A Hard Rain Will Fall

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

by Rob Hobart, Charles Penn, and Scott Ward  

A sudden and potentially vital mission sends you into the haunted and war-torn lands of the Scorpion. 

Adventure Summary and Background

The armies of the Lion and Unicorn are gathering in the Scorpion lands, preparing for a final battle which will determine which of the two great warlords – Moto Temujin, the Great Khan, and Akodo Gintaku, the Steel Lion – will survive.  Even as these mighty forces clash, the armies of the Shadowlands continue to press against the beleaguered Crab Clan, threatening to erupt into the rest of the Empire.  

One of the Shadowlands’ subtler agents is an Oni no Pekkle, a sinister creature which infiltrated the Empire two years ago in the guise of a handmaiden to a Minor Clan child.  After reaching the central Empire, the Pekkle took the form of Doji Miyake, a beautiful and charming courtier.  Now, with the two greatest armies in Rokugan preparing to clash in the Scorpion lands, she has arranged to be posted as a diplomat to a lesser Scorpion castle, Shiro Inbi.  From within the castle, Miyame is attempting to learn as much as she can about Rokugan’s, while pursing the personal goal of spreading the touch of the Shadowlands among the unsuspecting residents.  While she cannot hope to Taint to all people in the Scorpion lands, by targeting particularly influential or famous samurai she will spread disruption and chaos within Rokugan.  She has also seduced her yojimbo, Daidoji Genjo, convincing him that her Taint was innocently acquired so he will continue to protect her secret. 

The PCs will stumble across Miname’s machinations due to their involvement in another event of momentous importance: the young Toturi prince Hizatoru has kidnapped his baby sister Chisa and fled to Scorpion lands, hoping to barter his support to Moto Temujin in return for the Khan placing him on the throne.  The PCs are sent in pursuit of Hizatoru at the behest of his brother Kobe, newly appointed as Shogun, but will find themselves trapped in Shiro Inbi by fierce spring flooding.  There they will meet Kuni Otoyo, a jade magistrate and have a chance to unmask Fu Leng’s elusive agent – if they do not succumb to her influence themselves.  

Players’ Introduction

The scenario begins with the PCs in the northern Crane lands, where the newly-proclaimed Shogun, Toturi Kobe, is assembling his paltry army on the plains just north of the Osari Forest in the Crane lands.  The young Toturi was proclaimed Shogun by Chancellor Otomo Kazuma at the very end of the last Winter Court, shortly before Kazuma’s untimely death by heart attack.  

Crane, Dragon, Mantis, Scorpion, Phoenix, and Imperial PCs are all here as escorts/messengers, delivering small commitments of support – troops, supplies, and similar – to the Shogun’s army.  Crab PCs are here to meet with the Shogun and plead for him to support them against the Shadowlands. Lion and Unicorn PCs have been sent to deliver greetings and statements of respect while assessing the new Shogun’s military strength (if any).  Ronin PCs may already be serving as yojimbo to other PCs if their players agree – otherwise, they are here in hopes of work.  Since there has not been a Shogunate in over 300 years, it will presumably need all the extra personnel it can find.  

The camp of the Shogunate army is not especially prepossessing when you first sight it in the rain-swept distance.  Although the tents are precisely arranged and the pickets and patrols are clearly well-disciplined, you estimate there cannot be more than 2,000 soldiers encamped here.  The banners of the Imperial house and the ancient mon of the Shogun flutter above the tents, along with the banners of individual families and Clans that have contributed troops – the Crane, Crab, and Dragon prominent among them.  

A patrol will meet the PCs, take possession of any troops and supplies they have escorted, and lead them into the camp.  They are allowed to cleanse themselves of the mud and rain of their journey in the camp’s baths (wooden tubs with the water heated by charcoal fires) and given simple meals of rice and tea while they wait to meet with Toturi Kobe.

· Any PC who wishes to assess the camp and army more accurately can roll Perception/Battle at TN 25 to suspect that this army, while small, is very well-commanded indeed.  There is not a single tent out of place, the latrines and baths are carefully placed, weapons and armor are clean and ready to hand, and the soldiers look cheerful and determined. 

· If a PC speaks with the soldiers, they express confidence in their commander, who they call “the young lord.”

· If any of the PCs are ronin and do not already have a job working for another PC, they will taken aside and invited to join the Shogun at hawking tomorrow.  They will not participate in the rest of the Introduction. 

Meeting with the Shogun

After a couple of hours, the PCs are escorted into the Shogun’s command tent in the center of the camp.  Banners with the Toturi mon and the symbol of the Shogunate flutter overhead, shaken by the rainy spring wind.   

Inside the tent, several folding chairs have been placed along both sides, leaving a clear path up the center to where the young Shogun is seated on another chair.  The other chairs contain several lesser samurai, including an Otomo courtier and an elegant-looking Crane nobleman. 

· The courtier is Otomo Hiroshi, an Imperial historian who has been attached to the Shogun as his aide.  PCs may have met Hiroshi in several previous adventures, and he will nod and smile to anyone he recognizes.

· The Crane is Daidoji Kowaru, the daimyo of the Daidoji family and husband to the Shogun’s older sister Yukihime.  PCs may have met him in adventures such as “Broken Words” and “Into the Darkness”; if not, they can recognize him with a roll of Intelligence/Lore: Heraldry at TN 20 or Lore: Crane at TN 15.

The Shogun, Toturi Kobe, is a young man of sixteen, muscular and compact, dressed in the elaborate full armor of the Shogun’s office.  His helmet, topped with a huge pair of stag antlers, is set to one side.  He has a calm square face and pale eyes that seem to stare right through the PCs.  He nods silently as each PC comes forward and bows, and makes no verbal response to anything the PCs might say, although he will offer a slight smile to anything clever the PCs might say or do.

Once all the PCs have presented themselves, Otomo Hiroshi clears his throat.  “Ahem.  The honorable Shogun offers his thanks for your visit and noble words and gestures.  Unfortunately,” he pauses as Kobe rises to his feet and picks up his helmet, “his duties to his soldiers prevent him from offering you the hospitality you deserve this day.  However, he has set aside some time tomorrow morning to go hawking, and invites you to join him on that occasion as his guests.” Kobe remains standing until the PCs accept (or reject) his offer, then nods and strides out of the tent.  Hiroshi bows to the PCs and follows his lord.

Socializing

After Kobe’s departure, the PCs will be free to speak with the other samurai who remain in the tent.  Aside from Daidoji Kowaru, who the PCs have already noticed, they include a weary-looking Crab (Hida Yakku) several Imperials, and a portly but muscular Mantis bushi named Yoritomo Tasuo.

Hida Yakku is a weary general who has been sent here to serve as Crab liaison to the Shogunate. He is a long-time veteran of service on the Wall, and for much of his life he was a jovial but honorable man. The catastrophe of the Shadowlands invasion claimed his home and family and he is now a broken and bitter man (hence his assignment here – he is no longer fit to command in battle).  He turns much of his misery outward, as anger toward the Clans he has protected his whole life. He is always dressed in full armor and there are multiple scars on his visible flesh.  A Perception/Medicine roll at TN 20 will notice recent scars on his wrists and suspect they are self-inflicted.

· Yakku will not bring up the conditions in Crab lands.  If a fellow Crab asks about them, he will grunt and say he has been assigned here since the winter snows melted and has no idea what is happening at home.  If a non-Crab raises the topic, Yakku will snarl that they should just shut up and leave the work to the Crab like they always do.  “You promise help, but what do we get?  Lumber, stone, food, yes, in return for marriages and future debts.  But men?  Soldiers?  You are too busy quarreling with each other to send anything like that.”  
· Yakku is not interested in a fair argument or debate, and any PC who tries to raise legitimate points will get only more bitterness and hostility.  For example, if a PC mentions the fact that the Crab are in these dire conditions partly because of their war against the Crane last spring, Yakku will reply, “So the Crane can insult us with impunity, then?  We must allow them to break their word?  And don’t try to tell me you would have respected us more if we had.  No one respects weakness.”  Similarly, if a Dragon PC mentions the commitment of tattooed men to aid the Crab, Yakku will sneer, “A few monks?  What will they do to the Shadowlands, pray at it?  We need soldiers, not bald-headed eunuchs.”   

· The other samurai here will pointedly ignore Yakku’s words and behavior, and he will return the favor.

If a PC takes enough offense at Yakku’s words to challenge him to a duel, the grizzled old general laughs. He dismisses any non-lethal challenges as wastes of time.  “I’ll not duel you, and I’ll not apologize for telling the truth.  You have a problem with that, take it up with my lord… if you can find him.”  If a PC demands a death-duel, he replies, “Sure, kill another Crab, why not?  I’ll just jump on my own blade and spare you the trouble, shall I?  It might take a while for me to get permission from my lord, though.”  The PC gains Obligation: Duel Hida Yakku.

Daidoji Kowaru will speak with cool politeness to everyone, but more warmly and cooperatively with Crane, Dragon, Phoenix, and Mantis PCs.  He seems outwardly a very self-controlled and confident man, and is continually and imperturbably creating origami from a pile of colored paper.  Many of the origami appear to come to life, waving limbs, running around the tent, etc.  He will offer one of these as a gift to any PC who impresses him favorably.

It is likely that some of the PCs will ask him about his wife Yukihime, whose name was proposed as Empress during the recent Winter Court.  “Indeed, the Imperials suggested my wife would be an appropriate choice to assume the throne of her late father.  Unfortunately, the situation has not yet allowed her to take up their offer.”  If he is speaking with a friendly PC, he will offer more details.  “Our Clan supported Yukihime-sama’s claim, of course, as did the Dragon and the Scorpion, and several of the Minor Clans.  However, the Unicorn and Mantis abstained – understandably to be sure in the case of the Mantis!  The Phoenix and Crab were divided in their counsels, and the Lion adamantly against.  They insist their own Lord Gintaku is the only true heir to Toturi’s bloodline.  If the Chancellor had lived, he could probably have faced down such obstacles… but without him, the situation is difficult.  For now we think it best for Yukihime to remain here under her brother’s protection.”     

If the PCs ask him about other matters, he will answer as appropriate.

· If the PCs mention the Shadowlands invasion, Kowaru will be unhappy at this distasteful topic but finally says that the Shogun has expressed hope of eventually aiding the Crab.  “The Dragon have committed some of their legendary tattooed men to go south to the Wall.  The Unicorn have also suggested they can send help after their peace treaty is completed with the Phoenix, although the Lion may obstruct that.”

