will trail the boars to the spirit gateway in the forest (see “Finding the Spirit Gateway” in Part Three below for details).

If a shugenja PC decides to Commune with the local Earth or Air spirits to ask about the boars, and makes at least one Raise for clarity, the kami will identify the boars as “angry spirits.”  

Part Three: Studying Misfortune

Presumably the PCs will eventually report back to Otomo Daishon at the castle about what they have learned.  Whenever they do this, the curse which has afflicted the castle and town will fall upon them.

As the PCs walk up the ramp to the gate of Shiro Aoishuko, a deep rumble shakes the forested hillside above them.  The trees toss and shake as though being shouldered aside by some great beast, and then a section of the hillside shifts and slumps into a landslide.  A fountain of rocks, earth, and uprooted trees rolls down the slope toward the PCs.  

The PCs are on a ramp – basically a small causeway – leading up to the gate of Shiro Aoishoku.  In game terms, they have one round before the rockslide reaches them.  There are several possible ways they can escape this threat:  

· Jumping off on the downslope side of the ramp will put it between them and the rockslide, protecting them from any serious damage.  Making the jump safely will require a roll of Agility/Athletics (Jumping) at TN 20 – otherwise they take 1k1 damage from the fall. 

· The PCs can try running to the castle gates, or back down the ramp, to get out of the way of the rockslide.  This will require a roll of Water/Athletics (Running) at TN 25.  

· Shugenja PCs may be able to stop or evade the rockslide in a number of ways, such as casting flying magic or throwing up a barrier such as Wall of Water.  

· A PC may simply try to brace against the rockslide, push against a wall for shelter, or otherwise try to avoid being swept away and buried.  A PC who takes such an option can roll Raw Strength at TN 20 to reduce the damage from the rockslide by 2k2. 

PCs who are caught in the rockslide will suffer 4k3 damage (possibly reduced to 2k1 if they braced themselves as above).  In the aftermath of the rockslide, the ramp to the castle is half-buried with dirt, boulders, and fallen trees, a sight greeted with shock and bewilderment by the small castle garrison and their lord, Fuzake Doro.  

If the PCs search the slope above the castle, where the rockslide originated, they can roll Perception/Hunting (Tracking) at TN 20 to locate the tracks of what appears to be a very large boar.  Following these tracks will require another roll at TN 20, and leads to the spirit gateway in the forest.

· If a shugenja PC Communes with the local kami here (Earth and Air are available in abundance) and asks what happened, the spirits report that “a powerful spirit” caused the landslide.

Reviewing with Otomo Daishon

At some point, the PCs should report back to Otomo Daishon with what they have learned.  The old Imperial listens carefully, while sipping tea and stroking his long white beard.  The old man is, despite his eccentric mannerisms, quite perceptive, and if the PCs have not looked into the situation carefully enough (if, for example, they have failed to question all of the locals about the nature of their misfortunes) he will point this out and suggest the PCs should check into such sources of information.  Likewise if the PCs failed to check production figures for previous years, he will suggest they do so.  He will also be very curious about the rockslide and will ask the PCs if they learned anything about its cause.  

Once the PCs have found most of the available information, Daishon will sip his tea in a considering manner.  “Hmmm, it is clear now why Fuzake Doro-san is so worried.  He cannot explain his province’s inexplicable low production and fears punishment from both his lord and Imperial authority.   A most unfortunate position for him, ho ho ho!  And for his people, who may not deserve such ill fortune.  Well, it cannot be helped, the taxes must be collected.  Still, it would be useful if we could learn what has caused this tragic run of ill fortune, lest the next year prove even worse than this one.”  He raises his bushy white eyebrows at the PCs.  “It will be at least another day until the taxes are collected and counted, and our journey can resume.  Akodo Bako keeps me quite safe here in Shiro Aoishoku, so consider yourselves at liberty until we depart.”  

It should be obvious here that Daishon is encouraging the PCs to carry out a private investigation into the cause of the ill fortune in this province.  If the PCs do not realize this for themselves, allow them an Awareness/Courtier (Manipulation) roll at TN 20 to figure out what he is up to.   

