Mujina Tricks

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

Remorseful Seppuku: Epilogue

by Rob Hobart

You are honored to attend the funeral of Matsu Nimuro, Champion of the Lion.  Now if you could just figure out where all that bad luck is coming from…

Adventure Summary and Background

Last month, the Lion Clan Champion, Matsu Nimuro, died from a poisoned blade while undergoing the final rituals of his ascension to office.  His body has been cremated and the Lion Clan is now holding a public funeral for him.  Unfortunately, the funeral will be interrupted by a troublemaking mujina, afflicted by the bad fortune of an accursed Crab named Toritaka Yamamiya.  Yamamiya is haunted by the malignant death of his ancestor, and his quest to end the curse has trapped him in Sakkaku, the Realm of Mischief.  The crazed mujina, his mind twisted by Yamamiya’s bad kharma, steals both the urn containing Nimuro’s ashes and the Akodo Dagger which was the Lion Champion’s legacy.  The PCs will find themselves tasked with retrieving the urn and knife before the funeral, undertaking a strange and frustrating journey into the most eccentric of spirit realms.  While there, they will encounter the accursed Crab, and will have the opportunity to finally break his curse for good.  They may also gain some modest hints as to what is truly happening in the Lion Clan.  If they successfully retrieve the ashes and rescue Yamamiya, they will also have the opportunity to gain a final blessing from the lord of the Kitsu family.

Introduction

The adventure begins with the PCs arriving at the Lion Clan’s famed Hall of Ancestors for the funeral of Matsu Nimuro.  The actual family ceremonies and cremation have already taken place a few weeks before, but now the Clan Champion’s ashes are being formally interred alongside those of his honored ancestors, a public event to which samurai have been invited from across the Empire.  Further, the daimyo of the Kitsu family has announced his intention of committing seppuku after the funeral in order to atone for his failure to save Nimuro from death, a failure which he believes has stained the honor of the entire Kitsu family.

Word of Matsu Nimuro’s death has spread across the Empire in the weeks since it took place, and even in the Imperial capital there is urgent gossip about what will happen now that the Lion are ruled by Akodo Gintaku, the self-titled “Steel Lion.”  But for now, all such political concerns have been set aside.  Matsu Nimuro’s funeral is at hand, and samurai from across the Empire, great lords and lowly servants, are arriving at the home of the famed Hall of Ancestors to witness the final interment of Nimuro’s ashes, and to pay their respects to the new lord of the Lion.

The PCs are among the hundreds of samurai who are converging on the Hall of Ancestors for this event.  Most of the PCs will be arriving as escorts, assistants, or guards for higher-Status dignitaries from their Clan – however, PCs with a Status of 4.0 or better are guests in their own right, sent by their lords to represent their Clans with honor and propriety.  

· Ronin PCs have been hired as escorts for Clan samurai of high Status, who need a few extra bodies to round out their escorts and make their group appear sufficiently impressive.  The ronin are receiving room and board, and have been promised payment of 1 koku at the conclusion of the funeral.

The Hall of Ancestors

The Hall of Ancestors is the most revered religious site in the lands of the Lion, even more so than the far more remote and secretive Kitsu Tombs.  The main building is a giant temple, its vast pagoda roof towering over the  surrounding village and garrison buildings. Polished wooden pillars, each the thickness of several men, hold up the vast roof while allowing sunlight to enter and light the myriad statues of great Lion heroes.  

The associated village is relatively modest, with a few simple inns to accommodate visitors and some basic tea-houses and noodle shops to feed them.  The Lion do not believe in luxury or indulgence, and the village reflects their ascetic approach to samurai duty.  There is not even a geisha house here – the Lion consider it improper to tempt their samurai with the pleasures of music and dance in a place where they are paying homage to their greatest ancestors.  

Settling In

When the PCs and other guests arrive, servants will lead most of them to the inns.  Extremely low-ranking samurai (ronin, non-Imperial samurai of Status 1.0 or less) will be sent to one of the Lion barracks buildings, which has been turned into a temporary dormitory for visitors.  The inns are modest in their facilities, with no luxuries or special accommodations, and the barracks is downright spartan.  

If the PCs try to visit the Hall of Ancestors, they will find the entrance guarded by a troop of very formidable-looking Matsu bushi in full armor.  They inform the PCs that the main Hall is to be kept inviolate until the welcoming ceremony this evening.  PCs who wish to pray to the ancestors or otherwise pay their respects are invited to visit one of the many lesser shrines that surround the main chambers of the Hall of Ancestors.

Regardless of where they are assigned to stay, over the course of the day the PCs will see many other samurai arriving in the village, including a number of very prominent figures:

· In mid-afternoon, a large group of Phoenix arrive, led by a middle-aged man in long orange-red robes who is missing his right hand.  This is Agasha Hiroshi, the Master of Fire, here to affirm the Lion-Phoenix alliance by paying his respects at the funeral of Matsu Nimuro. 

· Akodo Gintaku, the Akodo family daimyo and acting Champion of the Lion Clan, rides into the town in late afternoon, accompanied by a formidable escort of the Akodo House Guard.  He ignores all lesser samurai and immediately takes up residence in one of the outlying buildings of the Hall of Ancestors, where he remains until the beginning of the evening ceremony (depicted in Part One below).

· Otomo Komaji, a high-ranking Imperial functionary, arrives in mid-afternoon as well.  PCs who have played the adventures “City of Lies” or “Uncertainty” will recognize him as the Imperial they met in those affairs – perhaps assisting him during an investigation of an Emerald Magistrate.  Komaji is a tall, handsome man with perfectly-styled hair and calm, perceptive eyes.  He is escorted by a trio of formidable-looking Seppun bodyguards, and will initially hold aloof from any PCs, although he may take time for them later (see Part One).  PCs who wonder at such a modest Imperial presence at Matsu Nimuro’s funeral can roll Intelligence/Lore: Heraldry at TN 25 to recall that Komaji is actually the first cousin of the current Chancellor, Otomo Kazuma. 

· The Crab have sent Hida Shigetori, a prominent general, to represent them to their most important ally.  Shigetori is superficially a “classic Crab,” a loud and outspoken man.  He spends the afternoon in one of the tea-houses, drinking sake and sharing strange, funny war stories with his bodyguards.  (This is a psychological trick to avoid talking about the dire conditions in Crab lands since the Shadowlands invasion three months ago.)  PCs who played the adventure “Doom of the Crab” will know that Shigetori is the widower of Hida Junko, the sister of the late Hida Gojiro – in other words, his children are the heirs to the rule of the Crab.  Other PCs will know this if they roll Intelligence/Lore: Heraldry at TN 20. 

The PCs should be offered the opportunity to interact with each other, and to notice the various NPCs who are in attendance.  

An Odd Incident

While the PCs are looking around, seeing who is here, and waiting for the ceremonies to begin, a strange incident will take place.  As the PCs are walking through the streets, they pass a peasant who is carrying buckets of water with a shoulder yoke.  As he passes the PCs, one of the buckets abruptly breaks – shatters, in fact – showering one of the PCs with water.  The peasant, horrified, drops to the ground instantly, prostrating himself.  

The PC who is showered with water will be whichever PC would be the most troubled and angered by being soaked with water – e.g. a vain courtier, a samurai who obsesses over his dignity, etc.  

If the PCs take offense at this incident, they are fully within their rights to execute the peasant.  However, a highly honorable PC (Honor Rank 4.0 or higher) who makes such a severe retaliation will be violating Compassion, losing 1 point of Honor (2 for a PC at Honor Rank 5).  The peasant has no explanation for what happened – he is terrified and will only speak to beg for mercy – and if the PCs examine the bucket there’s no apparent reason for it to shatter.  

The only way the PCs can learn more about what happened is if a shugenja casts Commune with at least two Raises for Clarity.  The Water spirits from the bucket will only be able to show the bucket exploding (they cannot perceive the mujina), while the local Earth spirits will say that “a bad spirit” was nearby and its influence made them break the bucket.  The Air spirits will say an “angry laughing spirit” was nearby and it made the Earth spirits so angry they broke the bucket. None of them can say where the spirit came from or what it was.   

Part One: An Uncertain Welcome

As the autumn Sun approaches the horizon, servants and couriers travel through the town, informing the guests that their presence is requested at the main chamber of the Hall of Ancestors.  When they approach the building, they see that the Matsu guards have moved aside and now form two rows lining the steps up to the Hall.  