· The heavy spring rains have made it difficult to get news from elsewhere in the Empire, but Kowaru has heard rumors that the Lion have moved two armies into the Scorpion lands to confront the Unicorn.

· He knows the Unicorn have announced a peace treaty with the Phoenix, which is supposed to be finalized at the Shrine of Ebisu.  Due to the spring rains he has not yet received word on whether this has happened.    

The Imperials are officers from the Third and Fifth Imperial Legions, which currently form the heart of Kobe’s army.  They are polite and well-educated men and women, and will avoid saying anything improper.  If the PCs ask them about the other Imperial Legions, they will not answer directly, but make a point of mentioning that several of them are in the south assisting the Crab, and those near the capital took heavy losses during the Thrane incursion last year.  

· If the PCs ask them about general affairs in the Empire, they will be carefully noncommittal, and express hope that the Empire’s wars and conflicts will soon be resolved.

· If the PCs specifically ask about the Imperial families and offices, they will mention that Emerald Champion Kitsuki Jiro is maintaining order in the Imperial Capital now that the Chancellor is dead. 

· If the PCs ask about the throne and the Emperor, they will try to avoid any commitment will expressing hope that a proper heir will soon be chosen.  If the PCs mention Toko, the alleged “Imperial grandson,” bastard child of the late Toturi Kobashi, they will parrot the official Imperial line that Toko should be adopted by whoever becomes Emperor.

Yoritomo Tasuo is the commander of the Fourth Legion.  Despite his portly build he is a formidable warrior with considerable strength in his limbs.  He is friendly and cheerful, chats with anyone who approaches him, and warns them to stay away from Hida Yakku unless they are fellow Crab.  “An angry one, that man.  Lost too much and now he can’t guard his tongue any more.”

· Tasuo will freely discuss most events in the Empire, but publicly upholds the Imperial Legions’ general view that the wars should end before anything else can happen, the throne will soon be filled, and so forth.  However, PCs who roll Raw Awareness at TN 15 can tell that his heart is not in such remarks.

· If any of the PCs are Mantis or Crab (or former members of those Clans who married out), he will invite them to join him for a drink in his tent later that evening.  In private he will tell these PCs that many of the Imperial Legions are refusing to acknowledge Kobe’s authority as Shogun.  “They say only the Emperor can appoint a Shogun, so until the throne is filled he is only a pretender.  I think they are fools, but what can I do?  I am one legion commander against many.”

Part One: A Morning of Hawking

The next morning, servants will lead the PCs to the outskirts of the camp.  There they find Kobe and Hiroshi waiting for them, along with several horses (enough for all of the PCs to ride) and a small escort of servants.  If any of the PCs have their own hawks or falcons (via the “pet” option in their Traveling Pack) they will be encouraged to bring them – otherwise Kobe and Hiroshi’s hawks will be used (they have over a dozen total).  Once the PCs arrive, everyone mounts up and Kobe leads them out riding on the rainy hills to the west of his army’s encampment.

Despite the wet weather, the hawks are eager and make several good kills.  PCs who wish to participate in the hawking directly (with their own bird or one borrowed from their hosts) can roll Awareness/Animal Handling at TN 20 to convince a hawk to hunt more aggressively and effectively, earning +1 point of Glory for themselves.  Otomo Hiroshi will cheer their efforts and make admiring comments about any hawks or falcons which the PCs might have brought along.  Toturi Kobe will, of course, remain silent during this entire event, but PCs who roll Raw Awareness at TN 20 will get the sense that he is assessing them carefully.

A Fearsome Discovery

The PCs spend about three hours riding through the wet grass and drizzling rain, loosing the hawks at rabbits and small birds.  By this time they are several miles away from the Shogun’s encampment.  At this point one of the hawks will discover something unexpected.  All of the PCs who are actively participating in the hawking should roll Perception/Investigation (Notice) at TN 20.  With a success, they see one of the hawks dive toward something on the ground – and then sit there, screeching irritably.  

Presumably the PCs will approach to see what is going on.  The hawk has pounced on a small gold pendant which is lying in the wet grass.  The bird chipped its beak on the pendant and is now angry and distressed.  

PCs can soothe the hawk with an Awareness/Animal Handling roll at TN 25 (or simply wait for the servants to arrive and collect the bird).  If they examine the area around the pendant, they can clearly see the tracks of a wagon and several horses cutting through the wet grass into the damp soil beneath, heading toward the west and perhaps a bit southerly.  A PC who rolls Intelligence/Lore: History at TN 15 will know that Beiden Pass lies in that direction, two days’ travel away.

If the PCs examine the pendant, they can see that it is inscribed with three interlinked chrysanthemums, circling equidistant around a tiny engraved monkey which appears to be waving at the viewer.  There is no obvious meaning to this other than the chrysanthemums, which are the symbol of the Imperial house.  (PCs who don’t realize that can roll Intelligence/Lore: Heraldry at TN 15 to know it.)

Once the PCs have had a chance to see what is here, Otomo Hiroshi and Toturi Kobe will ride up, and Hiroshi will ask what the PCs have found.  Presumably the PCs will show them (if they don’t, the adventure is effectively over).  Hiroshi will at first seem only mildly intrigued, but Kobe will turn pale, his face tightening into a set mask.  He spurs his horse forward and snatches the pendant from the PCs, staring at it closely. And then he speaks, in a harsh, croaking tone, like someone who has not used his voice in a very long time.

“This is my sister Chisa’s pendant.  I gave it to her before I left for the Crab lands.”

An Urgent Pursuit

Kobe will not speak again, but Otomo Hiroshi will immediately deduce what he wants from his grim expression.  “Honorable samurai.  If Toturi Chisa-dono’s pendant is here, it can only mean she has been removed from the Imperial Capital, as should not be done.  Lord Kobe-sama and I will ride back to the main camp for help, but if she has been taken there is no time to lose.  Please pursue this trail immediately, in the name of the Shogun.  We shall send help as soon as possible.”

The PCs can refuse if they wish, but doing so not only removes them from the adventure, but also costs them a number of points of Honor equal to their Honor Rank and a number of points of Glory equal to twice their Glory Rank.  Kobe does not care about their skills or qualifications at this point – he just wants to send whatever he has available after Chisa – and Hiroshi will convey this to any PCs who point out their potential lack of skills.  

If the PCs do pursue as commanded, Kobe pulls out a  chop – his personal seal as Shogun – and hands it to the PC with the highest Status.  Then he and Hiroshi wheel about and head back toward the main camp at a gallop.

Initially, the PCs will have no difficulty following the trail, which cuts across country more-or-less in a straight line toward Beiden Pass.  The wet ground and rain has made the tracks very deep and obvious.  If the PCs want to try to deduce more about what they are following, they can roll Intelligence/Hunting (Tracking) at TN 20 – this will tell them they are following a horse-drawn wagon and two mounted escorts.  If the PCs make TN 25 or better, they can tell the horses are Unicorn warhorses – which are normally available only to the Unicorn Clan and the Imperial house.  If they make TN 30 or better, they can tell the tracks were made since yesterday morning (e.g. within the last 24 hours).

· If a shugenja Communes with the spirits on the trail, the Earth and Air spirits will confirm that a wagon and two horsemen passed by.  They describe the wagon as containing “an old man, a young man, and a girl” and the horsemen as “strong men.”  If the PC Communes with Water spirits in the ground, the spirits show a plain but very high-quality wagon driven by an elderly servant (the others inside the wagon cannot be seen) and escorted by two well-equipped horsemen wearing no obvious Clan colors.

For the rest of the day, the PCs will be able to follow the trail across the countryside with little difficulty.  

Part Two: On the Trail of Chisa

Toward evening, the trail the PCs are following merges with the Great Imperial Road that traverses the southern Empire.  It is a huge thoroughfare built of packed gravel over stone, wide enough for two or three caravans to pass abreast.  At present, traffic is slow due to the spring weather and the wars.  

The road lies within Lion lands and is vigorously patrolled by Lion wardens, who demand the PCs’ business (with suspicion if any of the PCs are Unicorn).  Once the PCs show Kobe’s chop, whether or not they explain their mission, the wardens will become cooperative and more polite.  If the PCs ask about a wagon escorted by two horsemen, the wardens will not personally recall it.  “We see a great many wagons on this road, samurai-san.”  They suggest the PCs ask at the next inn or the checkpoint at the Three Sides River, which the PCs should reach tomorrow if they keep on the road.

The PCs cannot really track the wagon on the road, due to the hard surface and rain.  Commune will not help either once they are on the road, since the numerous trade wagons make it impossible for the spirits to distinguish one from another.  However, if they Commune with the spirits at the point where the trail merges with the road, they can confirm that the wagon kept moving westward on the road (toward Beiden Pass). 

The Roadside Inn

The PCs will travel well past sunset, forging through pouring rain, before they reach a place to stop – a large roadside inn whose lights are a glimmering beacon through the darkness.  

The inn is clean and well-run but rather plain, as one might expect in Lion lands, and is crowded with travellers taking shelter from the rain.  Mostly these are commoner merchants, along with a few Yasuki and Daidoji merchant patrons accompanying their vassals.  There are also a few Lion couriers carrying messages between their Clan’s various armies.  

Smart PCs will ask the innkeeper or his employees about a wagon passing through with two escorts and a young girl on board.  They will claim not to remember such a visitor, but if the PCs roll Awareness/Investigation (Interrogation) at TN 20, they will realize these commoners are hiding something.  If the PCs flex their authority and make it clear they are not to be deceived, the inn employees will give in and admit that such a wagon stayed here last night.  “There was a girl of about ten, and a young man who seemed to be her older brother, with two ronin guards and an old servant.  They paid extra for us not to mention their visit.”  The wagon left very early the next morning, heading west.  If the PCs ask for specific descriptions of the girl and young man, they describe them as best they can:

· The girl was “pretty and friendly, a sweet little thing she was, but she seemed unhappy and downcast.”  They did not get her name, but if a PC makes an Awareness/Investigation (Interrogation) roll at TN 25, one of the servants remembers that she called the young man “Hiza-kun” a few times.  She seemed unhappy with him.

· They describe the young man as apparently a bushi, from his build and the way he carried himself, but he did not have any visible weapons.  He seemed to be in charge of the group and gave orders to the others.  If a PC has met Toturi Hizatoru in the adventure “Devoured by the Sea,” that PC can roll Raw Intelligence at TN 20 to deduce from the description that this may be the same person.

Pushing Harder?