Speaking with Fuzake Doro

Although Otomo Daishon sees no need for a direct interview with the daimyo of Shiro Aoishoku, the PCs may not share his opinion.  If they request a meeting with Doro, it will be granted after several hours’ delay.

The daimyo will meet the PCs in a small room on the castle’s upper floors.  He is clearly anxious about the meeting, and while he is too much the samurai to actually fidget, the PCs will note a definite tension and anxiety in his mannerisms.  

Doro has no explanation for the ill fortune which has afflicted his province.  He will repeat this to the PCs as often as he can, in a pleading and almost desperate manner, and will point out that if the normal taxes are levied it is likely that many of his peasants will starve before next year’s harvest, permanently reducing the production of this province.  (He will not openly ask for a reduction of taxes, but will try to indirectly persuade the PCs that this would be a worthy goal.)  If the PCs seem like compassionate or soft-hearted samurai, he will play on their emotions by emphasizing the suffering of his people.

Doro has no idea that the source of his province’s misfortunes is his wife.  He believes his marriage is a harmonious one (he is oblivious to his wife’s true feelings) and does not recognize any problem with having a concubine.  If a PC brings up this topic, he will be offended.  “I do not see why my private life is any of your business, samurai-san.”  PCs who persist in questioning him on such matters will be coldly asked to leave, and unless they apologize sincerely – requiring a roll of Awareness/Etiquette (Sincerity) at TN 25 – he will forbid his samurai (and his wife) to have anything further to do with such ill-mannered people. 

Doro is genuinely oblivious to the anger and heartbreak of his foxwife, just as he is ignorant of their true nature. He will not even consider the idea that his love for his concubine, Haruka, could be responsible for his current ill fortune.

Speaking with Fuzake Ayami

Doro’s wife will normally meet with the PCs only in a formal public environment with the presence of the karo (Fuzake Ichigo).  She will be completely non-informative and will direct all questions to her lord and husband, Fuzake Doro.  If the PCs ask her anything about Haruka, her relationship with her husband, or her husband’s son Yota, she will very politely and calmly dismiss such questions as inappropriate.  However, a PC who rolls Perception/Investigation (Interrogation) at TN 25 will sense very strong emotions beneath the surface, held carefully in check.  

· If the PCs say anything suggesting that they suspect Ayami of being a fox, she will say only, “We should not dignify our conversation with such notions.”  PCs who defeat her Awareness/Deceit (Lying) roll of 6k3+3 with their Perception/Investigation (Interrogation) will realize she is actually alarmed by their realization of the truth.

· If the PCs ask or suggest that she might be responsible for the bad fortune afflicting these lands, she will sniff.  “A bizarre suggestion, samurai-san.  If anyone can be considered responsible for our bad fortune, surely it is our lord, my husband.  Why do you not ask him this question?” 

· If the PCs try to say something urging Ayami to lift her wrath or to allow the lands to prosper (perhaps citing the suffering of the common people), she will snort.  “I cannot imagine where such an idea might come into your heads, samurai-sans.  Even if I were, as you suggest, responsible for our lands’ suffering, I cannot imagine how I should end it.”  The karo will end the interview after such an improper suggestion. 

Ayami will only meet privately with female PCs – she is a woman of extreme propriety and will not allow even the appearance of inappropriate behavior that might arise from meeting with male samurai without an accompanying chaperone.  If any female PCs do ask for a private meeting with Ayami, she will agree, and will meet with them in the castle’s small and rather unimpressive garden.  

When meeting female PCs, Ayami will still try to play the self-controlled samurai wife.  However, a PC who expresses understanding and sympathy for her situation (e.g. that her husband has named the child of a concubine as his heir) can roll Awareness/Courtier at TN 25 to get her to open up and admit her true feelings. 

If Ayami does open up, she will not speak directly against Haruka or Yota, since she regards them as, essentially, innocent victims of her husband Doro.  Rather, she will express deep bitterness toward her husband.  “I have been a most loyal and obedient wife, as much as any man could ever wish.  I chose to marry Doro-san when I could have had any match I wished.  And he repays me by bringing that woman into his household, by choosing her over me!”
If the PC identifies Ayami as a fox (directly or indirectly), as before she will become alarmed and defensive, insisting she doesn’t know what the PC means.  The PCs can tell she is lying if they can defeat her Awareness/Deceit (Lying) roll of 6k3+3 with their Perception/Investigation (Interrogation).  Approaching the subject in a subtler way may be more effective, since she is liable to indirectly confirm the PCs’ suspicions.  Regardless, the PCs can eventually get her to admit the truth if they are persistent and non-threatening.  (If they become threatening or bullying, she will clam up and end the interview.)  