The guests and NPCs walk in slowly and reverently, taking up positions along the front and sides of the main chamber.  Counting the PCs, over two hundred samurai assemble in the Hall of Ancestors, lit by sunset light slanting in between the great wooden pillars that hold up the roof.  The fading orange light turns the vast room red-gold, gleaming on the armor of the Matsu honor guard who come in last, lining all four walls.  Naturally, Akodo Gintaku and the other notable guests (Agasha Hiroshi, Otomo Komaji, Hida Shigetori) stand in places of honor near the front.

The soft, almost inaudible murmur of conversation fades to complete silence as an aging man with white-streaked hair, dressed in shugenja robes of Lion tan and gold, paces slowly up the center of the chamber, carrying a funerary urn with reverent hands.  His careful steps are punctuated by the hollow boom of a great bronze bell in the back of the hall, rung by an ancient monk.

This is Kitsu Shuji, the daimyo of the Kitsu, and he can be recognized with a roll of Intelligence/Lore: Heraldry at TN 30 or Lore: Lion at TN 20. 

· A few PCs may have seen Shuji before (specifically, characters who attended the Interactive “Imperial Funeral” which ran at GenCon 2007).  They will notice that he appears visibly older and more care-worn than he did two years ago.

· The funerary urn in his hands has been carefully painted and inscribed with an elaborate pattern.  A PC who rolls Perception/Lore: Heraldry at TN 15 will recognize the interlayered mons of the Lion Clan and the Matsu family.

Shuji places the urn on a low wooden table in the exact center of the hall.  “Here shall the mortal ashes of our lord Matsu Nimuro rest in state until tomorrow, when they shall be placed within the Hall of Ancestors alongside those of his most honorable family,” he intones.  He pulls a polished ancient tanto from under his obi and places it on the table alongside the urn.  Any PC watching can roll Intelligence/Lore: History at TN 20 or Lore: Lion at TN 15 to recognize this as one of the five Akodo Daggers, legendary weapons dating from the dawn of the Empire.  Shuji continues: “May his soul, watched by prayer and steel, complete its journey to Yomi safely.  We invite all of our guests to pray here this evening, that their devotion may speed our Clan Champion to his proper place in the afterlife.”
Shuji kneels in prayer, while the bell continues to toll slowly but steadily.  The other Lion and guests all pray devoutly as well, or at least offer the polite appearance of doing so.  

If a PC prays sincerely and devoutly, that PC may roll Awareness/Meditation at TN 20.  With a success, the PC senses something behind him/her in the midst of the crowd.  

· If the PC tries to locate the source of this feeling subtly (so as not to disrupt the ritual), it will be impossible to see anything, and the nagging sense of someone nearby will quickly fade. 

· On the other hand, if the PC actually looks around quickly, s/he is making a minor spectacle and loses 1 point of Glory – but can roll Raw Perception at TN 20 to catch a very brief glimpse of something flitting away through the crowd, although no one else seems to notice it (whatever it is).  The PC cannot get a clear idea of what it was, but has a sense of something the size of a small child.  

· PCs who try to cast Commune or similar spells in the Hall of Ancestors will be violating propriety, and the Lion will quickly escort them out.  They should lose 2 points of Glory for this public embarrassment.

Eventually, the prayers are concluded and the chief representatives among the guests – Akodo Gintaku, Otomo Komaji, and Hida Shigetori – step forward to place small offerings before the funerary urn.  These are symbolic gifts, ikebana and incense sticks, showing their respect for Nimuro’s departed spirit.  They move slowly, in time with the steady tolling of the great bell. 

With the offerings made, Akodo Gintaku turns to address the guests.  “Kitsu Shuji shall spend this night here in prayer, watching over Matsu Nimuro’s spirit as it ascends to Yomi.  Others may join in this reverence if they wish to thus pay their respects to the Lion Clan.  For the rest, we shall host a dinner this night in our largest barracks, honoring all who have come here to pay respects to our lost Champion.”  

As Gintaku finishes his speech, Kitsu Shuji steps forward, waits to be acknowledged, and then prostrates himself before the Akodo lord.  “Lord of the Lion.  I humbly ask once again that I be permitted to commit seppuku for my failure to protect Lord Nimuro-sama last month.”

Gintaku nods.  “When the funerary urn is placed in its final home in the Hall of Ancestors tomorrow, your request shall be granted.”  

With that, the ceremony concludes and the guests – including the PCs – depart the Hall.  Kitsu Shuji remains behind, kneeling in prayer before the urn as he undertakes his all-night vigil.  PCs can stay with him, temporarily or for the whole night if they wish.  Those who do not will be expected to attend the dinner in the Lion barracks.

Dinner With the Lion

The evening meal is a highly formal affair, held in the largest barracks hall.  The Lion have set up a single long table and seat everyone according to social precedence, with Gintaku at the head of the table and any Minor Clan or ronin PCs at the very far end.  Silent and attentive Lion servants deliver food and drink, including the special foods prepared only at funerals, to each guest with flawless efficiency.

Despite the servants’ obvious skill and efficiency, the PCs will notice a number of small but nagging problems during the dinner.  The rice seems slightly crunchy, and any PC who rolls Intelligence/Artisan: Cooking at TN 10 can tell it has been undercooked – a shocking failure at such an important event.  Similarly, there are at least two instances in which a PC who rolls Perception/Investigation (Notice) at TN 20 will hear the crash of falling and shattering crockery from outside the barracks, after which there will be a small but noticeable delay in the delivery of the next course.  The Lion, of course, will pretend that these minor but nagging problems are not happening, and the senior guests such as Otomo Komaji will likewise carefully avoid drawing any attention to them.  

· If a PC takes the time and effort to speak with the servants outside of the dinner hall, they will confess that things have been going wrong all day, despite their fervent prayers to the Fortunes to make sure the event goes flawlessly.  

Again, casting Commune or other spells during the meal will be a breach of etiquette, but the PCs can always come back after the dinner is over.  The spirits in the barracks and the kitchens did not actually witness the mujina itself, but if a PC Communes with at least two Raises for Clarity, they will report that a “bad laughing spirit” is in the area, and its presence has angered them, especially the Earth and Air spirits.  They cannot describe the spirit in more detail than that.

Gossip and News

The Lion are not given to gossip, but a PC who tries to draw them out with conversation about current events and politics can attempt a roll of Awareness/Courtier (Gossip) at TN 20 to tease some information out of them, covering the following topics:

· The Lion will carefully avoid saying anything about the current succession issues plaguing the Toturi Dynasty.  Of course, their very refusal to say anything is, in itself, a statement.

· The Lion are aware that the Unicorn armies in Scorpion lands have captured the city of Ryoko Owari.  They suggest the Unicorn are certain to be wrecked by their occupation of the infamous City of Lies.  “The Unicorn have tried to rule the city before, and paid a heavy price.  This time it will ruin them.”

· The Lion are coolly smug about their war with the Dragon, which has shifted heavily in their favor in recent months, but will refrain from saying anything in the hearing of Dragon PCs.  “Victory need not boast,” they say.

· If the PCs mention the Unicorn-Phoenix war, the Lion will express confidence that by the end of winter, their Phoenix allies will have forced the Unicorn to accept a truce.  

· The Lion have heard rumors that the Imperial Chancellor, Otomo Kazuma, is hosting an Imperial Winter Court in Toshi Ranbo.  

Speaking with Otomo Komaji

After the dinner concludes, Akodo Gintaku and Agasha Hiroshi will depart to a private meeting to discuss Lion-Phoenix relations.  The various other guests will depart to their quarters (at the inns or barracks).  At this time, Otomo Komaji will approach any of the PCs who he recognizes from the adventures “Uncertainty” and “City of Lies.”  At the GM’s option, he may approach other PCs who are known to be staunch supporters of the Toturi Dynasty, or who expressed such views during the dinner.  If his Rank Three Otomo Technique identifies any PCs as having Akodo Gintaku as Sworn Enemies, he will also invite those PCs along.  

The Otomo will invite the PCs to enjoy an evening walk with him.  “The autumn evenings are chilly, but there is a certain invigorating tone to such weather, is there not?”  Presumably the PCs will agree.  Komaji’s Seppun escorts will step back at a subtle gesture from him.

Komaji strolls through the night-darkened complex, passing the Hall of Ancestors and pausing to regard it with an attitude of reverence.  “A magnificent place.  The legacy of our noble Right Hand.  Still, in the current circumstances, one must be… concerned, must one not?”