PCs who are deeply concerned about Toturi Chisa’s safety may decide to try to push on instead of staying at the Inn for the night.  This is unwise.  The PCs will make poor time at night, riding in rain-soaked darkness, and their horses will founder by dawn, forcing them to continue on foot.  Also, unless they have spells or other abilities that allow them to forego sleep, they will be at a +5 TN penalty to all actions by morning, and +10 by the following evening, unless they stop to rest.  They will not be able to catch up with Hizatoru and Chisa – their lead is simply too great.

The Bridge at the Three Sides River 

Regardless of whether the PCs rest at the inn or not, after another eight hours of travel they will reach the Three Sides River.  As they approach the river, the road will become more crowded – Lion supply caravans are flowing into the road from every direction, funnelling toward the Scorpion lands where fighting is underway.  If the PCs speak with any of the caravans or their samurai escorts, the Lion speak confidently of defeating the Unicorn armies and then marching south to save the Crab from the Shadowlands invasion.   

You crest a low ridge and see ahead of you the great blue-brown course of the Three Sides River, stretching from north to south out of sight, its outline blurred by the heavy rain, its waters high and thrashing against the pylons of the great bridge which crosses it.  Beyond the river, the Seikitsu Mountains are barely visible as a gray outline on the horizon; in the heavy rain you cannot make out the cleft of the re-opened Beiden Pass.

The bridge is guarded by a Lion checkpoint, with soldiers reviewing the travel papers of all who pass, even their own supply caravans.  They will question the PCs carefully but are fully cooperative once the situation is made clear.  If the PCs ask about the wagon they are pursuing, the guards consult with each other and eventually report: “Yes, a wagon of that description passed through yesterday afternoon.  The travel papers were authorized by… hmmm… yes, by an Otomo Sukishi in the Imperial Capital.  Naturally it is not our business to question the authority of such an august personage.”  They will be obviously concerned at the notion that a Toturi heir (or more than one) may be heading into a war zone, and will wish the PCs the best of luck.  “Ancestors guide your paths, samurai-sans!” 

Through Beiden Pass

Crossing Beiden Pass is a two-day journey, and the road is bedeviled with frequent rockfalls and mudslides – the Pass has only be re-opened for a year, and the heavy rains are straining the engineering work.  The caravans are forced to halt more than once as teams of laborers under Lion command clear the road.  If the PCs ask these repair teams about the wagon they are following, they can roll Awareness/Investigation (Interrogation) at TN 25 to find a few of them who remember seeing a similar wagon a day or two ago – they are vague about the timing, due to being overworked and exhausted.  They are pouring all their efforts into keeping the Pass open so they can supply the Lion armies in the Scorpion lands. 

Halfway through the Pass is a large roadhouse for the convenience of travelers.  Two caravans will be camped around the roadhouse whenever the PCs arrive, using its shelter to dry their clothes and cook rice and soup.  If the PCs stop as well, they will be welcomed as fellow travelers in difficult conditions.  

· Shugenja PCs may try to Commune with the kami here to confirm whether Hizatoru and Chisa stayed here on the previous night.  The spirits will have trouble remembering a specific visitor due to the large amount of traffic.  Earth and Air spirits can recall a wagon with a young girl inside if the shugenja makes at least two Raises for Clarity.  The Water spirits will show an image of Chisa peeking out of a wagon with three Raises for Clarity.  (PCs who have met Chisa in previous adventures such as “Grave of Heroes” will recognize her.) 

PCs who push on through the Pass at night will be putting themselves in physical danger, due to combination of darkness, rain, mudslides, and rough conditions.  Each hour they travel through the Pass at night will require either a Perception/Athletics roll (if they are on foot) or Perception/Horsemanship (if they are mounted) to avoid a slip and fall that inflicts 2k2 damage.  Such a fall will also lame their horse.  Regardless, pushing through the night will be utterly exhausting and by morning the PCs will be at a +15 TN penalty to all actions.

The City of Beiden

Once the PCs finally get through the Pass, they will reach the city of Beiden in Scorpion lands.  Some of the PCs may have visited this city two years earlier in the adventure “Shadows of Beiden” and they will notice several changes.  

The city of Beiden seems to have undergone a sudden and dramatic transformation.  Whole sections of the city seem to have been razed and are now being rebuilt, and a vast tent-city of laborers sprawls across the city’s western side.  Lion banners flutter in the center of the town, and patrols ride around the edges of the city.   

The city of Beiden is a place caught between recovery and the trials of war.  The re-opening of Beiden Pass was bringing a surge of prosperity into the town, but two weeks ago the Lion surged through the Pass and occupied the town, bringing the reconstruction to a halt. Instead, the labor teams have been drafted to help the Lion keep the Pass open and repair the road damage caused by the passage of the Lion armies and supply columns.  The local samurai residences are abandoned and the Lion occupation commander has taken possession of the governor’s mansion.  The downtown barracks for the local garrison has been burned to the ground.  

In the center of the city there is a small merchant’s market, but it is currently largely inactive, with only a handful of merchants offering basic essentials.  There is a busy smithy working at repairing armor and weapons for Lion troops.  There are three Inns in the city, crowded with Lion soldiers and their dependents, and the city’s tea-houses, sushi stands, and noodle shops are doing a booming business catering to the occupation troops.  

The Opium Dealer

A random PC will encounter Hiei the Dealer outside of their inn.  Hiei wears fine-quality commoner clothing and an umbrella to protect himself from the rain.  He will greet the PC warmly and offer to sell some incense sticks for “assistance in meditation.”  These are actually laced with opium, and he is trying to build up the customer base for the gangs he serves.  "Shrine are wonderful places, samurai-sama, but often I find the peacefulness of seclusion helps to focus my mind.  If this is the case for you as well, I highly recommend using some of my incense stick to help clear your mind."   Hiei will normally offer the first stick for free, charging 2 bu for each subsequent stick.  If the chosen PC is already an opium addict, Hiei will be more overt in his sales pitch and will not offer a free incense stick.  

If a PC uses one of the incense sticks to assist in meditation, allow the PC to roll Void/Meditation at TN 15.  With success, the PC’s surroundings seem to wobble for a moment and then become simultaneously clear and dreamlike, as though the PC is suspended outside of reality.  This state lasts for about an hour, but has no beneficial effects.  Afterward, the PC (or someone else told about the symptoms) can roll Intelligence/Medicine at TN 25 to realize this was probably a drug effect.  

At the end of the adventure, any PCs who burned the incense sticks must roll Raw Willpower against a TN of 5x (number of incense sticks burned).  PCs who fail gain the Disadvantage “Compulsion: Opium.” 
Tracking Chisa from Beiden

Presumably the PCs will stay at one of the Inns in Beiden and will make inquiries about the wagon they are pursuing.  If they speak with the local Lion troops, a roll of Awareness/Investigation (Interrogation) at TN 20 will eventually (after an hour) track down the patrol that checked travel papers on the wagon when it went through the previous evening.  The Lion can report (again) that the samurai on the wagon had travel papers approved by Otomo Sukishi.  If the PCs made TN 25 or better, or if they ask for more information, the Lion will mention the driver of the wagon said they were headed toward Kyuden Bayushi from here.  

If the PCs inquire at the three Inns, they can eventually locate the one where Hizatoru and Chisa spent the night. As before, Hizatoru bribed the employees to say nothing, but PCs can force cooperation with domineering behavior, threats, or larger bribes.  If the PCs roll Awareness/Investigation (Interrogation) at TN 20, one of the inn employees will let slip that the “pretty young girl” complained that they were going to Kyuden Bayushi.  “I think she was frightened of visiting the heart of the Scorpion lands, poor thing.”
Learning which way Hizatoru and Chisa turned from Beiden is important, because the road to Kyuden Bayushi is not the same as the Great Road (which continues southwest toward the Crab lands), nor is it the only other route leading out of the city (there is also another major road leading south toward Toshi Aitate).  

If none of the PCs are able to find the information that Hizatoru and Chisa turned northwest toward Kyuden Bayushi, they will probably continue to follow the Great Road.  South from Beiden the Great Road is less crowded, and most of the traffic on it is supply convoys headed for Crab lands.  After several hours’ travel the PCs will come to a large village and a Scorpion checkpoint (at this point they are beyond the Lion occupation zone).  Inquiries here will confirm that no wagon matching the PCs’ description ever came here.  The PCs will have to retrace their steps to Beiden and find the correct path.   

Company on the Road  

Whenever the PCs finally set out on the correct route (northwest toward Kyuden Bayushi), their road will be shared by a ronin.  He is a tall, lean man in early middle age, reasonably well-dressed for a wave-man, with his daisho slung across his back and a broad-brimmed straw hat protecting him from the pouring rain.  He calls himself “Honzo,” but PCs who played the adventure “Kharmic Vengeance” can roll Raw Intelligence at TN 20 to recognize him as Soshi (Kobura) Honzo (PCs with Precise Memory need only roll TN 10), a member of the tiny Kobura family of which Soshi Keilani was the daimyo.   

Honzo will say he is heading toward Kyuden Bayushi, where there is rumored to be imminent fighting between the Lion, Unicorn, and Scorpion.  “A good place for a man like me to be,” he says with a smile.  None of this is technically a lie, and he will avoid ever directly saying he is a wave-man, allowing the PCs to draw their own conclusions from his appearance.  

· If any of the PCs are true-born and loyal Scorpion (whether or not they are still members of the Clan or have married out), Honzo will make some subtle hand gestures to them, letting them know he is “one of the blood.”  They can recognize this with a roll of Perception/Investigation at TN 15.  He will avoid actually speaking with the PCs at this point, since privacy will be difficult to attain on the road.

Part Three: Floods at Shiro Inbi

The PCs will spend most of the day slogging through the forested hills of the central Scorpion lands.  The roads here have been badly churned up by the recent passage of Lion troops and supply convoys, and the occasional small farming villages tucked into the valleys have been stripped of food and supplies.  The peasants watch the PCs pass by with sullen wariness, looking sidelong while their faces are pressed into the mud by their prostrations.  

It will be impossible to physically track Chisa’s wagon on this road, but shugenja PCs can potentially Commune with the spirits on the road, especially the Earth and Water spirits, to confirm the passage of the wagon.  It will require three Raises for Clarity to get confirmation of the correct wagon.