If a sympathetic female PC suggests Ayami may be responsible for the ill fortune in the province, she will not directly answer, but instead repeats her grievance against Doro.  “I chose him, of all the men in the world, and he should be grateful.  I know I could not give him children, and I do not begrudge him the concubine, but he should not love her.  She has done nothing to deserve that.  He has done nothing to deserve that, not when he has a devoted wife at his side!”  

If a female PC asks Ayami to lift the curse on these lands, she will sniff.  “Even if I could do such a thing, I would not, unless forced to.”  She will not say who could force her into relenting, and if the PCs try to become threatening, she calls for the guards.

Speaking with Haruka 

Some PCs may wish to speak with the concubine, Haruka.  This is easily arranged, although there will be several maidservants present as chaperones.  

Haruka is a sweet, gentle, and extremely feminine young woman, only about seventeen years old.  She speaks with the PCs while playing with her son, Yota, who squeals, chatters, sticks his fingers into everything, and generally behaves like an adorable but badly-spoiled two-year-old.

Haruka is a former geisha, and does an excellent impression of a young woman hopelessly infatuated with her lord, Fuzake Doro, who bought her contract and brought her here to live in the place of honor as his concubine.  It will be impossible for the PCs to tell whether she is really in love with Doro or merely acting – she has been trained to be a perfect actress her whole life, and there is really no difference between what she actually feels and what she decides to feel.  Regardless, she will firmly insist that “Doro-sama” loves her and cares for her, and smiles, “Benten has rewarded our love with this beautiful son!”  

She is quite aware that Ayami is unhappy with her presence and role in Shiro Aoishuko.  If any PC mentions Ayami or asks about any problems in the castle, Haruka complains about the jealousy of the daimyo’s “dreary old wife” because “she hasn’t given him a son in five years, and here I’ve already had one!” She has no idea of Ayami’s true nature, nor does she have any understanding of the ill fortune afflicting the province, although she does know that Doro has been somewhat worried of late.   

Questioning the Animals

If any of the PCs are shugenja who have spells that let them communicate with animals, or if any of the PCs have an Inner Gift for animal empathy or similar, they may wish to ask the local animals about what is happening.  The animals will all confirm (in their own distinctive ways) that a “powerful fox” in the area is very angry, and she is making all the other spirits here angry as well.  The animals can also show the way to the spirit gateway (see below) if the PCs ask.

Finding the Spirit Gateway  

The PCs should eventually be able to figure out that the province is being afflicted by some manner of curse or anger from animal spirits.  They may or may not realize that Fuzake Ayami is actually an angry and heartbroken foxwife.  Regardless, the PCs should hopefully realize that the answer to the problems afflicting this province lies in the spirit realms.  If the PCs have tracked one or both of the boar attacks, they will be able to locate the gateway.  If the PCs are unable to make the Hunting rolls to follow the boar tracks, they have two alternative approaches:

· A shugenja PC can ask the local Earth or Air spirits for the location of the gateway – this will require casting Commune with at least two Raises for clarity.  Alternatively, a spell that allows communication with animals will permit the PCs to locate the gateway.

· The PCs can ask the local peasants for a hunter or guide who can track the boars.  There are several villagers who are capable of doing this, and they will cooperate willingly, locating the gateway within about two hours.   

The gateway appears exactly as it did in the vision which some PCs may have had: a glade in the forest, with two huge trees forming a sort of gateway.  Any PC with sensitivity to spiritual locations, such as a Kitsu shugenja, a PC who is haunted or possessed, or a PC with an appropriate Inner Gift, can roll Raw Awareness at TN 15 to sense the presence of a spiritual gateway here.  