Komaji is a close ally of his cousin, the Chancellor, and he is looking into rumors that the Lion Clan has designs on the throne.  He will gently question the PCs about their views on the new Lion ruler, Akodo Gintaku, and the current state of the Empire.  If the PCs seem concerned about the Empire’s state, the future of the Toturi dynasty, and/or the current leadership of the Lion Clan, Komaji will give them an appraising look.

Fate of a Knife: If one or more of the PCs were entrusted with the obsidian knife at the conclusion of “City of Lies,” Komaji will regard those PCs and say, “I am not sure you recall, but three years ago I entrusted you to care for a certain item, a knife of obsidian.  I trust you have kept it safe?  Such an artifact could be dangerous if it is left unwatched.”  If the PCs can truthfully report that the knife is still safe, Komaji will confide in them.  

· If they have lost or otherwise failed to properly care for the knife, they will have to lie about it in order to get any further help and to avoid bad consequences.  Komaji’s Perception/Investigation (Interrogation) roll to see through their lies is 9k4+5+Free Raise.

· If the PCs are caught lying, or admit they have lost/destroyed the obsidian knife, Komaji will frown very mildly.  “That is disappointing,” he says, and brings the conversation to an end.  At the conclusion of the adventure, the PC who was entrusted with the knife, and any other PCs who lied on his/her behalf, will gain Bad Reputation: Untrustworthy, with the usual associated Rank of Infamy.

No Knife? If none of the PCs were ones who got the knife from “City of Lies,” Komaji will instead ask them whether they believe the Toturi Dynasty will endure the current crisis. If they answer positively and honestly, he will decide to trust them further.  If they answer dishonestly (and are caught), they will suffer penalties as above.  If they are honest but answer negatively, he will refuse to trust them but will not inflict any special penalties or punishments on them. 

Trust?  If Komaji does decide to trust the PCs, he will mention in a casual, off-hand way that he has heard a rumor about Gintaku making a claim on the Imperial throne.  “As you may be aware, there is now a certain degree of… doubt… about the legitimacy of the Emperor’s children. There are certain hints in the courts that Akodo Gintaku believes the Toturi Dynasty must be… re-founded, from its original Akodo bloodline.”  If the PCs ask for more information, Komaji makes an elaborate shrug and a dismissive gesture with his folded fan.  “One hears stories in the courts, that is all.  Tales of what Lion courtiers might be saying behind closed shoji screens.  Perhaps it is a failing of mine, but I do enjoy such trivial gossip.”  

If the PCs seem troubled by these rumors, or ask what they can do to help, Otomo Komaji smiles and taps his chin with his fan.  “Well, rumors are hardly something to concern oneself with, don’t you agree?  But if such rumors were to become fact… well, that would be something of concern, I should think.”

Goodbye to Nimuro: Regardless of how this conversation goes, at its conclusion Komaji will pause to regard the Hall of Ancestors once more.  “A great man has died,” he says.  “This is something all the Empire must mourn, in these uncertain times.  I will see you at the final ceremony tomorrow, samurai-sans.”  He departs for his quarters at the inn.    

Prayers at the Hall

Some of the PCs, especially shugenja or Lion, may decide to spend some time in the Hall of Ancestors praying alongside Kitsu Shuji.  This is an extremely honorable and pious thing to do, of course, and any PC of Honor Rank 1.9 or less who undertakes such a duty sincerely, with no thought of gain, should be rewarded with +1 point of Honor.  

If a PC with the cert “Minor Gift of Prophecy” or a comparable Advantage such as Inner Gift prays in the Hall of Ancestors, that PC should roll Void/Meditation at TN 25.  With a success, the PC experiences a brief but disturbing vision:  he (or she) sees the Hall of Ancestors burning, flames shooting skyward into a sky that is black and starless.  The vision lasts a few brief moments and does not repeat, and it will be impossible for the PC to know exactly what it means, whether it is a literal prophecy or an allegorical vision, etc.   

What is Happening?  

Once the PCs have started noticing all these incidents of ill fortune, strange accidents, etc., they will probably start trying to figure out what is going on.  If the PCs have investigated to any significant degree – and especially if they have shugenja who are Communing with the local spirits – they should soon have enough information to try to guess that a malignant spirit creature is involved.  A roll of Intelligence/Lore: Spirit Realms, Lore: Myth & Legend, or any similar type of skill at TN 20 will suggest that the culprit is a mujina, a mischievous and unpleasant but usually not dangerous spirit creature.  

The PCs may be curious (or concerned) that a mujina is harassing the Lion Clan, or wonder why its behavior is so malignant.  If they made TN 30 or better on their skill roll to identify the mujina, they will know that while these spirits are notorious for their harassment and trickery, their most extreme malignance usually happens in response to being angered or upset from an outside source.  Of course, the PCs have no way of knowing what might have caused such anger. 

The PCs may decide to try to find a way of finding or driving out the mujina.  Unfortunately, there is really no way to do so.  PCs who roll Intelligence/Spellcraft at TN 20 will know there are no spells which can actually harm a mujina, and in fact even the Phoenix Masters have sometimes been unable to drive the creatures away.   

Part Two: Mujina Harassment

That night, the mujina called Korhugon unleashes the full weight of his mischief on the Lion and their guests.  Being a creature of both trickery and malignance, he decides the specifically target the PCs with his tricks, since they strike him as more entertaining than the higher-ranking dignitaries here.  

The mujina will visit and harass each of the PCs who is trying to sleep – it will not immediately harass anyone who is making a vigil at the Hall of Ancestors.  The victims of the mujina will be targeted in specific ways designed to drive them to fury and distraction.  The exact nature of the mujina’s attack should be chosen according to the weaknesses, quirks, and vulnerabilities of each PC.  Korhugon is able to employ both illusion and shape-shifting in the aid of its efforts, and will do so in a manner calculated to “press the buttons” of the PCs as hard as possible.  He will not actually physically harm the PCs, but he will certainly enjoy it if their anger causes them to hurt themselves.  

Regardless of what method the mujina uses to harass the PCs, it will eventually try to lead them to the main chamber of the Hall of Ancestors where Matsu Nimuro’s ashes are being held in state.  Stealing the ashes will be much more fun, after all, if the PCs are there to witness it, helpless to prevent the act.

The following are some specific examples of how Korhugon will try to outrage and torment the PCs.  The GM may use these examples to extrapolate other harassment tactics for the mujina.    

· If any of the PCs have been Haunted or Blessed by the spirit of Bayushi Nishari, the mujina will appear in Nishari’s form, berating the PCs for their dishonorable behavior and demanding various extreme compensations (such as kowtowing on the floor, for example).  If the PCs seem confused or dubious about her appearance, she will scold them for doubting her.  Eventually her behavior should become so extreme that the Mujina finally abandons the deception.  “Ha ha ha!” he cackles, flinging off the disguise (which vanishes as though it never was).  “You so stupid, believe I dumb dead woman!  Ha!  You never stop me!”  He rushes off, continuing to mock the PCs, hopefully luring them into following him.  

· If a PC has a special treasure which they regard with great importance (such as a Clan heirloom, a sword inherited from a favored relative, a prized certed item, etc), they will awaken from the loud noise of the mujina stealing the item – the mischief-spirit drops the item, trips over something that makes a noise, etc.  It will leap around the room, keeping the item out of the PC’s hands, cackling with malignant glee, and finally leading them out to the Hall of Ancestors.

· If a PC has a dead Lost Love, or a similar person of personal significance who is dead, the mujina will appear in that person’s form, berating the PC for his/her death, blaming it on the PC, etc.  Once the mujina provokes an emotional reaction, he reveals himself with a horrible cackle.  “You so stupid!  You think dead people come back to life?  Maybe I go make dead Lion come back to life then!”  And leads the PC toward the Hall.

The GM will note that the mujina is apparently harassing multiple PCs at the same time!  Being a creature of pure mischief, he is quite capable of doing this, and in fact finds it even more amusing that he is driving multiple samurai to distraction at the same time.  However, the PCs will never actually see more than one mujina at a time – if multiple PCs are in pursuit of it, they will find themselves encountering each other in such a way that they never see more than one mujina.    

It is important that all of the PCs should either be personally lured out by the mujina, or overhear the commotion and join in the pursuit.  Whenever the PCs pursue the mujina, it will lead them to the Hall of Ancestors.