Finally, in later afternoon, the PCs emerge from the forested hills and sight Shiro Inbi below them:

In the valley ahead of you is a small river flowing westward.  The river forks and the two branches spill over a rugged, stony ridgeline and down into the broad plains to the west, doubtless hurrying toward the River of Gold.  Between the two branches of the river, perched on a narrow spit of land, is a modest four-story castle with colors and banners in the colors of the Scorpion.  A village crouches below the castle, filling most of the remaining ground on the small wedge-shaped island.  A wide bridge crosses the near branch of the river to the village and castle, and you can just see two smaller bridges crossing from the castle to the far side. The river is churning and spilling over its banks, brown water rushing into the fields to either side, but the road and the bridges remain above the water level for now.  

Presumably the PCs will try to hurry through this obstacle in order to stay on the trail of Chisa and Hizatoru.  The road crosses the flooded rice fields on a causeway to reach the first bridge, and the PCs can traverse it without difficulty, although the bubbling flood waters a few feet below the level of the causeway are certainly alarming.  The bridge is well-built and its planks echo thundering beneath their feet and their horse’s hooves.  However, when they are about three-quarters of the way across, all the PCs hear a churning roar from upstream.  

Looking in that direction, they can see a massive surge of foaming brown water rushing downstream – the front edge of a flash-flood, the waters boiling with energy and tossing branches, logs, and even a few dead animals.  They will also hear cries of alarm from the village.  Farmers are struggling to climb onto the roofs of their huts, dragging up their women and children behind them.  Other folk rush toward the castle, seeing safety in its stone walls.

Obviously, staying on the bridge is a bad idea, and by now there is not time to run back the way they came.  In addition, compassionate PCs will probably want to help the villagers – Honzo will rush forward to do so regardless of what the PCs do.  

Within a minute, the flood will hit and wash across the village, smashing the buildings on the eastern side of the island and threatening to sweep away those on ground level who are not sheltered.  Any PCs who have not taken refuge in the lee of a building or against the walls of the castle must roll Strength/Athletics at TN 20 or be knocked off their feet.  If they are on horseback, they must instead roll Strength/Horsemanship at TN 25 to keep their horse upright – otherwise it is swept away and the PC is off his/her feet.

· PCs knocked off their feet have two chances to recover (in effect two Rounds), by rolling Strength/Athletics at TN 25 to catch a building.  The PC can also use a spell to try to recover, but this will have to be an Innate spell, since the PC cannot pull out a spell-scroll while tumbling through the water.

· Other PCs who have not been knocked over can attempt rescue by throwing a rope (Raw Agility TN 10 for the endangered PC to catch the rope) or by reaching out to grab a PC who is being swept past (Agility/Jiujutsu at TN 20 to catch the other PC).  Spells may also be used to make a rescue, as adjudicated by the GM.     

If the PCs cannot be rescued after two Rounds, they will be swept away downstream, over the low waterfall/rapids into the plain below.  The PC takes 4k3 damage from this and, assuming s/he survives, is effectively out of the adventure – the PC finally gets washed ashore many miles downstream, and unless s/he has magic that allows rapid travel (such as the Centipede tattoo or a suitable spell) will spend the rest of the adventure hiking back.   

Helping the Village

After the initial surge passes, the village will still be in serious danger, as the flood continues to churn through the streets, sweeping away many flimsier buildings.  The village’s small ox herd bellows in terror and the granary bows and buckles under the watery onslaught.  The gates of the castle are pushed open against the fierce resistance of the water and Scorpion samurai will begin urging the village women and children inside, shouting orders, and trying to organize efforts to save the oxen and the granary and to rescue those trapped atop or inside buildings.  Honzo will join in with these efforts with a will.  It is up to the PCs whether to help or simply take shelter inside the castle – however, physically capable PCs who refuse to help are failing to show compassion, and if their Honor Rank is 1.0 or higher they should lose 1 point of Honor (2 points if their Honor is 4.0 or higher).

· All PCs who help physically (as opposed to casting spells) will have to roll Strength/Athletics or Strength/Horsemanship (depending on whether they are mounted or on foot) each time they make a skill roll.  Failure means being swept off their feet as above.  However, because the first surge of the flood has passed, the TNs are only 10 for either skill.  

· Each PC may only help with one aspect of the rescue – either saving the oxen, saving the villagers, or rescuing the supplies.  It will not be possible to finish with one task and then switch to the other, since by then either everything has been accomplished or the waters have swept away what could not be saved.   

· PCs who wish to help drive the oxen inside the castle can roll Willpower/Animal Handling at TN 25 to force the oxen to move.  Alternatively, a PC can physically drive an oxen into motion by rolling Raw Strength at TN 15.  A shugenja can persuade the oxen to move with spells like Nature’s Touch, or possibly lift them with flying spells (each ox weighs 500 pounds).  It will take three total efforts (rolls or spell-castings) to save all of the oxen.  

· PCs who help with rescuing the rice, barley, and other stores from the granary can pitch in physically by rolling Strength/Athletics at TN 25, or organize the villagers to rescue the supplies by rolling Awareness/Battle (Mass Combat) at TN 25. Shugenja may also be able to use spells in creative ways to help save the grain, such as by creating barriers to protect the granary or the villagers, or casting flying magic on the people carrying the supplies.  It will take a total of three such successful efforts to save all of the supplies.  

· PCs who dedicate themselves to rescuing trapped villagers will need to roll Strength/Athletics at TN 25 to carry villagers back safely to the castle. Alternatively, they can encourage villagers into saving themselves by role-playing a speech and rolling Willpower/Storytelling (Oratory) at TN 25. Finally, shugenja may once again use spells to save villagers with flying magic, spells that let villagers walk across water, and so forth.  Honzo will dedicate himself to the task of rescuing villagers, so it will only take three successful efforts from PCs to save all of the villagers. 

Some PCs may be able to come up with other more creative ways of saving the villagers, the supplies, and/or the oxen.  The GM should reward creativity.  Note that the Scorpion samurai are also doing their best to save the situation – the efforts required here from the PCs represent what must be done in addition to the Scorpion efforts in order to save everything.

Once the PCs have succeeded or failed, everything that can be saved has been saved, and the Scorpion drag the castle gates shut.  The villagers huddle in the slightly-flooded courtyard of the castle while the samurai organize them and take the supplies inside to be safe.  At this point the PCs will become aware of a young and rather handsome Scorpion nobleman who is commanding their efforts – Bayushi Shintaro, the lord of Shiro Inbi.  

Bayushi Shintaro is an attractive young man in his twenties, with a clean-cut face and a simple mask that frames his features without concealing them.  He comes across and sincere and dedicated, and clearly moved by the suffering of his people.  Although it may not be immediately apparent, Shintaro is a junshin – a Scorpion who genuinely believes in Bushido and tries to follow its precepts.  

Aftermath of the Flood

Once the PCs have finished with any rescue efforts, it should be clear that they cannot continue further on the trail of Chisa today – all of the bridges are now completely underwater, visible only as a churning hump in the surface of the river.  

Shugenja PCs may try to pursue some options for continuing across the river.  The only realistic magical options that can get any PCs across the flooding river are flying spells – and in general, these spells will only target one person at a time.  Spells that allow one to pass into the earth, walk on water, and similar tricks may allow a single shugenja PC to cross the water, but not the entire group – and walking on the surface of a river in full flood is hazardous, to say the least.  Spells that freeze large bodies of water or employ devices will not succeed, because the flood will be too strong for the ice to hold together. 

It is possible that the PCs may be able to get the entire group across the water with magic, but such situations will be unusual.  Given that it is late afternoon, the PCs are exhausted, and the daimyo is about to offer them hospitality, it is far more likely they will stay the night and hope for the river to recede by morning.

Part Four: Guests at Shiro Inbi

Daimyo Bayushi Shintaro will thank the PCs for their help and efforts (if any) and welcomes them to his castle. “I fear our hospitality cannot be of the best in these conditions,” he apologizes, but offers them rooms to stay the night, along with the chance to bathe and change into dry clothes.  He invites them to attend his court once they have cleaned up.  “Shiro Inbi is but a modest and humble castle, tasked with protecting this river crossing, but we do our best to maintain civilized standards.  I am sure everyone will be glad to meet new visitors.”

Welcome to a Bedraggled Court

Once the PCs have cleaned up, servants will lead them to Shiro Inbi’s rather modest main court chamber.  Daimyo Shintaro is waiting for them, and presents his wife Miyako and an assortment of courtiers, including representatives from the Crane and Crab Clans.

Bayushi Miyako, the daimyo’s wife, is a pretty young woman in her late teens, and is expecting her first child.  She is quite sweet and charming, and has a knack for getting others to trust her – however, unlike her husband, she is not a junshin.  The Clan arranged her marriage to Shintaro to make sure there would be someone reliable in Shiro Inbi.  Miyako is aware that something is amiss in her husband’s castle, but has not yet figured out what it is.  Currently she blames the Crab, who are thuggish and disruptive.  


Bayushi Kinzo is lord Shintaro’s karo (chancellor) and is a harried-looking man in his forties, with wisps of gray hair leaking past his wooden mempo.  He will be very busy throughout the time the PCs are here, keeping track of what damage the flood is causing, taking reports from his underlings, and delivering news to lord Shintaro.  He does not realize there is anything wrong in the castle other than the current war and natural disaster (which between them are more than enough to consume his attention).

Bayushi Rina is a courtier who wears a white wooden mempo covering her entire face.  The right half of the mask is painted with a grin while the left half has the image of a snarl.  She steps lightly on her feet, and wears a voluminous formal court kimono that shrouds her body and build.  She has a melodious and youthful speaking voice and enjoys flirting with male samurai, although she never actually engages in affairs.  She is aware that Doji Miyame is having an affair with her yojimbo, and also of Hida Tenko’s increasingly erratic behavior.  She dislikes Kuni Otoyo because he has made some remarks suggesting her mask and clothing are hiding something untoward.  

· Rina is not Tainted, but her strange customs of dress and all-concealing mask may well arouse the PCs’ suspicions, much as they have Otoyo’s.   

Bayushi Yoto is a young artisan, a sculptor who has been taken under the wing of lord Bayushi Shintaro.  He is expecting to unveil his first major artwork tonight, and will eagerly speak with any PCs who have artistic skills or pretensions.  He will talk happily about the plans for his statue’s unveiling but will manage to restrain himself from mentioning the theme of his work.  If any of the PCs are both socially prominent and wealthy (e.g. Imperials, Crane, Unicorn, or Mantis with Status 5.0 or better) he will subtly sound them out about the possibility of patronage – he wants to move to a more prominent court, but doesn’t want to disrupt his position here without confidence of a better place somewhere else. 