The PCs may not be sure whether they should go through the gateway, or whether they can accomplish anything by doing so.  It is up to them whether they truly wish to try to help the people of Shiro Aoishuko, and if they decide to do nothing, that is a valid choice – although highly honorable PCs (Honor Rank 4.0 or higher) should lose a couple points of Honor for refusing to take action.

If some or all of the PCs do pass through the gateway, they experience a brief moment of disorientation, lose 1 Void Point (if they are out of Void they cannot pass through until they regain at least one Void Point)… and find themselves in Chikushudo.  

Part Four: Chikushudo

You are still in a forest, but something is different.  The leaves seem greener, the trees healthier and more vibrant, the ground softer beneath your feet, the glimpses of sky overhead show a brighter and deeper blue.  A cool and pleasant breeze, scented with leaves and fresh grass, caresses your faces.  

The PCs have entered the Realm of Animals.  For the most part, it is a pleasant enough place, but there are some effects which the PCs will encounter:

· The local kami are wild and rowdy, making them reluctant to answer a shugenja’s call.  All spells are cast at +5 to the TN.  

· Any PC who has a Haunted or Possessed Disadvantage (or Cert) will find it to be inactive while in Chikushudo.  

· Any character with a Rank or more of Taint will be quite uncomfortable in Chikushudo, and will suffer a +5 TN penalty to all rolls.       

· It is also oddly difficult to meditate in the Realm of Animals – the wild and bestial nature of this realm obstructs the clarity and relaxation required for proper meditation.  All Meditation rolls are at +5 to the TN.

The gateway to the mortal realm lies behind the PCs – they can pass back through at any time by spending a Void point.  If they are out of Void points, they will have to wait until they can recover them, either through rest, meditation, or a dramatic success.  

The Talkative Tanuki

Shortly after the PCs arrive here, while they are still looking around and getting their bearings, a small tanuki (badger-dog) will step out from behind a tree, sit down, and regard the PCs quizzically with its bright blue eyes.  The PCs can roll Raw Perception at TN 30 to notice this creature.  If any of the PCs do notice the animal, it will open its eyes wider, waiting to see what they do.  If they are polite or friendly, it will begin speaking with them.  If they are threatening or violent, it disappears in a puff of smoke.  Finally, if none of them notice it, however, it will eventually stand up on its hind legs, slap its belly with its paws (making a loud drum sound) and say, “Not very observant, are you?”
The Tanuki finds humans quite entertaining, and will find various ways to provoke them for his own amusement.  For example, he will ask them why they are here, then criticize their answers (which are mostly along the line of “we’re hoping to lift the bad fortune on the Monkey lands”).  In particular, he will suggest they are quite foolish and stupid to come to Chikushudo.  Only human intellects, he suggests, would think they could solve their problems here.  He is fond of put-downs like “not very bright” or “I thought you seemed slow” and should, in general, be played as obnoxiously as possible.

In point of fact, the Tanuki is not quite as clever as he thinks, and there are several ways the PCs can get the better of him:

· Physical or magical attacks on the Tanuki will normally fail.  He has the ability to change his shape at will, more or less instantaneously, and will use this ability to evade any spells or attacks.  However, if a PC simply tries to grab him (as opposed to attacking him), that PC can roll Reflexes/Jiujutsu at TN 30.  With a success, the Tanuki is caught, leaving him suddenly helpless.  

· Although attacks spells will not succeed against the Tanuki, spells of illusion or deception can easily trick him if the PCs use them creatively.  This can intimidate him into a more cooperative frame of mind, or create an opportunity for the PCs to capture him, depending on how the spells are employed.  

· If a PC actually comes up with witty responses to the Tanuki’s insults, that PC can roll Awareness/Courtier at TN 30.  With a success, the Tanuki is actually caught flat-footed, unable to respond.  It grudgingly becomes more cooperative, muttering something about “humans think they’re so clever.”

If the PCs manage to capture, trick, or shame the Tanuki, it will become more cooperative, telling the PCs that if they are here to seek help with the problems caused by “the fox girl” they should seek out the great fox lady who lives in this forest.  If the PCs have physically captured it, the Tanuki will even offer to guide them to the “great fox lady” in return for their releasing him.  