Blasphemy in the Hall of Ancestors

Whenever the mujina enters the Hall, the only persons present will be Kitsu Shuji and any PCs who might have stayed to pray/meditate.  Shuji will be deep in prayer and will not be able to react immediately to the presence of the vile mischief-maker.  The mujina will scuttle forward and snatch up the funerary urn and the Akodo Dagger, cackling, “Mine!  My knife now!  My dust now!”  He delivers a final grotesque taunt to the PCs, then makes a sharp gesture with one clawed hand that seems to rip a hole in the air itself.  He holds the urn up over his head, laughing as Kitsu Shuji’s spell flares uselessly around him.  “This so important?  This nothing!  Just dust!  You want?  Come and get!”  He leaps through the spirit gateway, which ripples and begins to close behind him.  

The PCs will likely try to intercept or prevent this event in any number of ways.  Unfortunately, as already discussed, it is almost impossible to actually harm a mujina, let alone kill one.  In fact, the PCs won’t even be able to touch Korhugon unless he wants them to do so.  

Smart PCs may think of trying for the knife or urn directly, ignoring the mujina.  If a PC comes up with a creative way of doing this, such as making a Jiujutsu attack to snatch an item out of the mujina’s little hands, or using a spell to move or levitate the items, the GM should allow that PC to briefly recover the urn.  Korhugon will immediately commit some manner of especially ghastly and humiliating trick, such as cutting the PC’s obi so that his/her kimono falls off.  While that stuns or otherwise disables the PC, Korhugon will retrieve the item(s) and flee through the spirit gateway as outlined above.   

Once the mujina flees, Kitsu Shuji will leap up with his hands clasped in a gesture of mystic prayer.  He mumbles incantations and the PCs see the outlines of the gateway waver and momentarily solidify.  “Please, find him!” he gasps, sweat beading out on his forehead with the effort of holding open the spirit gateway.  “The sacred dagger – blasphemy – I beg you!”  

Presumably, at least some of the PCs will be willing to jump through the gateway in pursuit of the mujina, especially since he has likely humiliated many of them.  Further, a PC who does not jump at the chance to pursue the mujina is effectively acquiescing to an act of blasphemy by the vile little creature, an act which should cost 1 or 2 points of Honor for characters of Honor Rank 3.0 or higher.  

Ultimately, any PCs who fail to go through the gateway within a minute or so will most likely be out of the adventure – Kitsu Shuji cannot hold the gateway open longer than that.  

· It is possible some PCs may later realize they have made a mistake and ask Shuji to try to re-open the gateway.  If they do this, and ask sincerely – rolling Awareness/Etiquette (Sincerity) at TN 20 or better – he will do so, although performing such an act will be a tremendous strain on him.

Part Three: The Realm of Mischief

When the PCs pass through the gateway, they find themselves in a very different landscape:

Around you is open land, turning into rolling hills to the north and mountains far to the west – at least based on the location of the sun, although the shadows it casts seem a bit erratic.  The ground is covered with thick tall grass, knee-high.  Scattered trees interrupt the grass. The tall stems look soft and inviting, but as you take your first steps through the waving grass, you feel sharp edges slicing your kimono sleeves and nettles pricking your ankles and feet through your tabi.  A chilly wind suddenly whips your hair and clothing around you and you swear you hear distant mocking laughter, but a moment later the air is calm and the sun shines down warmly.

Assuming the PCs came through the gate immediately after the mujina, they will see Korhugon in the distance, running through the taller grass with the funerary urn clutched to his chest.  Presumably they will pursue the mujina as quickly as possible.  It notices them following, utters a surprised squawk, and increases its pace, flitting between the trees.   

The PCs are within Sakkaku, the Realm of Mischief, and things the PCs are accustomed to relying on will not be consistent.  Even worse, the local effects of Sakkaku are almost entirely negative, due to the influence of Toritaka Yamamiya’s curse.  As a result, while the PCs are here the following effects will apply:

· The Luck Advantage does not work, and any PC with the Unluck Disadvantage will gain one additional rank in it while they remain here.

· If a PC spends a Void Point, there is a 50% chance that it simply fails to work. 

· All Air spells have a +5 TN penalty to cast, since the playful element of Air is subverted by Sakkaku’s mischievous nature.  

· Any PC who has an Advantage, special cert, or other ability that calls on the aid of the kami (such as Friendly Kami) will find it does not function within Sakkaku.     

· The GM should frequently improvise minor events and accidents (non-damaging, but irritating) of ill fortune – things like ponytails or braids coming untied, a sandal-strap breaking, a samurai tripping over his own feet, and so forth.  The PCs will often get the sense of distant laughter when these things happen, but the mockery has no source – it is the realm itself, not a specific being.

The Obnoxious Forest  

As the PCs pursue the mujina into the trees, they find themselves tripping and stumbling over roots that seem to coil and twist maliciously beneath their feet.  All of the PCs must roll Agility/Athletics at TN 20 to keep on their feet.  Any PC who fails the roll will fall and immediately find him/herself entangled by the roots, unable to move.  

If none of the PCs are entangled, they are able to pass through the tree-belt with little loss of time.  If at least one PC falls, the others will have to stop and pull him/her free of the coiling, entangling roots.  

· A trapped PC may try to break free on his own, by rolling Raw Strength at TN 30.  

· If all of the PCs are trapped and unable to break free, the roots will grapple them for several minutes before losing interest and slithering away.

While the PCs are dealing with the roots (either freeing their comrades or trying to break free themselves), they will be the target of pickpocket attempts by those same roots, which slither into their traveling packs, scroll satchels, and other locations.  The roots will steal something that is useful but not vital, such as a spell scroll or a small weapon.  (They will not target something that might cost the PC Honor for losing.)  Each PC who is involved with either resisting the roots or helping other PCs escape will be targeted.

· Each PC who is targeted must roll Perception/Investigation (Notice) at TN 20 to spot the root pickpockets.  Success means the PC manages to notice what the root is doing and pull away from it.  Failure means the PC loses the item.   

If the PCs employ weapons against the roots, they can cut and slash through them easily enough.  The PCs hear angry, whining noises from the wounded trees as the roots slither back underground.  (Fire spells will also cause the roots to recoil in a similar manner.)    

If one or more of the PCs got delayed by the roots, the PCs will have lost sight of the mujina, although the lake will clearly offer only one choice of where it might have gone.  Once they cross the lake, they will trigger the “Solving the Question” encounter (see below).  

The Troublesome Lake

Once the PCs pass through the trees, they will cross a hilltop and find their path blocked by a vast lake, stretching left and right as far as the eye can see, with a distant shore just visible through the haze of distance.  At this point the light suddenly shifts to sunrise – or perhaps sunset, since the PCs cannot really be sure of the compass.  (Even PCs with Absolute Direction will be unable to tell which way is north.)  Although the PCs have been here, apparently, for only a few minutes, the Sun is now hovering near the horizon.

If the PCs have stayed close behind the mujina (they did not get delayed in the trees), they will now see the creature in the distance running across the surface of the water, cackling back at them.

The PCs face the problem of getting across the water.  They have several options, the most obvious choice being to swim.

Swimming: Crossing the lake by swimming will be more difficult than it appears, however, because once the PCs get out into the water they will find a powerful current beneath the surface working to pull them back to shore.  The PCs must succeed in a series of three Strength/Athletics (Swimming) rolls to cross the lake, at TNs of 20, 25, and 30.  Failure means the current sucks the PCs back and deposits them in the shallows back where they started.  

· A PC who fails a swimming roll with three or more 1’s on the dice will be sucked under the water and starts to drown. The PC will die in a number of rounds equal to Stamina x2 unless rescued.

· The drowning PC will normally be helpless (due to pain and panic) and must be rescued by another PC making a roll of Strength/Athletics (Swimming) at TN 20.  Magic spells may also be able to effect a rescue. 

· A drowning PC can spend a Void Point to overcome the panic and agony of drowning and attempt another swimming roll without aid.  This roll will be at +5 TN due to the difficulty of swimming while drowning.  With a success, the PC is able to make it back to shore without help.

Magic: If the PCs have shugenja in their ranks, they will likely try to get across the lake with magic.  There are many spells that allow one to walk on water, freeze the surface, fly, or otherwise solve this obstacle.  However, due to the erratic and somewhat malignant nature of the Realm of Mischief, these methods will not be reliable. If the PCs attempt to cross with magic, the lake will become stormy, its surface heaving violently and fierce winds howling through the air overheard.