Yogo Akira: The court shugenja of Shiro Inbi is someone the PCs may have encountered in the adventure “Bloom of the White Orchid.”  He is a young man with a thin face and smirking lips.  He wears a mask which frames his eyes and covers his nose while leaving his mouth exposed.  His Clan and appearance notwithstanding, Akira is not a spy, liar, or seducer, and will be generally friendly toward the PCs unless they do something to anger him or his lord.  Akira has a personal dislike of Kuni Witch Hunters, seeing them as uncouth purveyors of superstition and paranoia, and treats Kuni Otoyo (and any PC Witch Hunters) with hostility and malice – which is turn has caused Otoyo to suspect him of being Tainted.  

Doji Miyame appears to be a youthful Crane courtier, no more than 17 year old, dressed in traditional blue robes and with her white hair pulled into a maiden’s foxtail.  A single lock of hair along the right side of her face is tipped with black, her natural color, as though like the bristles of a paintbrush (a roll of Intelligence/Courtier at TN 20 recognizes this as a conscious affectation to draw attention).  Miyame speaks is a soft, reserved voice, and comes across as innocently fascinated by new visitors – especially well-known male samurai.  

· Miyame likes to talk about her love of calligraphy and about her 5-year-old brother, Hisagi, who hopes to one day enter the Kakita Dueling Academy.  

· If she is talking with a male PC with Glory 6.0 or higher, she will flirt casually, complimenting him on his reputation and looks.  She does the same with the daimyo (Bayushi Shintaro) and his karo.  She will not be overt or salacious in her behavior, since that would be out of character for an idealistic young Crane courtier.

· Miyame claims to be newly assigned to Scorpion lands, and names Kyuden Doji as her home.  “I was hoping for an assignment to Kyuden Bayushi, but with the war underway, perhaps it is for the best that I was sent here instead.  I’ve heard a rumor that the Khan’s force has placed Kyuden Bayushi under siege.”


All of Miyame’s personality is of course a ruse – she is an Oni no Pekkle, the same one the PCs encountered in “Assigning Blame” under another guise.  If a PC for whatever reason expresses distrust or suspicion toward Miyame, s/he can roll Awareness/Investigation (Interrogation) at TN 40 to recognize she is less innocent than she appears and is playing to her audience’s feelings (she is an extremely skilled deceiver, hence the high TN).  A PC who wants to know if her specific back-story is true will have to make a Contested Roll of Perception/Investigation (Interrogation) against her Awareness/Deceit (Lying) – an extremely difficult challenge.  If a PC succeeds, Miyame will notice a change in the PCs attitude toward her and immediately cease conversing with him or her.

Daidoji Genjo is Doji Miyame's yojimbo, a rather plain-faced young man in his late teens with a serious and somewhat driven air.  He always lurks near Miyame and watches everything she does covertly.  If the PCs speak to him directly he will be brief and somewhat antisocial, but shows great dedication to his duties.  Genjo is mildly Tainted – this can be detected by a Moto Death Priest, and a Kuni Witch Hunter who uses his/her Rank 2 technique can likewise sense some emotional instability typical for those with Taint. He will angrily deny any suggestion he might be Tainted, if necessary challenging the PC to a duel for slander.

PCs who watch Genjo’s behavior and attitudes can roll Awareness/Investigation at TN 25 to recognize that he is completely infatuated with his charge, Miyame. 

Kuni Otoyo is a grizzled veteran Witch Hunter who always wears fearsome Kabuki paint on his face.  He is the younger brother of Kuni Otango, who PCs may have met in several previous adventures, and will be guardedly friendly toward PCs who had good relations with his elder sibling.  Otherwise he will grunt noncommittally at the PCs when introduced.  After the PCs start socializing, Otoyo will approach any Crab PCs (or other PCs who belong to anti-Shadowlands groups or organizations, such as Inquisitors or Jade Magistrates) and ask them to meet him privately for tea. Otherwise in the main court he will generally remain silent, directing baleful glances toward Bayushi Rina, Yogo Akira, and the Crane (who he dislikes on general principles).  

Hida Tenko is Otoyo’s bodyguard.  He is a psychologically troubled man whose behavior has become significantly worse as a result of his growing Taint.  At the initial court he will be dour and silent, with a hunched posture and shifting eyes.  He is heavily Tainted by the machinations of Doji Miyame, and the PCs will be able to detect this fairly easily even without resorting to jade. 

Honzo will be invited to attend the court in reward for his courageous action during the flood.  He actually fits into the court well and is quite well-spoken.  If any of the PCs are true-born and loyal Scorpion (whether or not they are still members of the Clan or have married out), he will quietly invite them to walk the battlements of the castle with him later that evening.  

Conversations at Court

For the most part, the topic of conversation at the court will be the severe flooding and, more generally, the heavy spring rains which are threatening floods and disrupting planting season all across the western Empire. Opinions are divided as to whether these storms represent a judgment by the Heavens or are merely the result of bad fortune.  PCs who distinguished themselves in the efforts to protect the village from the flood will be praised at length and their virtues complimented, although if they are Unicorn or Lion PCs the praise will have a certain forced air to it.  However, no open insults will be allowed – Bayushi Shintaro keeps his court civil and honorable.

· The ongoing war will be a topic for conversation between the Scorpion and any PCs who are not Unicorn or Lion.  The Lion armies crossed the river upstream from here barely a week ago and a clash between them and the Unicorn is expected at any time.  There are also rumors that the Unicorn are besieging Kyuden Bayushi, although concrete information is lacking.

· If the PCs inquire about the wagon with Chisa and Hizatoru, Shintaro will ask his karo Kinzo to look into the matter.  After a while Kinzo will receive reports from the castle guards that a wagon resembling that description passed through yesterday.  

· The topic of the Shadowlands invasion and the fighting in Crab lands will be avoided as much as possible, both out of propriety and in order to avoid provoking Kuni Otoyo and his bodyguard, who are generally regarded as an unpleasant burden on the serenity of the court.

· If the PCs ask the other samurai for information about Otoyo and Tenko, they can learn that the two Crab came here at the start of last winter in response to Lord Shintaro’s invitation to the Crab Clan.  However, unlike the castle’s other winter guests, they have remained since spring.  No one seems to know why and the Crab refuse to say.

· If the PCs ask about Doji Miyame and her bodyguard, they learn she came here at the end of winter as a representative from the Crane, speaking of her Clan’s hope for improved relations with the Scorpion.  

· If the PCs ask about Bayushi Rina, Otoyo will clearly regard her as sinister and threatening, while Miyame will make some mildly catty remarks about Rina’s unwillingness to show her face.  “A very Scorpion trick, from what I was told at the Doji school.  By concealing her features she makes herself far more fascinating than if she showed them.”

· Everyone at the court will publicly express high praise for Lord Shintaro, who is described as a dedicated and honorable man who rules his lands justly and well.  However, any Scorpion PCs will get conversational hints from the other Scorpion NPCs that Lord Shintaro is a little too honorable for his own good.   

Tea with Kuni Otoyo

If Kuni Otoyo invited any of the PCs to have tea, he will meet them on a balcony on the third floor of Shiro Inbi.  Rain drifts in under the eaves and dampens the PCs as they sit opposite Otoyo at a low table.  A servant delivers a pot of tea and cups, then departs.  Otoyo’s bodyguard Tenko is not present, oddly.

Otoyo will inform the PCs that he suspects Shadowlands infiltration within the castle.  He claims to have seen signs of the Taint in the behavior of both peasants in the village outside and in at least three people in the castle – Bayushi Rina, the court shugenja Yogo Akira, and his own bodyguard Hida Tenko, who tested pure before they came to this castle last winter.  This is why Otoyo has refused to leave the castle – he wants to solve the problem.  Unfortunately, Lord Shintaro his dismissed his concerns.  “The Scorpion lord is an honorable man – unusually so for one of his Clan.  But like many samurai, he does not take Witch Hunters very seriously, even in these dire times.”  Otoyo shakes his head in disgust.  “A pity none of the Kuroiban are here, they at least might listen to me.”  

Otoyo does not have a specific suspect, but he is highly suspicious of Bayushi Rina due to her heavy clothing and full-face mask, which may be hiding Taint symptoms.  He does not currently suspect the Crane, but if the PCs mention Taint symptoms in Daidoji Genjo, he will be intrigued and will pursue the investigation aggressively.  

Otoyo is hoping the PCs, as new arrivals who have an aura of heroism around them from the flood, will be able to help him track down the source of the Taint and eliminate it.  He believes if the PCs find new evidence and present it, Lord Shintaro may be more willing to listen to them than to him.  He warns over-eager PCs against any attempts to use magic as evidence: “Lord Shintaro takes the Imperial prohibitions against magical evidence very seriously, as he does most such traditions.” 

Speaking with Honzo

If any Scorpion PCs agree to meet with Honzo on the battlements, he will walk with them in the open spaces between the guard posts.  By now it will be near-evening, the sky turning from gray to black as the Sun sets behind the broiling rainclouds.  To the northeast the PC(s) can see torches flickering in the distance, tiny sparks behind the walls of rain.  Honzo nods toward them: “The Lion and Unicorn prepare to fight.  The clash could come tonight, or tomorrow.”

He will explain to the PCs that he is still part of the Soshi vassal family of the Kobura, but has gone underground.  “Lord Bayushi Tamoru has decided our Clan must pretend defeat and put as much of our strength into hiding as possible.  We cannot withstand the Lion and Unicorn directly, but if we feign defeat it will buy us time to recover.  Many of our ranks are becoming outwardly ronin, as I am doing, to conceal our strength.  Our remote strongholds, such as Shiro Yogo, will be able to endure… but Tamoru has told us he intends to allow Kyuden Bayushi to fall.”    

Honzo and several others like him are covertly spreading the word to the rest of the Scorpion about Tamoru’s plans.  The intention is that the Scorpion will retain their presence in the courts but will convey the outward appearance of military defeat and powerlessness.  

The Artistic Presentation

Despite the disruptions caused by the flooding, Bayushi Yoto will present his new statue to Lord Shintaro that night after dinner.  All guests at Shiro Inbi will be invited to attend.  The sculpture is supposed to depict a Crab and a Scorpion (the iconic animals, not samurai) in a pose of cooperation, perhaps facing off against an unseen enemy.  However, when Yoto pulls off the silk covering the sculpture, it is defaced, crudely painted with black ink on the front of one statues – the face of the Scorpion statue has been painted to look like Rina’s mask.  