If the PCs are unable to get the better of the Tanuki, it will eventually heave a sigh and say, “Well, I’m no human, but if I were here trying to lift a fox’s curse, I’d seek out the great fox lady who lives in this forest.  I might even ask a Tanuki, politely, where she could be found.”  He cocks his head and looks at the PCs expectantly.  If they ask politely, he will point them up the hillside.  “She lives up there, in a nice glade next to a pond,” he says.    

The Boar God

Once the PCs set out to explore the forest – whether to actively search out the “great fox lady” or simply to explore – they will soon run into the Boar God, Katsutoshi.  This is signaled by a loud crashing noise from directly ahead, with several trees tossing and then flying aside as the boar smashes through and stands panting and glaring.  The giant boar is the size of a large peasant’s hut, with tusks as long as naginata, and its beady red eyes stare at the PCs with barely contained fury.  “Mortals!” it trumpets, and the trees shake around it.  “How dare you enter our realm, the Realm of Animals!  I am Katsutoshi, lord of the boars, and you are trespassers!  What excuse do you offer, before I crush you like the insects you are?”  

Presumably the PCs will explain the reasons for their visit – trying to lift a fox-spirit’s wrath, seeking mercy for the people of Shiro Aoishuko, etc.  The boar listens to their pleas with continual angry breathing and snorting, pawing the ground impatiently with hoofs as large as dinner plates.  If the PCs speak eloquently and completely respectfully, and back their words with a roll of Awareness/Etiquette (Sincerity) at TN 25, Katsutoshi will be appeased.  If they fail to be completely respectful, offer a poor excuse for their presence, or fail to make the TN, his wrath is unappeased.

If Katsutoshi is appeased: “Very well,” he rumbles in the most grudging manner, his beady eyes narrowed as he regards these mortals who should clearly be crushed under his hooves.  “Take your appeal to the lady of the forest.  Up the hill, there,” he gestures with his head, then turns and trundles away through the trees. 

If Katsutoshi is not appeased: “Lies and falsehoods!” he trumpets.  “Plead for your lives, mortals, lest I end your worthless existence!”  The PCs must plead for mercy, role-playing sincerely and rolling Awareness/Etiquette (Sincerity) at TN 30.  Success means that Katsutoshi grudgingly decides, “You are not worth dirtying my hooves,” and trundles away.  Otherwise, he attacks.   

· Special Note: Some PCs may have encountered and killed the boar Goro in the adventure “In Search of the Future.”  Some of them may even be carrying mementos of this accomplishment, such as Goro’s tusks.  If this is the case, Katsutoshi’s nostrils flare as the beast-god trumpets with fury.  “Mortal filth!  I smell the blood of my grandson Goro on your dirty hands!  Vengeance!  I DEMAND VENGEANCE!!!”  The PCs can still plea for mercy as above, but the TN is now 40.  

If Katsutoshi attacks: The PCs will have no choice but to flee for their lives.  Katsutoshi is a god, the equivalent of a lesser Fortune, and cannot be harmed by any weapon or power the PCs can bring to bear.  If any PCs try to fight, the boar god tramples one of the PCs down each round for 3k3 Wounds.  If the PC plays dead (or is knocked to Out), Katsutoshi will pay him/her no further attention, but if the PC moves or continues to fight, the boar will trample again for another 3k3. 

PCs who run will have to roll Water/Athletics at TN 25 to escape the boar god.  Otherwise one of them (randomly chosen) is trampled for 3k3 as above.  They can make additional attempts to run if their first one is unsuccessful.  Spells can be used to add more escape options (flying magic will work effectively, for example, since Katsutoshi is quite earthbound).  

Once all the PCs have managed to flee, been knocked out, or realized the wisdom of playing dead, the boar god trumpets a final roar of fury and vindication, and heads off through the trees, leaving the PCs to continue their quest.  

· If the PCs are being guided by a captured Tanuki, he will try to use an attack by Katsutoshi as an opportunity to escape.

The Lady of the Forest 

If the PCs got directions from either the Tanuki or Katsutoshi, they will find the Lady of the Forest soon after their encounter with the boar god.  If they did not get directions, they will locate the Lady after wandering the woods for an hour after their meeting with Katsutoshi.  (If they give up before that time, they eventually return to the gateway, where the Tanuki will mock them for their ineffectiveness.  This will be a final opportunity for the PCs to get directions from the Tanuki if they failed before.)  