· PCs who are traveling on a frozen water surface will be dumped into the lake when the ice shatters midway across.  They will have to make two Strength/Athletics (Swimming) rolls at TN 20 to reach shore.

· PCs who are walking on the surface of the water will have to make two rolls of Agility/Athletics at TN 20 to keep their balance.  (PCs with Combat Reflexes get a Free Raise.)  Failure means the PC falls into the water and must swim as above. (A PC who tries to climb back onto the surface of the water must roll Strength/Athletics at TN 35 to do so.)  

· If a PC is using flying magic, that PC must make two rolls of Willpower/Spellcraft at TNs of 20 and then 25 to control the spell well enough to maintain forward flight in the face of the ferocious winds.  Otherwise the PC is blown backward to the shore.  If the PC fails to hit TN 5, the winds blow him/her down into the water, with results as above.    

Other Options: More creative PCs may think of using the trees to build a raft (or even a crude boat).  This will take at least an hour of work, by which time the mujina will be long out of sight.  Getting an improvised boat across the lake (which will refuse to cooperate by turning stormy and violent) will require two successful Intelligence/Craft: Sailing rolls at TN 20.  Failure means the boat is overturned in mid-lake and the PCs must make two Strength/Athletics (Swimming) rolls at TN 20 to make it to shore.

Keeping the Mujina in Sight: If the PCs are able to make the rolls to cross the lake by swimming or magic, they will be able to keep the mujina just within view, and see it vanishing over a distant hillside.  If they cross with a boat, or fail several rolls before crossing, or are forced to rely on the Orochi to carry them across (see below), they will lose sight of the mujina.  If they speak with the Orochi after successfully crossing the lake on their own, however, they will be able to regain sight of the mujina within a few minutes of resuming pursuit.

If the PCs do lose track of the mujina, they will trigger the “Solving the Question” encounter.  

The Mocking Orochi

The lake is actually home to one of the legendary orochi, the great serpents who inhabit Sakkaku and sometimes form alliances with members of the Mantis Clan.  This Orochi will make an appearance either when the PCs have made their rolls successfully and are approaching the far shore, or when they have failed catastrophically and are in danger or either drowning, or of being unable to cross the lake at all.

The water of the lake heaves like an unhappy beast, and then breaks apart in white cascades as a massive, spiny-backed serpentine form broaches the surface.  A huge whiskered head rises up and peers at you with eyes that glow softly blue-green.  A twinkle of humor – or is it hunger? – glitters within their vast depths.  “Well, well,” booms forth a voice deeper than the mightiest temple bell.  “What have we here?”

The Orochi, which calls itself Icewave, is not intrinsically hostile, but it finds frightened humans amusing, and will do its best to scare them.  “You are trespassing on my lake, little mortals.  Tsk, tsk, tsk. I really can’t allow that sort of thing, can I?”  

· If the PCs offer an explanation for their actions, the Orochi will sigh theatrically.  “Oh really.  Really?  Chasing a mujina?  You can’t do better than that?” It bares its massive teeth.  “I should eat you just for that weak story.”

· If the PCs are defiant or fearless, the Orochi is disappointed.  “Well, that’s rather boring.  Fearless samurai, how predictable.”  It yawns hugely, showing a giant mouth full of teeth.  “I was hoping for something new!  Oh well, I suppose I should eat you now.”

· If the PCs show genuine fear, the Orochi looks pleased.  “Oh splendid, yes!  You’re really scared? How fine, I thought I did a good job but one never knows with mortals.”
· If the PCs offer apologies or flattery for their intrusion on his lake, the Orochi smirks.  “Hmmm, yes, humans do still know their place.  Very good, very good, more please.”  It allows its eyes to slide half-closed while listening to the PCs praise its qualities.

· If the PCs simply attack, with weapons or spells, the Orochi is quite irritated.  “Ow.  Stop that.  Ow! Fine.  Stay here and drown then, see what I care.”  Unless the PCs immediately halt their attacks and apologize, it will dive beneath the lake and not be seen again.

If the PCs avoid offending the Orochi by attacking it, it will eventually stop its “fearsome” act, pluck any drowning PCs out of the water, and begin to converse with the party in a more normal fashion – normal for a seventy-foot sea-serpent, anyway.  At that point, the PCs can try to win its full cooperation by speaking to it either politely or flatteringly.  If they are polite, they can roll Awareness/Etiquette (Sincerity) at TN 25 to win its cooperation.  If they are flattering, they can roll Awareness/Courtier (Manipulation) at TN 25.  A successful roll means the Orochi will become more inquisitive and helpful with regard to their quest.

If the PCs tell Icewave the full story about the mujina, it listens with interest and then laughs aloud, shaking the surface of the lake with its mirth.  “Oh yes, ah ha, ha, ha!  That sounds like Korhugon.  He’s always been a bit addled even for a mujina, but since he found that Crab, he’s been quite mad.  Ah ha, ha, ha!”

· Assuming the PCs ask for more information, the Orochi explains, still chortling.  “A few months ago, some poor mortal with a Crab on his clothing came into our realm.  He wound up Korhugon’s prisoner, the little mujina seemed quite taken with him, ah ha, ha, ha!”

· Icewave has not seen the Crab in many weeks, but still remembers him.  “Oh yes, he was quite funny even compared to the rest of you mortals.  He kept tripping and falling, and he was always moaning about how he was cursed.  I’ve never seen a more downcast face, ah ha, ha, ha!” 

· If the PCs ask how or why Korhugon has been “quite mad” since meeting the Crab, the great serpent chuckles harder.  “He’s been stealing blades from the mortal realm.  One after the other, from all over the place!  As though a mujina has any use for such a thing, ah ha, ha, ha!” 

Regardless of whether or not the PCs make the social roll to win this information from the Orochi, it is still willing to carry them across the lake, and will offer to do so if they will bribe it with something funny, entertaining, or beautiful.  It will describe this request in these terms: “Entertain me!  Show me something!  I have seen everything here in Sakkaku a thousand times.  I want something new!”  

This is an opportunity for the PCs to be creative.  A work of art, or a performance of poetry or storytelling, can easily persuade the Orochi if the PC makes an appropriate skill roll at TN 20.  However, the PCs could also persuade the Orochi by telling it a good joke, putting on a play, challenging it to a game of Shogi or Go, or any other creative approach that will entertain the great beast and tickle its fancy.  The GM should reward creativity.  

Once the Orochi is through with the PCs, it trumpets, “Well, and a good day to you!  Hopefully we will meet again – well, hopefully for me!  I might be hungry next time!  Ah ha, ha, ha, ha!”  It dives beneath the lake and vanishes. 

Solving the Question

It is quite possible that at some point the PCs will lose track of the mujina.  This will seemingly put them at a loss.  However, at that point they will have the following encounter:

You see an old man, dressed in the robes of the Brotherhood of Shinsei, walking toward you in the distance.  He is wearing a wide-brimmed straw jingasa and using a bo staff, but walks at a fairly brisk pace despite that.  Assuming the PCs do not react with violence, the old man approaches them: Seen closer up, the man is barefoot, but his gnarled feet do not seem troubled by sharp nettles or stones.  His tanned and sunken face is creased with smile-lines, and his dark eyes brim with good humor.  He lifts one withered hand, prayer beards encircling the wrist and fingers, and makes a gesture of blessing.  “Well met, so far from home, strangers.”

Although this man appears to be a monk, he is actually a kenku, shape-shifted into human form.  The kenku will retain human form throughout this encounter, and it will be impossible for the PCs to see through its disguise.  It calls itself Utagai, which means “Question.”

Utagai will speak with the PCs in a warm and friendly fashion, asking them who they are and why they are in the realm of mischief, and listening with interest to their story.  He will give his own name and claims, truthfully, to be on a “long journey” in search of wisdom and enlightenment.  If the PCs seem at all friendly, he will dig a packet of rice out of his sleeve and offers to cook dinner for them, if someone has a pot.  “I have rice but nothing in which to cook it.  Quite the conundrum, hmmm?”

Once the PCs explain why they are here, Utagai listens with sympathy.  “Mujina are troublesome creatures.  There must be some reason why it has done something so disruptive.”  He offers no theories as to why the mujina is misbehaving, and suggests seeking it out and asking it.  