Needless to say, this event will cause considerable shock and disruption, as an outraged Yoto demands to know who could do such a thing.  Doji Miyame will give a sidelong glance at the two Crab, and in response Hida Tenko will loudly say that he had nothing to do with it.  “I saw your bodyguard in here earlier today, Crane – who’s to say he isn’t the one who did this?”  A loud murmur passes through the room and Daidoji Genjo will draw breath to shout a reply before Bayushi Shintaro steps forward and demands an end to such impropriety. 

The daimyo will declare the viewing at an end and orders his karo Bayushi Kinzo find out who was responsible for this travesty.  Kinzo will do his best but is clearly a bit overwhelmed by this additional task on top of all that is already happening – if the PCs offer their help in a friendly manner he will likely accept it with gratitude.

Investigations

The PCs may wish to investigate this incident on their own, or in assistance to Bayushi Kinzo, or as a side effect of helping Kuni Otoyo.  If they examine the vandalism on the statue, they can roll Perception/Calligraphy at TN 20 to see that the ink used is of high quality.  If they make TN 30 or more they can tell it is a type of fragrant ink typically used in the Crane lands.  

Naturally, all samurai in Shiro Inbi will deny any knowledge of the vandalism.  The liars are Daidoji Genjo (who committed the deed) and Doji Miyame (who inveigled him into doing it), but of course a samurai’s personal conviction that someone is lying is not evidence, and any PC who tries to present this as “evidence” to Bayushi Shintaro will not only be turned away but will have to work extra hard to convince the daimyo of any later evidence they might accumulate.

Some PCs may question the servants and guards to see if anyone was spotted around the statue before the unveiling.  If they question the castle guards, a roll of Awareness/Investigation (Interrogation) at TN 30 will find a single guard who remembers seeing Daidoji Genjo in the area near the statue about an hour before the unveiling.  If the PCs question the servants, a similar roll at TN 20 will find three servants who remember seeing Genjo – one of whom remembers that he was holding an ink-brush.  

Magical investigation can easily confirm that Genjo is the culprit (both Air and Earth spirits in the room remember a man with white hair and “sky-colored clothing” who entered the room, lifted the silk covering, and drew on the face of one statue).  Of course, while this will tell the PCs where to concentrate their investigations, it won’t help with convincing the daimyo.  

If a PC specifically Communes for the purpose of asking the spirits whether there is Taint in the area, this can work if the PC specifically invokes Air and makes at least 4 Raises for Clarity.  If so, the PC will discover an angry Air spirit that wails, "It walks among you hidden in plain sight.  We can see it, but we do not see it as it is." No more information will be available no matter how many Raises the PCs make, and the spirits cannot  specify who they are talking about.  

Hida Tenko’s Shell Cracks 

Later that evening, after the incident at the statue’s unveiling, Hida Tenko’s Taint will begin to overwhelm his mental stability.  He will spend the rest of the night on the upper battlements of the castle, looking out over the rain-soaked darkness of the Scorpion lands, while tears flow down his face and his hands clench tightly against the railings.  Unless the PCs interrupt him, he will remain here until dawn, then shame himself in the court (see “The Crab are Shamed” below for details of what happens if this takes place).

Kuni Otoyo will not know where his yojimbo has gone, and will be concerned enough to enlist any PCs who have already agreed to help him (otherwise he searches alone, and in vain).  PCs who seek Tenko out before morning will find him on the battlement.  If they speak with him, he will initially refuse to answer, and will snarl at the PCs to leave him alone.  If the PCs do or say something to show they recognize he is Tainted, he will suddenly crumple to the ground, dropping his head into his hands.  A PC who shows sympathy and compassion at this point can roll Awareness/Etiquette (Sincerity) at TN 25 (if they are being sincere) or Awareness/Deceit (Lying) at TN 25 (if they are just trying to squeeze information out of him).  With a success, he will say the following:

“It was only a few days before the attack that my legion was sent toward Crane lands to fight.  What a pathetic thing.  It was my duty, and I followed orders as I should. When we heard what had happened, it was too late.  Our lands were taken, and my family are with the refugees or the dead.  Useless, useless.  And then they told me I was yojimbo to a Witch Hunter.  Here I am, in this pathetic Scorpion castle, while my lands burn.  And now I am Tainted!  I never got the chance to fight our enemies in our lands, and somehow here in the Scorpion lands I find Taint.  I will be disgraced and my line extinguished, and all for nothing.  For nothing!” 

At this point, much will depend on what the PCs do.  Hida Tenko’s sanity is at the breaking point, and the PCs can nudge him one way or the other.  If they do nothing or leave him alone, he will spiral down into destruction as depicted in “The Crab are Shamed.”  Conversely, if the PCs try to role-play a compassionate or inspirational speech to Tenko.  This will require a roll of Awareness/Etiquette (Sincerity) at TN 35 (for a compassionate approach) or Awareness/Storytelling (Oratory) at TN 30 (for an inspirational approach).  Superlative role-playing can award a Free Raise, and PCs who can show sincere empathy by confessing they are also Tainted will gain a Free Raise as well.  

A failed roll means Tenko goes self-destructive as above. But if the PCs do succeed in dragging Tenko out of his despair, they can try to question him about where he might have gotten his Taint.  He has only noticed symptoms in the last few weeks, and only in the last week has jade begun to burn him.  If the PCs ask him if he remembers anything specific that happened a few weeks ago, he shakes his head… but then snarls, “Only those cursed Crane showing up.  The little slut and her bodyguard lover.”  He does not have any specific evidence to back up these insults, but claims “its obvious to anyone with eyes to look.”

The Crab are Shamed

If the PCs do not find Tenko and calm him during the night, the next morning he will snap and lose all face during breakfast.  During the morning meal Miyame will make soft comments about the Crab to the Scorpion and her bodyguard, and this will finally break Tenko’s self-control.

The sound of a table overturning shatters the polite conversation at the breakfast table.  Hida Tenko is on his feet, glaring at the Crane.  “What do you know, Crane?  You speak of courage, duty, honor, but what does your filthy Clan ever know of those things? I fight on like a good little soldier so the rest of the Empire can sip tea and gossip over statues and petty scandals?  Tell me why!  TELL ME!" The Crab approaches Doji Miyame and her bodyguard moves in front of her swiftly, hand on his sword-hilt. 

Lord Shintaro’s guards will rush into the room and put a stop to this incident before Tenko can actually start a fight.  Shintaro glares at Tenko and Otoyo.  “You have shamed yourselves and my court, samurai-sans.  I welcomed you here last winter as emissaries of your Clan, in the spirit of peace and understanding, and you have repaid me first with unfounded whispers of Taint and now with this disgraceful spectacle.  You are dismissed from this castle, and shall depart the moment the waters recede enough for you to cross the bridge.  If ever me meet again there shall be enmity between us.”  

This has effectively removed Otoyo as a threat to Miyame (which was the whole point, of course) and thus ends the investigation unless the PCs wish to pursue it on their own.  Of course, the PCs have a duty of their own (following Chisa) which they must take up as soon as the river-level drops, so things have advanced this far Miyame may well escape undetected once more.  

Confronting Daidoji Genjo

At some point the PCs may wish to confront Daidoji Genjo about the vandalism incident or suspicions that he is Tainted.  They may also request from Lord Shintaro to search his room for ink matching the vandalism of the statue – if so, they will find it, along with an ink-stain inside the sleeve of the kimono he wore yesterday (where he concealed the brush).  

However, this will not lead to the result they expect.  The moment it becomes clear that the PCs have real evidence or it otherwise appears that “the jig is up,” Genjo will confess to being Tainted and take all the blame for the situation on himself.  He claims to have become Tainted during a trip to Crab lands two years ago and freely goes before Bayushi Shintaro to confess and request seppuku. 

The PCs can realize he is lying if they defeat his Awareness/Deceit (Lying) with their Perception/Investigation (Interrogation).  If they beat his roll by at least 10, they will suspect he is protecting someone else.  However, their belief that he is lying will not carry any legal weight and once he has confessed it will not be possible to pursue further investigations.  Shintaro will accept his confession and place him in confinement until he commits seppuku the following dawn.  

The only way to crack Genjo’s story is to pressure him very strongly with the idea that he is actually betraying his duty as a samurai.  This will require very strong role-play followed by a roll of Awareness/Courtier (Manipulation) at TN 40.  If the PCs specifically target his love for Miyame and emphasize that love is a betrayal of Bushido, the TN is 30 instead.  With a success, he will break down and confess that he is Miyame’s lover and the Taint came from her.  She claims it was acquired tragically during a trip to the Crab lands two years ago,  “I swore I would protect her secret.  She is innocent, samurai-san, but if her Taint is revealed she will be executed.”  He will plead for the PCs to show mercy on Miyame, no matter what happens to him. 

Confronting Doji Miyame

Eventually the PCs may be able to gain some evidence to accuse Doji Miyame of spreading the Taint.  The most likely method will be to “crack” Daidoji Genjo.  Some PCs may come up with sneaky ways to test Miyame for Taint – such as by slipping jade powder into her tea – but these methods will not work, since she is a Pekkle and her Taint does not react to normal jade.  (PCs who hit her with Jade Strike will be accused of assault and arrested unless they manage to kill her with a single spell, exposing her true nature.)  However, clever PCs who suspect the truth may be able to arrange a way to cut her – a Pekkle’s blood is black, the principle giveaway of their true nature.  

If Miyame is exposed, she will try to escape – as an infiltrator she prefers to avoid combat.  She will cast Summon Oni and then try to flee under cover of the ensuing battle. 

Doji Miyame rips her fingers across her wrist, black blood spilling out and turning into coiling smoke.  The boiling cloud materializes into a twisted mass of chitin and exposed flesh standing on four powerful hoofed legs. A powerful, sinuous neck ends in a mouth that combines the ugliest aspects of a snake and a beetle.  A human face surrounds the mouth, continually contorted as if in agonizing pain.  The creature’s monstrous bellow fills your ears as it immediately charges to the attack. 

· If Daidoji Genjo has not yet confessed and is still acting as Miyame’s yojimbo, he will stand dumbfounded and appalled, and the oni will use one of its attacks to kill him and heal itself with its Feeding on Flesh ability.  If he has already confessed, he will fight the oni to the best of his ability.

· The Scorpion guards will focus on protecting Lord Shintaro and his family.  Yogo Akira will help the PCs if he is present when the oni appears. 

· If Kuni Otoyo and Hida Tenko have not been expelled from the castle, they will help fight the oni as soon as they become aware of it.