When the PCs discover the Lady, they emerge from the trees into a clearing: 

A vast pool of water sparkles under the bright sunlight, and images swirl on its mirror-like surface.  Lying next to the pool is a huge fox, as large as a pony.  Its fur is a beautiful cream color, and it stares at you with eyes as green and pure as summer leaves.  Eight tails stir and twitch behind it.   

This huge fox, the Lady of the Forest, is actually Kitsune Mara, who PCs may have encountered in the adventure “Tears of a Fox’s Heart.” She can also appear as an elderly woman with wrinkled skin and long white hair, although here in her native realm she will never take that form.  Nevertheless, PCs who have met her can roll Raw Perception at TN 20 to notice something oddly familiar, and perhaps comforting, in her lupine gaze.

Mara speaks in a soft, gentle female voice, the voice of a wise and gentle older woman.  “Why do you come here to the Realm of Animals, mortals?”  

· If the PCs have kept hold of a captured Tanuki, the creature will plead for intercession by Lady of the Forest, claiming all manner of cruel behavior by the PCs. The ancient fox smiles.  “Enough, little mischief-maker.  Begone with you.”  The Tanuki makes an angry noise and vanishes in a burst of smoke.   

It is up to the PCs what they say to Mara.  If they try to ask her to intercede with Ayami, or simply ask her what is afflicting the lands of Shiro Aoishoku, she answers sadly.  “A foxwife is not one whose feelings may not be lightly betrayed.  My granddaughter Ayami chose Fuzake Doro as her husband, and her love has been betrayed.  This I cannot change, nor can you.”
· As she speaks, the image in the pond will change to show Fuzake Ayami along in her room, lying on her futon, weeping bitterly.

Some of the PCs may try to suggest finding some way of convincing Doro to treat his wife properly.  The old fox smiles, a strange sight on her animal face.  “The ways of the heart cannot be changed with a few words.  Do you imagine you can convince Fuzake Doro to love his wife? Do you think a few words can change a mortal’s heart?”  

· The pond shows Fuzake Doro playing with his son Taro, smiling delightedly as he tosses and catches the laughing boy in the air, while Haruka watches happily. 

Smart PCs will instead plead for mercy for the people of Shiro Aoishoku – pointing out that they are innocents suffering for the misdeed of their lord.  If they take this approach and make an eloquent (or at least sincere) appeal, they can roll Awareness/Etiquette (Sincerity) at TN 25 to convince her to show mercy.  “I have no wish to see others suffer because of one mortal’s callousness.  I will lift Ayami’s curse upon the lands, but not upon her husband.  His fate is his own to decide.”  

Visions in the Water

Some of the PCs may be curious about the images in the pond.  If they look at them, they see images of Shiro Aoishoku and its environs – people working, Haruka playing with her son, and so forth.  Mara will be quietly amused by their interest.  “It is sometimes needful for me to see what is happening in your realm, and the passages between the worlds often show interesting things.”  

If the PCs are respectful and reverent toward the Lady of the Forest, or if they make a polite request, she will eventually invite them to gaze into the pond.  “The spirits convey what your kharma calls to them,” she says.  “They may show the future, or the past, or the now – time has no meaning to them.”   

If any of the PCs do look into the pond, they will have the following vision:

You see a great field at night, strewn with corpses.  Fires gutter in the distance, and wolves prowl among the bodies, feeding on them.   

You see a young man in Lion gold, lying dead on a polished wood floor, as a hundred bushi kneel in mourning around him.  

You see armies clashing on a field covered in blood-soaked mud.   

You see a dragon of glowing jade, bleeding from a terrible wound in its neck.

Mara will not have any explanations for what the PCs see in the pond.  “Those visions are born from your kharma, not mine.”

Conclusions

Eventually, the PCs will either give up on trying to win Mara’s support, or convince her to lift the curse on the people of Shiro Aoishuko.  Either way, their time in the Realm of Animals is at an end – Mara tells them they must return to Ningen-do.  “Katsutoshi does not easily forgive, and there are others here who also resent human beings.  Your reasons for coming here were noble, but it is best you go to your own place, and trouble this realm no more.”