Presumably the PCs will explain that they have lost the mujina’s trail.  The monk nods, smiling.  “A frequent problem, losing one’s path.  I have been known to do that once or twice myself, I confess.”  He rubs his chin thoughtfully.  “You do face a puzzle, it seems.  How to find one you have already lost?  Perhaps a better question, though, would be this one: why are you here?”
Utagai wants the PCs to answer this question sincerely, to put thought into it, to give an answer that has real meaning.  Simply saying, “I am here to find the mujina/missing items” is not acceptable, and he will reply, “Ah, no.  That is what you are doing, but it is not why you are here.”  Likewise, a PC who answers in a dull, unimaginative, flippant, or sullen/uncooperative manner (or who fails to role-play at all) will disappoint Utagai, who sighs and shakes his head.

What is required here is for at least one PC to give an answer that demonstrates serious thought about his/her identity, place in the universe, or role in life.  The answer can be short, long, simple or complex, so long as it treats the question seriously and commits a serious effort to answering it.  

So long as at least one PC gives such an answer, Utagai will smile broadly.  “Ah, that is good.  One must always know why one is here.”  If the PCs gave him a pot to cook rice, he will serve them each a scoop of rice, perfectly cooked, the finest rice they have ever eaten.  Regardless, he will pick up his staff and point into the distance.  “If you travel that direction for, hmmm, two hours, you will find what you seek, I believe.”  He bows and resumes his journey, walking away in a different direction from which he came.

After he departs, each of the PCs finds a crow’s feather in their traveling pack the next time they look through it.  Any PC who rolls Intelligence/Theology (Shintao) at TN 20 will know that crows are associated with Shinsei.  Any PC who rolls Intelligence/Lore: Myth & Legend (or another applicable skill such as Lore: Spirit Realms) will know that the crow-like kenku are said to be closely associated with the Brotherhood of Shinsei.  PCs who actually met a kenku in the adventure “Test of Purity” will recognize the feather as being of similar type. 

· Some PCs may realize Utagai is more than he seems, and try to ask him questions about other issues than their current quest (such as the current state of the Empire).  He does not have answers for them.  “I am a pilgrim in search of knowledge and enlightenment, samurai-san.  How could I know the answer to that any more than you?” 
Violence?  It is possible (though hopefully unlikely) that some PCs may actually attack Utagai, whether through physical force or magic.  If this happens, Utagai instantly transforms into a kenku and flies away.  The PCs are most likely now trapped in Sakkaku, since they cannot locate the mujina and have no way of completing the adventure.  They are out of the campaign, condemned to wander the Realm of Mischief until GenCon 2010.

Forsaken by Destiny?  If PCs with the cert “Forsaken by Destiny” speak with Utagai and gives what the GM judges to be very thoughtful and sincere answers, answers that show real self-examination and a true devotion to things higher than themselves, Utagai will look at them very carefully.  “You have taken a very unfortunate mis-step in the past,” he says.  “To Regret is a sin.  But there is no sin in correcting an error.  Do you seek to do so?”

If a PC answers “yes,” allow that PC to roll Awareness/Honor (keeping Awareness) at TN 30.  With a success, the cert “Forsaken by Destiny” will be removed at the end of the adventure.   

To the Cursed Lair

If the PCs were able to cross the tree-belt and the lake without being delayed, they will manage (just barely) to keep the mujina in sight as they pursue it across a rolling, hilly landscape, interrupted by many jagged and ugly rocks.  If they lost track of the mujina, the encounter with Utagai should (hopefully) put them back on the right track.  

Either way, the pursuit will continue for another two hours, through increasingly rugged and difficult terrain. Ahead of the PCs, the ground becomes higher and more stony, resembling low mountains.  Finally, the PCs see a stone formation ahead of them that bears a strange resemblance to a torii arch – as though wind and rain carved the mountainside into such a form.  Here, the PCs find Toritaka Yamamiya.

Part Four: A Most Unlucky Crab

Below the stony arch is a flat space covered in loose stones and gravel.  Seated there cross-legged is a slim young man, dressed in the rags of a Crab samurai’s kimono, his feet bare and covered in blisters and scabs. His hair is still tied into a samurai topknot but has grown out raggedly elsewhere on his head, and his hands are clasped on a sheathed wakizashi.  

Whenever the PCs arrive, the mujina has placed the funerary urn and the Akodo dagger on the ground in front of the Crab, and is dancing around in a circle pointing at them.  “There!” he says.  “Special death-stuff!  Now you okay, right?”

This most unfortunate samurai is Toritaka Yamamiya, a man burdened by the curse of an insane ancestor.  PCs may have previously met him in the adventures “Wrath of the Kami,” “Scholarship,” “Unquiet Graves,” or “Forgotten Shrine.”  Yamamiya has spent his life enduring all manner of bad fortune, and this has made him something of a fatalist.  For a time he thought he had fully broken his ancestor’s curse (as depicted in the adventure “Forgotten Shrine”) but he has since discovered that things are not quite so simple.

Despite his sometimes almost comical clumsiness and ill fortune, Yamamiya is a brave and honorable man (as well as a stubborn one).  When he realized that some of his ancestor Toritaka Tonozaka’s bad kharma remained, he set out to try to enter the spirit realms and speak with Tonozaka directly.  Unfortunately, his quest wound up taking a wrong turn into Sakkaku instead, where he has been trapped ever since.

Speaking with Yamamiya

The young Crab is still fairly sane, despite being trapped in Sakkaku for months, and will speak to the PCs readily enough.  He will initially assume they are some kind of trick or mockery by the Realm of Mischief, or possibly a hallucination on his own part, and consequently he will talk to them in a rather detached and dreamy fashion.  

Yamamiya will readily explain what brought him here.  “After I appeased the mountain spirit my ancestor Tonozaka had angered, I hoped my curse had passed.  Certainly the Earth spirits ceased to trouble me.  But my ill fortune and bad luck continued.  Also I began to have nightmares, dreams about my ancestor’s tragic life of madness.  I decided his spirit must still be restless and this was weighing down my kharma.  So it seemed to make sense to seek him out, to ask him how I could lay his spirit to rest.  I sought out spirit gateways so I could visit the realm of the dead.  But instead I am here.  My bad luck follows me even into other realms, it seems.”  He does not know how he specifically came to be in this place, but mentions that it seems “calm” compared to elsewhere in this place.

· If the PCs ask how long he has been here, Yamamiya shrugs.  “A long time.  One does not seem to really need to eat or drink here, or at least I do not remember eating or drinking.  Perhaps I have died and become a ghost?”
· If the PCs make note of his wakizashi (and the absence of any other weapons or equipment), he lifts the sword and regards it sadly.  “All my other weapons I have lost, as I often lose other things.  But my ancestor’s sword remains with me always, the one thing I cannot lose.”

· If the PCs ask about the nightmares he has had about his ancestor, Yamamiya shudders.  “My ancestor, Toritaka Tonozaka… he went mad.  Imagined a different Empire in which all his friends were great lords.  And when he realized he had gone mad, he committed seppuku rather than shame himself any further.  Thus his oath to appease the mountain kami went unfulfilled until my own lifetime.  When I sleep… I am trapped in Tonozaka’s illusory world.  And then I am the one committing seppuku.  Over and over.”

· If the PCs ask about the mujina, Yamamiya smiles vaguely.  “Yes.  He seems to care about me, somehow.  He brings things here, shows them to me.  Weapons, artifacts.  Then he takes them away again, or others of his kind come here and steal them.”  He does not understand Korhugon’s behavior and has given up trying.  

· If the PCs ask to take back the funerary urn or the knife, Yamamiya does not object.  “They are not mine.  Take them by all means.”

· PCs who have met Yamamiya before may ask what has become of his pet falcon, a notorious bird which frequently pecked and bit him.  He says, quite sadly, that he lost the bird when he entered this realm.  He does not know what became of it and is worried about its fate.
· As a side note, it may be mentioned that Yamamiya has in fact been trapped in Sakkaku for many months.  He is unaware of the Shadowlands invasion of Crab lands (as depicted in “Doom of the Crab”) and the destruction of his family castle, Shiro Toritaka, by Unicorn raiders.  
If any of the PCs are persons who have actually met Yamamiya before, he will not initially recognize them, even if they introduce themselves or call him by name.  “Mmm, yes, you do look rather like someone I knew back in the mortal realm.”  However, if the PCs persistently insist on who they are, he will gradually come to believe them.