Miyame will attempt to slip away stealthily from the scene of the fight, then kill a Scorpion guard elsewhere in the castle and take his place, discarding her own blood-stained garments in the water-logged courtyard where they will hopefully spread a little more Taint among the peasants.  Smart PCs may still be able to track her down by persuading Shintaro to have all the guards tested for black blood.  It should be remembered that when a Pekkle dies it explodes in a cloud of pure Taint, a final act of vindictiveness against those who have unmasked it. 

Part Five: The Fate of the Khan

By dawn the morning after the flood, the rain has finally stopped and the river waters will be receding.  By the time breakfast is over the water will be low enough that the PCs can see the pylons and railings of the bridges rising from the churning waters, suggesting it should be possible to cross.  Doubtless the PCs will be anxious to depart, and Bayushi Shintaro will be anxious to assist them on their way to find Toturi Chisa – all the more so if they exposed a Pekkle within his court.  He will arrange for their horses to be brought out to the head of the bridge and meets the PCs there.  If the PCs helped with the flood, he will thank them for their visit, and if they exposed the Pekkle, he will also pledge future friendship.

The Khan Arrives

While the PCs are still gathering themselves for the challenge of forcing their horses across one of the half-flooded bridges, they see something unexpected: a group of horsemen emerge from the hazy rain on the far side of the river, hesitate a moment, and then begin to cross the upper bridge toward the Scorpion castle.  The PCs can see that the horsemen are Unicorn by their colors and banners.  A PC who rolls Raw Perception at TN 15 can tell they are survivors from a battle – their banners are tattered and arrow-pierced and some of them sport bandages.  There are about three dozen of them altogether.

A PC who rolls Perception/Lore: Heraldry at TN 25, or Lore: Unicorn at TN 15, will realize these men are flying the personal banner of the Khan, Moto Temujin.  Any Unicorn PC gets two Free Raises on this roll.  

Bayushi Shintaro will realize who is approaching.  “The Khan!” he gasps, turning pale.  He turns to his men and orders, “Close the gates!”  Just then, something happens:

The bridge disappears in a vast cloud of dark fountaining water, shooting skyward as though propelled by volcanic eruption.  A sound louder than a thunderclap follows an instant later, and the damp air slaps your faces like a sodden fist.  Your nostrils are filled with the smell of brimstone.  An instant later you realize the air is full of debris – wooden planks, beams, shattered stone, horses and pieces of horses, the bodies of men – showering down toward you like an unholy avalanche.

Smart PCs will either run or throw themselves flat (the Scorpion opt for “run”).  PCs who take those options have a 1 in 10 chance of being hit by debris for 5k3 damage.  PCs who fail to take any action to protect themselves have a 5 in 10 chance of being hit for the same amount of damage.  Spells may also be effective at protecting the PCs from the barrage of debris – the GM should adjudicate such situations.

Regardless, the rain of fearsome debris will include the body of Moto Temujin, the Great Khan.  If any of the PCs have Temujin as a Sworn Enemy, he will land near one of them (randomly chosen unless the PC is a Nemesis, in which case Temujin automatically lands near that PC).  If none of the PCs have Temujin as a Sworn Enemy, he will land randomly near one of them.

Temujin looks like he should be dead – blown a hundred feet through the air, his armor in shattered pieces, his body covered in blood and a wooden spar from the bridge sticking through his torso.  Nevertheless, impossibly, he rises to his feet, blood spilling past his clenched teeth, his face locked in a rictus of hatred and fury.  What happens next depends on whether he has any Sworn Enemies available:

If there is no Sworn Enemy: The Khan glares hate and defiance at the PCs for a moment, lifting the broken blade of his scimitar in a final gesture at the world.  Then the monstrous light goes out of his eyes and he topples to the ground, dead.  The PCs cannot heal him – only his Dark Fate allowed him to stand for even a moment.

If there is at least one Sworn Enemy PC: The Khan rises to his feet as above – and his eyes focus on the PC.  An almost exultant expression of hate fills his face and he lunges at the PC, swinging his broken scimitar with all the force of his thwarted destiny.  It will not be possible for the PC to parry or avoid this blow – the Khan is putting the last of his Dark Fate into his determination to strike down at least one more of his foes.  The blow will inflict a debilitating wound on the PC, rolled randomly on the chart below.  Immediately afterward, the Khan collapses, dead before he hits the ground.

1-3: Torso.  The PC suffers a debilitating chest wound that will not properly heal.  The PC gains the Permanent Wound Disadvantage, which persists until the PC is treated with the spell Peace of the Kami.

4-5: Eye.  The PC gains the Missing Eye Disadvantage. If the PC already has a Missing Eye, the PC is now blind.      

6: Hand.  The PC loses a random hand (left or right, equal chance).

7-9: Leg.  The PC suffers a debilitating leg wound that will not properly heal.  The PC gains the Lame Disadvantage (if the PC is already Lame, the effects stack), which persists until the PC is treated with the spell Peace of the Kami.

10: Mouth.  The PC loses Dangerous Beauty and Voice (if s/he had either or both of those Advantages) and gains the Disturbing Countenance Disadvantage.

Aftermath

Once the Khan is dead, the Scorpion troops reassemble and check to make sure all the Unicorn corpses are indeed dead.  Several of the Scorpion have been wounded by debris, one of them killed, and they are clearly shaken by the incident.  

If the PCs have any Ranks in the Explosives skill they will realize the bridge was destroyed with a gunpowder mine – otherwise they can figure this out with an appropriate Lore skill roll (such as Lore: Gaijin) at TN 15.  Bayushi Shintaro will firmly and truthfully insist he had nothing to do with this explosion and indeed is furious at the destruction of his bridge and the injuries and deaths to his men.  “My name is now shamed forever,” he says grimly.  “All men will remember that it was at my castle that the Khan died of such cowardly tactics.”

If the PCs look for Soshi (Kobura) Honzo, he is missing.

Conclusion: Back on Chisa’s Trail

Regardless of how the Khan’s fate played out, the PCs will now be able to forge their way across the surviving (western) bridge, water churning around their legs and their horses’ limbs, and continue on their way.  At this point, there is no chance of finding a physical trail on the road – it is long gone, washed away by the rain.  However, Earth and Water spirits in the road will still remember the passage of a wagon with two horsemen, and the PCs can presume that Hizatoru stayed on the road.  

A few hours up the road, the PCs encounter the backwash and aftermath of a major battle.  Parties of Lion soldiers are roaming everywhere, and a great smudge of dark smoke is visible ahead, a dire pillar mounting up against the gray rain-hazed horizon.  A large Lion patrol will soon approach the PCs and demand their business – speaking politely if there are no Unicorn among them, more seriously otherwise.  

The Lion commander is Matsu Kizo, a young man in his twenties with a clean-shaven face and bright, attentive eyes.  Kizo is a paragon of Lion virtue, a man of impeccable honor and courage, the ultimate expression of all that is good and admirable about the Lion Clan.  The moment the PCs explain what they are doing, he will turn pale.  “The Imperial line?”  He whirls and shouts orders to his men: “Pass the word!  Spread out and search everywhere!”  He will ask to ride with the PCs, offering his help and full cooperation in assisting them across the battlefield.    

As the PCs proceed forward and the Lion fan out to search, it will become plain that the completed battle is a Lion victory.  Triumphant shouts are audible on every side, and the PCs can see Lion carrying battle trophies such as Unicorn banners.  As they proceed, the great pillar of smoke resolves itself into a distant castle, burning in a tower of orange flame and black soot:

As you crest a hill, you see in the distance a high plateau.  Atop it a castle is burning, a tower of orange flame and black smoke that mounts into the sky like some vast tower, smudging into the gray rainclouds.  You realize this is Kyuden Bayushi, and the wreckage of a great battle covers the rocky slopes of the plateau and the plains below it.  Sullen flames also rise from the village at the base of the plateau, a place once home to 2,000 or more people.  Lion troops are visible everywhere, but of living Unicorn there are no signs.  

· Scorpion PCs will be able to see that Traitor’s Grove is intact.  If they ask who burned the castle, Kizo will reply, “Not us.  The Unicorn were preparing to assault the castle when we came upon them.  The fire began during the battle – we do not know if the Unicorn or the Scorpion started it.”

· If any of the PCs are Unicorn, they may well feel the urge to attack the Lion samurai around them.  The GM should remind them that their current duty is to Toturi Kobe, and in any case the PCs were not part of the army which fought here and thus carry no shame for its defeat.  Throwing away their lives to no purpose is a violation of their duty to their lord.  If a PC still wants to fight after being reminded of all that… the PC dies, slaughtered by the vast Lion army which controls this field.

If the PCs ask Matsu Kizo about the battle, his reaction will depend on who is in the party.  If there are Unicorn, Crane, or Dragon PCs present, he will only say, “A glorious victory!  The Unicorn fought bravely and with honor, but the day was ours.”  If none of the PCs belong to those three Clans, however, he will be more expansive: “A victory for the ages, samurai-sans!  Lord Gintaku sent the Ikeda cavalry west to feint at the Unicorn supply lines and draw off their scouts, then force-marched us to make a dawn attack against their main army just as they were preparing to assault Kyuden Bayushi.  We caught them by surprise and crushed them before half their army could even mount up!  They fought fiercely all the same, we would expect no less of the children of the Ki-Rin, but they could not prevail.”  

The Fate of an Imperial

As the PCs are absorbing the aftermath of the battle, a pair of Lion couriers race up to Kizo and drop to their knees, whispering reports.  The young Matsu officer turns pale.  “Samurai-sans.  We have found something.  Please come with me.”  He leads the PCs across the field to a copse of trees on the edge of the battle zone.

Inside the copse of trees is a wagon, the very wagon the PCs have been following.  The horses lie dead in their traces, and two other horses lie dead nearby, with the corpses of the men who road on them.  They clearly went down fighting, swords out and coated with dried blood, and their bodies are riven with sword blows.  The servant who drove the wagon lies decapitated on the ground by the wagon itself.  

Inside the wagon are two bloody corpses: Toturi Hizatoru and Toturi Chisa.  It is apparent that Hizatoru struggled, his hands gashed with defensive wounds.  Chisa’s throat was cut.  

· If the PCs search the wagon, they will find Hizatoru’s personal journal.  It reveals that he kidnapped his sister and deceived Otomo Sukishi into giving him travel papers.  His apparent goal was to offer his sister to the Khan as a hostage in return for the Khan placing him on the throne of Rokugan.  Unfortunately, the journal ends two days ago, so it offers no clues as to who committed the murders.

· The spirits around the wagon have been Banished, so there is no way to learn the truth through magic.