· If the PCs are out of Void points, making it impossible for them to return to their own realm on their own without meditation or rest, they may think of asking Mara for help.  She will promise to make sure they return to their home.  These PCs will be able to traverse the gate without a Void point.

Back in Ningen-do

Once the PCs return to the mortal world, they will find that no time has passed during their absence (even if they believed they were gone for several days).  It will be up to them what, if anything, to do about what they have learned.

If the PCs successfully petitioned Mara to lift the curse on the lands of Shiro Aoishuko, the effects of this will be seen almost immediately – a pall seems to lift from the village, and that night the peasant spontaneously hold a festival, parading through the streets with colorful paper lanterns, playing music, dancing, and so forth.  If the PCs ask the reason for their celebration, they shrug.  “Things could be so much worse, couldn’t they, samurai-sama?  We must be happy for what we have.”  

Speaking with Doro?

Some of the PCs may wish to speak with Fuzake Doro now that they realize his treatment of his foxwife is the cause of his province’s misfortune.  (They may be especially interested in doing so if they were unable to convince Mara to lift the curse.)  The daimyo will firmly rebuff any suggestion that there is something wrong with his relationship with his wife or his concubine.  “It is entirely honorable for me to keep a concubine, samurai-san.  Why do you presume to pry into my personal affairs?”  He will not outright insult the PCs or throw them out of his castle – he is concerned about the possibility of offending Otomo Daishon – but he will certainly end such a discussion as quickly as possible. 

Speaking with Ayami? 

Some PCs may instead try to arrange a new interview with Ayami, perhaps to plead with her to lift her curse.  She will absolutely not agree to relinquish her wrath against her husband.  “I am his wife.  I asked only for his love, nothing more, but he gave it to that other woman instead.”  However, if the PCs did not convince Mara to lift the curse against the rest of the province, they may try to persuade Ayami now, by appealing to the cause of compassion and fairness.  A PC who makes an eloquent and compelling appeal can roll Awareness/Etiquette (Sincerity) at TN 35 will convince her to show mercy to the lands and people of Shiro Aoishuko, and reserve her anger for her husband.

Collecting the Taxes

Regardless of what else happens, the adventure will conclude when Otomo Daishon and the PCs collect the taxes and proceed on to their next destination.  Daishon will listen with interest to whatever story the PCs tell him, but will ultimately conclude that their task here is to collect Imperial taxes, and they cannot forsake that duty out of sympathy.  If the PCs speak of the need to help those who are suffering, however, Daishon will agree.  “Of course, this village would seem a suitable benefactor of the Miya’s Blessing, I’m sure you’d agree, ho ho ho!  I am only an old man who cannot become a monk, but I may still have enough influence to arrange that.”  

Daishon will be quite intrigued if the PCs tell him the true reason for the province’s bad fortune (an angry foxwife), but will not suggest any possible intervention.  “Marital troubles as a source of bad fortune!  Well, I have heard of unhappy marriages before, but never one with such dire consequences, ho ho ho!”    

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 visit Chikushudo:


+1 XP

PCs get the curse lifted:


+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

PCs who play through the adventure do not earn any Glory (and are thus subject to possible Glory loss for inactivity).  However, any PCs who made a sincere effort to try to lift the curse from Shiro Aoishuko gain +1 point of Honor for exercising the virtue of Compassion.

The Blessing of Chikushudo

It is possible that some of the PCs may have exhibited exceptional reverence for the Realm of Animals, in which case those PCs will gain the “Blessing of Chikushudo” cert.  In order to qualify for the cert, the PC must meet the following criteria:

· The PC must have traveled to Chikushudo with deliberate and benign intention (e.g. not just tagging along with the other PCs).

· The PC must not have aroused the wrath of Katsutoshi.

· The PC must have made a sincere effort to plead with Mara or Ayami (or  both) to lift the curse.  PCs who simply stand around saying nothing, or who seem indifferent to the situation, do not qualify.

· The PCs (as a whole) successfully lifted the curse on Shiro Aoishoku. 

Reverence for Chikushudo 
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