As mentioned, Yamamiya initially will believe the PCs are illusions, tricks, or hallucinations.  However, the longer the PCs are here and the more they question him, the more he will begin to recognize that they are real – especially if they are people he has met before.  As he comes to this realization Yamamiya will become much more animated and energetic, and eventually asks the PCs how they came to be here and whether they have a way to return home.  (If they answer truthfully “no,” he will look quite crushed, but then recovers his spirits when he realizes the PCs followed the mujina here.  He will join them in questioning the mujina.)

Talking with the Mujina 

Korhugon will not flee or mock anymore now that he has returned to Yamamiya – instead he will continue to circle around, occasionally asking if the items he has brought are “right.”  If the PCs try to get the urn and knife, he will react with fury, snatching them back.  “No, no, no!  Is bad!  Must fix things, make bad luck go away!”
The mujina is a frustrating conversationalist.  It speaks in brief sentence fragments and often breaks out in sudden wild laughter, or spews insults and mockery for no reason.  Its moods swing wildly and it sometimes goes into random panics, running about the area, beating on its head, and gibbering nonsense.  

However, if the PCs speak persistently with Korhugon, they can eventually puzzle out that it regards Yamamiya as a serious problem which it must solve.  He is a source of “bad luck, very bad, bad, bad,” and while he is in this place Korhugon suffers from “bad thoughts.”  Basically, Korhugon has been driven crazy by Yamamiya’s curse, and needs to end the curse in order to regain his own sanity. 

The mujina understands at a basic, crude level that Yamamiya’s curse is connected to the past, to death, to an ancestor, and to a sword.  Consequently, it has been bringing him spiritually powerful or significant items associated with those things – such as funeral urns or valuable swords – hoping this will somehow solve the problem and make the “bad” go away.  

If the PCs try to argue with the mujina that the urn and knife will not help with the curse, Korhugon will be very reluctant to cooperate.  However, if the PCs persist, he will eventually admit that they can take the urn back.  “Is just dust anyway,” he says angrily.  “Lion men all act like it so important, but it nothing!  Nothing!”  He will not explain this statement further, and will scream at the PCs for being “Stupid!” if they persist.  

Korhugon will be much more reluctant to part with the knife – he knows it is a powerful nemuranai, and is convinced this might be able to end the curse.  However, if the PCs are patient and persistent, they can roll Awareness/Courtier (Manipulation) at TN 25 to persuade him that the knife will not help with the curse.

Even if the PCs do manage to persuade Korhugon to give up both items, they will still face the problem of how to get back to Ningen-do.  In fact, Korhugon can take them back – he has the ability to open spirit gates anywhere they exist, and if the PCs are discussing the problem he will probably say, “That easy!  Korhugon do that all the time!”  However, he will petulantly refuse unless the PCs can either solve the curse or credibly intimidate him.

· Actually intimidating Korhugon is difficult.  Most spells do not affect him, and while jade, crystal, or obsidian items or nemuranai can cause him pain, they cannot actually kill him.  However, a PC can try to bluff him with a well role-played threat and a roll of Willpower/Deceit (Intimidation) at TN 30.  A success means the mujina sullenly cooperates.

· Alternatively, a PC can try to trick, annoy, or confuse Korhugon into taking them home.  This can be done, although the PC will have to role-play some way of pulling it off.  If the GM judges the PC to have made an effective effort, the PC can roll Awareness/Courtier (Manipulation) at TN 25 to convince Korhugon to take them home.  (The PCs could also use such methods to trick Korhugon into letting them take home the Akodo dagger.)

Breaking the Curse

Unless the PCs can threaten Korhugon into taking them back to Ningen-do, the only way to get home will be to break the curse on Yamamiya that has driven the mujina insane.  Doing so is actually quite simple, but it requires an act which almost any samurai will find abhorrent: breaking Yamamiya’s wakizashi.  

If a shugenja Communes with the wakizashi (it contains spirits from all Elements except Void) and makes at least one Raise for Clarity, those spirits can admit that the sword holds a vengeful spirit.  (They describe it as the “anger of a dead man.”)  Likewise, if a shugenja casts Reflections of Pan Ku on the wakizashi, the spell will show an image of Toritaka Tonozaka, a one-armed samurai in the colors of the Falcon Clan, using the sword to commit seppuku.  His face is screwed up in an expression of fury and madness as he rips the sword through his torso.  

If no magical options are available, the PCs may still be able to figure out the source of the curse through their conversation with Yamamiya (specifically his revelation that the only thing he has never lost is his ancestor’s wakizashi) and with Korhugon (if they are patient enough to puzzle out what he is thinking).  If the PCs do start to believe the sword may be connected to the curse, they can roll Intelligence/Lore: Shugenja (or another suitable Lore skill, such as Lore: Myth & Legend or Lore: Nemuranai) at TN 20 to conclude that a malignant spirit may have inhabited the blade.  

The logical solution to the curse is to either get rid of the sword, or destroy it.  Toritaka Yamamiya will be extremely reluctant to do either of these things – the sword is his family heirloom, and while he knows Tonozaka went mad and failed to fulfill an oath, he is a good and honorable Rokugani and feels obligated to respect his ancestor.  In order to convince him to take such drastic action, the PCs will have to make a persuasive argument/speech and roll Awareness/Etiquette (Sincerity) or Awareness/Storytelling (Oratory) at TN 25.     

· Alternatively, the PCs may simply take the sword by force.  Yamamiya will resist this to the best of his ability.  If the PCs ultimately dispose of the sword against his will, he will swear enmity against them and will challenge them to duels (assuming they either offer him a sword, or take him back to Ningen-do where he can get one).

If the PCs simply try to throw away the sword, this will only work if Yamamiya agrees (in effect, breaking his emotional and spiritual connection to the sword).  Breaking the sword will work whether or not Yamamiya agrees.  Snapping a wakizashi is difficult, and usually requires stomping on it while it is laid across a stone or similar brace.  It can also be done with an appropriate spell, although this is a bit anti-climactic.

Some shugenja PCs may think of a more clever solution: casting Banish to remove the spirits from the sword.  Unfortunately, the source of the curse is the vengeful spirit of a dead man, not an elemental kami, so Banish will not be effective.

Regardless, if the curse is broken (either by Yamamiya agreeing to throw away the sword, or breaking the sword), a high shrilling wail echoes across the landscape of Sakkaku.  Yamamiya flinches, clutching his head, then slowly shakes his head.  “Is that… is it over?”  He seems to recover some focus and energy.  “Truly, all this time… it was so close to me and I never saw it.”  

Korhugon will also lose some of his madness and erratic behavior once the curse is broken.  He still treats the PCs with a mixture of irritation and hostility (he will certainly not thank them for breaking the curse), but he will irritably tell them that they do not belong here.  “This my place, not yours.  You go home!”  He will readily re-open the spirit portal to let the PCs return to Ningen-do.  

Marooned?

It is possible (though hopefully unlikely) that the PCs will be unable to return to Ningen-do, due to both failing to break the curse and failing to convince/threaten/trick the mujina into taking them back to Ningen-do.  If this happens, the GM should try to allow the PCs another chance to persuade the mujina, or to enlist Yamamiya to help them persuade it.  As a last resort, the PCs can try to have Yamamiya retrace his steps to the other spirit gate by which he entered Sakkaku, many months ago.  This will require Yamamiya to make a Raw Intelligence roll at TN 25 (PCs can encourage him) to find his way back.  This will allow the PCs to successfully escape Sakkaku, although they will miss the conclusion of the adventure. 

If none of these gambits succeed, the GM can allow Kitsu Shuji himself to enter the Realm of Mischief, putting himself at risk in order to retrieve the urn and dagger.  He will eventually locate Yamamiya and the artifacts (as a powerful shugenja he can do this more effectively than the PCs) and retrieve the PCs and the items.  In this case, of course, the PCs should not earn the third or fourth Experience Point for the adventure, since they have failed to resolve it on their own.

It should be noted that PCs who completely lost the trail of the mujina, and were unable to recover it through the “Solving the Question” encounter, will not be located by Kitsu Shuji and thus will not be rescued.  These PCs will be trapped in Sakakku until GenCon 2010.  