· PCs who examine the scene can roll Intelligence/Investigation at TN 20 to deduce that the deaths happened roughly one day ago.  If the PCs look for tracks, they can roll Perception/Hunting at TN 25 to see signs of several people on foot.  However, there is no trail leading away from the scene – clearly, the attackers were experienced at concealing their tracks.  

· PCs who examine the injuries on the various corpses can roll Intelligence/Medicine at TN 20 to see that the wounds were delivered cleanly and accurately, and probably with katana.  This suggests they were not made by a Moto bushi, but many other schools and styles would fit, including the Shinjo style of the Unicorn (or the Bayushi or Akodo styles, for that matter).    

Matsu Kizo will clearly be horrified by this scene and will swear on his honor and all his ancestors that he will not rest until he finds the “filthy bandits” who committed this crime.  (He will not believe that a Clan samurai could have committed the crime.)  He will also arrange transportation and escort to carry the bodies back to the Shogun.  

Back to Toturi Kobe

Presumably the PCs will face the dire task of returning to Crane lands and telling Kobe about the death of his sister.  Two days back they will encounter a large squadron of troops from the Shogunate – they were delayed by a major landslide within Beiden Pass.  They will listen to the PCs’ report and then join their Lion escorts in returning to Kobe.

Otomo Hiroshi will meet the PCs outside the Shogunate camp.  Before the PCs can begin to report, Hiroshi will raise one hand to still them.  “Samurai-sans.  You must know… some days ago, the Shogun… we heard a sound like the scream of a man in agony beyond flesh can bear.  Afterward… he told me his sister was dead. He… felt it.”  Hiroshi visibly fights down tears.  “No blame attaches to you in this matter, samurai-sans.  You did all that anyone could do.  The Shogun… the Shogun thanks you for your service.”  He bows his head and says no more.

Seppuku?

It is quite likely that some PCs – especially Imperials – will try to offer their seppuku for failing to save Chisa.  Hiroshi will convey their request to Kobe and then return with the answer.  “The Shogun respectfully refuses your request.  The blame for these deaths does not lie with you, and the Empire and the Shogunate still have need of your service.  If you wish to die, give your life fighting the Empire’s enemies.”  

The End

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 helped the village during the flood:
+1 XP

PCs expose the Pekkle:


+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

PCs may gain Disadvantages (and lose Advantages) due to the final acts of Moto Temujin.

All PCs who successfully report back to Toturi Kobe gain +1 Glory and, if their Honor is less than 4.0, +1 Honor for learning the true fate of his brother and sister.

Appendix: NPCs 

Yogo Akira, Court Shugenja

	FIRE 3
	AIR 4

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 4


TN to be Hit: 28


School/Rank: Yogo Shugenja 3


Technique: The four Symbol spells count as Mastery Rank 1 for a Yogo shugenja, who may start knowing one of them.  No Affinity or Deficiency.

Honor/Status/Glory: 1.5/1.0/2.0

Skills: Athletics 1, Calligraphy 5, Courtier 3, Deceit 2, Defense 4, Etiquette 5, Investigation 3, Kenjutsu 2, Lore (Heraldry) 2, Lore (History) 3, Lore (Shadowlands) 1, Medicine 3, Meditation 4, Spellcraft (Maho) 3, Storytelling 2, Tea Ceremony 2, Theology 4.

Mastery Abilities: +5 to total of Contested Social rolls.  Free Raise with all Skills at Rank 5.

Spells: Sense, Commune, Summon, Counterspell, Banish, (Air 1) By the Light of Lady Moon, Nature’s Touch, Symbol of Air, (Air 2) Hidden Visage, (Earth 1) Jade Strike, Symbol of Earth, (Earth 2) Armor of Earth, (Fire 1) Symbol of Fire, Biting Steel, (Water 1) Castle of Water, Symbol of Water.

Advantages/Disadvantages: Innate Spells (By the Light of Lady Moon, all Symbol spells)/Bad Reputation (Yogo family).
Equipment: Wakizashi, tanto, kimono and sandals, scroll satchel, traveling pack.

Kuni Otoyo, Witch Hunter 

	FIRE 3
	  AIR 3

	
	Awareness 4

	EARTH 3
	WATER 3

	Stamina 4
	

	VOID 4


TN to be Hit: 24
School/Rank: Kuni Witch-Hunter 3
Rank One: Add Air x2 to Initiative.  When attacking an enemy with the Shadowlands Taint, the Additional Attack Maneuver only requires 2 Raises.

Rank Two: Roll Contested Awareness/Etiquette to sense mental Taint symptoms.  Spend Void to make Awareness/Lore: Shadowlands at TN 20 to sense general presence of Taint within 150 feet.

Rank Three: When making melee attacks, keep additional dice equal to target’s Taint Rank.  Add Earth to TN to be Hit.  Spend a Void to reduce Wound Penalties by School Rank for duration of skirmish.

Honor/Glory/Status/Infamy: 2.8 / 5.6 / 1.5 / 1.0
Skills: Athletics 3, Calligraphy 3, Defense 3, Etiquette 4, Heavy Weapons 2, Investigation 4, Jiujutsu 3, Kenjutsu 4, Lore: History 2, Lore: Maho 3, Lore: Shadowlands 5, Medicine 5, Meditation 3, Spellcraft (Maho) 5, Kenjutsu 2

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all Skills at Rank 5.  May roll +1k0 with unarmed damage.  +5 to total of Contested Social rolls.
Advantages/Disadvantages: Absolute Direction, Heartless/Bad Reputation (antisocial) 

Equipment: Katana, Wakizashi, Finger of Jade, Jade Pendant, Kimono and Sandals, Traveling Pack, 3 koku
Hida Tenko, Tainted Bodyguard

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 3


Taint Rank: 3.2

TN to be Hit: 21 (31 in heavy armor)


School/Rank: Hida Bushi 2


Rank One: Add Earth ring to the total of all melee attack and damage rolls.  Ignore TN penalties for Heavy Armor for all skills except Stealth.


Rank Two: When taking Wounds, spend a Void point to make a Raw Earth roll at a TN equal to the number of Wounds suffered.  With a success, the Wounds are negated.  Earth ring is increased by School Rank when resisting Knockdown.   

Honor/Status/Glory: 1.5/1.0/3.4

Skills: Athletics 2, Battle (Shadowlands) 1, Defense 3, Etiquette 2, Heavy Weapons (Tetsubo) 3, Hunting (Survival) 1, Iaijutsu 2, Jiujutsu (Wrestling) 2, Kenjutsu 4, Kyujutsu 2, Lore (Shadowlands) 3, Medicine 1, Stealth 1.

Mastery Abilities: May declare Full Defense when Initiative is rolled.     
Advantages/Disadvantages:  Strength of the Earth (rank 2).
Equipment: Kimono, heavy armor (not worn in castle), daisho set, traveling pack, 2 koku.

Daidoji Genjo, Corrupted Yojimbo 

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3

	Stamina 4
	Strength 4

	VOID 4


[Wounds are +1 per Rank due to Daidoji Rank One]

Taint Rank: 2.1
TN to be Hit: 33 (38 with armor)
School/Rank: Daidoji Yojimbo 3
Rank One: Add Honor Rank to the maximum number of Wounds you may sustain at each Wound Level.  Add your Air Ring to the total of all attack rolls.
Rank Two: If you choose Full Defense, add 15 to your Initiative score for the following round.  Add Fire Ring to TN to be Hit.
Rank Three: At the beginning of a round, select one ally within movement range.  That ally’s TN to Be Hit matches yours for the remainder of the round as long as he is within your movement range. Now add 2x Air Ring to total of all attack rolls.
Honor/Glory/Status: 1.7 / 4.3 / 1.0 
Skills: Athletics 4, Battle (Skirmish) 3, Courtier 1, Defense 5, Etiquette 3, Iaijutsu 4, Investigation 2, Kenjutsu 5, Kyujutsu 2, Lore: Crane 3, Medicine 1, Meditation 2, Tea Ceremony 2, Theology 1.

Mastery Abilities: May declare Full Defense when Initiative is rolled. +5 to total of Contested Social rolls. Free Raise with all skills at Rank 5 or better.  May focus an additional time in an Iaijutsu duel.  May subtract Kenjutsu Ranks from Wound penalties. 
Advantages/Disadvantages: Strength of the Earth (rank 1)/Dark Secrets (Taint, affair with Miyame), Frail Mind, True Love (Miyame). 

Equipment: Katana, Wakizashi, light armor (not worn in castle), kimono and sandals, traveling pack, 10 koku.

“Doji Miyame,” Oni no Pekkle

	FIRE 2
	  AIR 6

	Intelligence 3


	

	EARTH 3
	WATER 1 

	Willpower 8
	Perception 3


Taint Rank: 6

TN to be Hit: 34

Attacks: 2k2

Damage: by weapon, or 4k3 for Blackened Claws.

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

Mastery Abilities: Free Raise with all Skills at Rank 5 or higher.  +5 to total of Contested Social Rolls.

Spell: Summon Oni (Maho)

Advantages/Disadvantages: Dangerous Beauty, Perceived Honor (Rank 3)/Dark Secret (Pekkle)
Wounds: 12: +5; 24: +10; 36: +15; 48: Dead. 


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

Equipment: Kimono and sandals, fan, tanto, traveling pack, 8 koku.

Summoned Oni

	FIRE 6
	  AIR 5

	
	

	EARTH 5
	WATER 4

	
	


TN to be Hit: 25
Attacks: 6k6 (two attacks per Round)
Damage: 6k2
Carapace: 4 

Wounds: 40: +5; 80: +10; 120: Dead.

Special Abilities: Break Spell: May attempt to break any ongoing spell effect as though casting Counterspell as a Rank 3 shugenja, and may attempt to break any spell regardless of Mastery Rank.  The oni may break one spell of each Element per day. Fear 5.  Feeding on Flesh: If the oni kills a creature, it immediately heals a number of Wound ranks equal to twice the victim’s lowest Ring.  A terrible red light rises from the victim to the oni’s mouth and the howl of tormented souls can be heard for several yards. Magic Resistance: +15 to TN of all spells cast on the oni.  Partial Invulnerability: The oni takes only half damage from all attacks and spells which do not employ jade, crystal, or obsidian.  Spell Eating: The oni’s Magic Resistance penalty also applies to any spell cast within sight of it, even if the spell does not target the oni.  If a spell fails due to the oni’s Magic Resistance, the oni consumes the spell, healing 2k2 Wounds.  
A Hard Rain Will Fall
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