Conclusion

Hopefully, the PCs will make it back with the funerary urn, the Akodo Dagger, and perhaps also with a curse-free Toritaka Yamamiya.  The mujina’s gateway will bring them back to the Hall of Ancestors, where they find Kitsu Shuji praying intently for their success (and preparing himself to go through the gateway in person if they did not return soon).  Assuming the PCs brought back both artifacts, he will be quietly but profoundly grateful.  

· If they brought back only the dagger, he will express sorrow at the loss of Nimuro’s ashes, but seems only moderately troubled.  If the PCs ask about this, he points out that the ashes are merely the last remnant of Lord Nimuro’s funeral, but the dagger is an irreplaceable Lion artifact.

· If the PCs brought back only the ashes, Shuji will be perfunctorily grateful but will express profound sorrow and concern that the irreplaceable dagger has been lost, perhaps forever.

· If the PCs successfully retrieved both the dagger and the urn, Kitsu Shuji will thank them and invites them to witness his seppuku the next day.

Shuji will not know quite what to make of Toritaka Yamamiya, and for his part the young Crab will be bewildered and embarrassed to find himself in the Lion Hall of Ancestors.  He will want to leave as quickly as possible to return to Crab lands.  He does, however, offer the PCs his profound thanks for their assistance in ending his curse and returning him to Ningen-do.

Concluding the Funeral Rites

If the PCs successfully retrieved the urn, the final funeral ceremony will take place publicly (if the knife was lost, the Lion simply avoid drawing attention to its absence).  With the guests of all ranks once again assembled in the Hall of Ancestors, the great bell rings deeply as Kitsu Shuji bears the urn back into the farther chambers of the Hall, ensconcing it next to the other urns containing the ashes of past Lion Champions.  

If the PCs did not retrieve the urn, the Lion will abruptly announce that the final ceremony will be private, with only senior Lion in attendance.  This allows them to conceal the severe embarrassment of losing their Clan Champion’s funerary urn. 

What’s in the Urn?

If the PCs noticed the peculiar remarks of the mujina, they may begin to suspect something is not right with Matsu Nimuro’s funerary urn.  There is nothing magical or spiritual wrong with the urn, and if the PCs Commune with the urn’s Earth spirits they will describe the contents as “earth.”  If a PC Communes with at least two Raises for Clarity, however, the spirits will clearly state that the contents are dust, not ashes or bones.

If a PC is actually so bold as to unseal the urn and look inside – an extremely impious act which costs a number of points of Honor equal to the PC’s current Honor Rank, plus 1 point of Honor to all other PCs who know about the act and do not prevent it – the contents do indeed prove to be dust, not ash and bone.  Realistically, the only place where the PCs can do this without being stopped is in Sakakku itself, and once they return to Ningen-do the urn will immediately be reclaimed by Kitsu Shuji.    

If the PCs confront Kitsu Shuji about the contents of the urn (whether they know the truth or merely suspect it), he will firmly tell them “this is the one true funeral urn of Matsu Nimuro.”  PCs who roll Perception/Investigation (Interrogation) at TN 25 realize he is being truthful, but suspect it is a narrow and carefully rationalized truth.  If the PCs ask him flat-out whether Matsu Nimuro is truly dead, he will stare at the PCs stonily and says, “We are attending his funeral, are we not?”  He will never answer the question directly.  

Ultimately, while the PCs may realize that the urn does not contain Nimuro’s ashes, they will not be able to prove this against the word of Kitsu Shuji.

The Seppuku of Kitsu Shuji 

If the PCs successfully retrieved the urn and dagger from Sakkaku, Kitsu Shuji will invite them to witness his seppuku.  (If the PCs opened the urn, he will not make this invitation.)  If one of the PCs is a Lion, Shuji may invite that PC to serve as his second – this is a GM’s judgment call, depending on how honorable the PC behaved.

The seppuku ceremony takes place a couple of hours after the completion of the funeral ceremony, in a plain and simple rock garden located behind the Hall of Ancestors.  Aside from the PCs, the only witnesses are Akodo Gintaku and several senior shugenja of the Kitsu family.  

Kitsu Shuji emerges from the Hall of Ancestors dressed entirely in white.  He unfolds a white silk sheet, covering a section of raked gravel, and seats himself there.  Moving with deft, smooth motions, the aging Kitsu lays out a sheet of white paper and a writing kit, makes ink, and inscribes his death haiku.  The work completed, he picks up the sheet of paper, contemplates it for a moment, and then reads the haiku aloud:

The pain of a Lion’s duty

Is consumed in the fires of Honor

I welcome steel’s judgment 

PCs who watch Akodo Gintaku for reactions can roll Perception/Investigation (Notice) at TN 30 to catch the faintest hint of cool satisfaction beneath his iron-faced outward façade.

Shuji draws his wakizashi and carefully wraps the blade in white paper to allow him to use it as a knife, then nods to his second.  The second (either a PC or a stern-looking Kitsu samurai) takes position as Shuji begins the three cuts.  His face remains serenely self-controlled as he completes the ceremony and bows his head for the final blow.  

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 the urn and knife:

+1 XP

PCs break Yamamiya’s curse:

+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

If the PCs successfully retrieved both the urn and the dagger, they earn +2 points of Glory each.  If they retrieved the urn but not the dagger, they earn +1 point of Glory each.  If they retrieved the dagger but not the urn, they earn no Glory.

PCs of Honor Rank 2.9 or less who willingly and successfully retrieve the urn and dagger earn +1 point of Honor.  Non-Crab PCs of Honor Rank 2.9 or less who willingly help Yamamiya to break his curse earn +1 point of Honor.  (Crab are simply expected to help their cousin.)

If Yamamiya is rescued and his curse is finally broken for good, all PCs gain a Favor with the Toritaka Family.

Appendix: NPCs

Toritaka Yamamiya, Accursed Crab

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 3


TN to be Hit: 28


School/Rank: Toritaka Bushi 2


Rank One: One Free Raise per school rank on all Perception rolls.  May perceive invisible spirits with a Raw Perception roll at a TN of (5 x Spirit’s Air).  Adds Water ring to total of all Attack and Damage rolls.


Rank Two: Adds twice his Perception Rank to the total of Initiative rolls.  In combat, gains a number of Free Raises equal to his Perception Rank against any opponent with a lower Initiative score.

Honor/Status/Glory: 2.6/1.0/1.0

Skills: Animal Handling (Falcon) 1, Athletics 4, Defense 4, Hunting 3, Iaijutsu 4, Investigation 3, Kenjutsu 4, Knives 2, Lore: Crab Clan 2, Lore: Crane Clan 2, Lore: History 2, Lore: Shadowlands 3, Lore: Spirit Realms 3, Medicine 2, Meditation 1, Spears 2, Spellcraft 2, Theology (Fortunes) 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  May focus an additional time in an iaijutsu duel.  

Advantages/Disadvantages: Combat Reflexes, Magic Resistance (rank 3), Quick, Sage/Bad Reputation (bad things happen around him for no reason), Phobia: Enclosed Spaces (1), Unlucky (rank 3), Wrath of the Kami (Earth).
Equipment: Ragged kimono, ancestral wakizashi, sandals. 

Otomo Komaji, Imperial Tax Assessor

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 4

	VOID 4


TN to be Hit: 12


School/Rank: Otomo Courtier 3


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


Rank Two: If an opponent in an Opposed Social Skill Roll makes a Test of Honor, he may spend a Void point to force the Test to fail.  He does not need to spend the Void point if he is speaking on behalf of the Emperor.


Rank Three: Make Awareness roll against target’s Insight x5.  If successful, know all of target’s Allies and Sworn Enemies.  May make three Raises on a Contested Courtier roll against the target to publicly demand that he aid his Allies – otherwise he loses one Ally for one week, and you gain that Ally for one week.

Honor/Status/Glory: 3.5/4.0/3.5

Skills: Calligraphy 4, Courtier (Manipulation) 6, Deceit (Intimidation) 3, Defense 1, Etiquette (Bureaucracy) 6, Horsemanship 2, Investigation 5 (Interrogation), Lore: History 2, Lore: Heraldry 3, Lore: Law 2, Medicine 1, Meditation 2, Storytelling 3, Theology 3.  

Mastery Abilities: Adds +5 to all Contested Social Rolls.  May re-roll a failed Investigation roll.

Advantages/Disadvantages: Allies (many, including the Imperial Chancellor), Social Position (Imperial Tax Assessor), Wealth
Equipment: Wakizashi, badge of office, fine kimono, steed (fine Rokugani pony), traveling pack, 25 koku.
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