City of the Lost

A One-Round Mid-Rank SHADOWLANDS Adventure for Heroes of Rokugan (Champions of the Emerald)

Twenty Goblin Winter, part 2 of 3

by Rob Hobart

With Material by Arthur St. Onge and Stephanie Dane

A captive Lost may point the way to recovering a legendary Crab treasure.

Adventure Summary and Background

The PCs are in the famous village of Shinsei’s Last Hope to witness (and, if they are ronin, participate in) the Crab Clan’s latest Twenty Goblin Winter.  This is a long-standing tradition whereby the Crab strengthen their numbers by allowing any ronin who can kill twenty goblins (or other Shadowlands creatures) over the course of the winter to swear fealty to their Clan.  However, in recent years the Crab have been hosting an unusually high number of Twenty Goblin Winters, despite facing relatively light casualties from the Shadowlands.  Some in the Empire have begun to suggest that the Crab Clan’s real goal is simply to build up its numbers in order to threaten and intimidate the other Clans.

The traditional base for Twenty Goblin Winters is the village of Shinsei’s Last Hope, kept free of Taint by the ancient blessing of Shinsei himself.  The PCs and many other samurai are here as guests of the Crab, and also to answer a challenge from a Crab daimyo (depicted in the adventure “Strength from Weakness”).  While they are here, however, the PCs will find themselves involved in an attempt to retrieve an ancient long-lost artifact of the Crab from the Shadowlands.  

Special Introduction

This adventure forms part of the “Twenty Goblin Winter” sequence which also includes the adventures “Strength from Weakness” and “Failure of Courage.”  It is not important which of these adventures the PCs play first, and in fact some characters will not be able to play all of these adventures, since some are Mid-Rank while “Failure” is Low/Mid.    

Regardless of what order the PCs play the adventures, the following special introduction scene should be run for any characters who are playing their first adventure out of the “20 Goblin Winter” sequence:

Ahead of you, the fog which shrouds the coast of the Shadowlands parts, as your ship cuts through the muddy, gray-brown water and approaches land.  The green glow of sacred jade greets you – the enchanted walls of Shinsei’s Last Hope, warded by the Kuni centuries ago.  As the fog thins and you are able to see the coast more clearly, you make out the forms of huge, grim stone fortresses, standing guard over the jade-studded walls of the village.  The Crab are taking no chances of letting the village be threatened again as it was in the time of the Four Winds.  A giant stone causeway runs from the nearest fortress down to the docks, and you can see armored Crab warriors standing guard.  

The docks are crowded by ships, most of them Yasuki vessels loading and unloading cargo and people.  Two of the mighty Crab iron-turtle ships are visible as well, however, guarding the area against any attack from the water.  

Clan/Imperial PCs are arriving here as guests of the Crab, sent by their lords to observe the famous Twenty Goblin Winter and to answer the challenge posed by the Crab daimyo Kuni Kubota.  Ronin PCs are here to see whether they want to try their chance at winning admission to the Crab Clan.  It should be noted that none of the PCs have been allowed to bring steeds with them – the Crab know better than to allow such animals this close to the Shadowlands.

Chance has placed all the arriving PCs on the same ship, and as their vessel docks and they walk down the gangway, they can see other samurai guests disembarking from nearby ships.  The busy crews ignore the passengers, focusing their energy on unloading supplies – bales of rice and grain, barrels of sake and pickled vegetables and dried fish, lumber, bars of iron stock, bolts of cloth, and so forth.  

While the PCs and the other guests stand around, somewhat at a loss, a huge Crab in full armor marches up to them.  He has a huge iron-plated tetsubo resting casually on one shoulder, and his massive helm is adorned with a pair of giant inward-turning crab-claws. The huge samurai regards the PCs for a few moments with a mixture of irritation and indifference, then grunts, “Travel papers.”  After the PCs show him their papers, he snorts to himself, then growls, “Follow me,” and heads away up the causeway.

The stone causeways leads the PCs to a huge beetling stone fortress, passing through a tunnel guarded by murder holes and portcullises.  On the far side, a stone ramp descends inside the jade-lined walls of Shinsei’s Last Hope.  

Before the PCs can descend the ramp into the village, the hulking Crab holds up one gauntleted hand.  “My brothers of the Crab can continue.  The rest of you, before you go running off to see the sights, a few words.”  He glowers down at the PCs, daring them to take offense at his tone and attitude.  “I am Hida Shigematsu, commander of the garrison here, and you will listen to my words carefully.  They might keep you alive, and free of Jigoku’s clutches.”

“You will be housed on the second floor of Shiro Hachi, which is the castle on the opposite side of the village, there.”  He points to the fortress across the village.  “You will sleep there, and only there – no spending the night with pretty peasant girls.  Dinner will be served in the main hall each night – if you are not present, we will send troops to find you, and they will assume that you have fallen under Shadowlands influence.”

“You will keep your weapons on you at all times, and during the day you will also wear your armor, if you have it.  If an attack takes place, you will immediately go to your quarters and remain there until the all-clear is signaled, by the firing of a yellow signal arrow.  If a blue signal arrow is fired instead, commit your souls to Yomi and prepare to die fighting.  Anyone who cannot fight should be beheaded immediately, to prevent them from falling to the Jigoku’s Taint.”  He looks around at the PCs with cold, dark eyes, eyes which have seen more horrors than most of the PCs can ever imagine.  “Any questions?  No?  Good.  Now get out of my sight.”  He turns and strides back into the fortress, leaving the PCs alone on the ramp.

Things to Do in Shinsei’s Last Hope

The village is a large one, home to over a thousand peasants.  A thick wooden palisade surrounds both the village and its fields of rice and grain, and the outer face of this palisade is covered with chips of jade, imbued with powerful enchantments laid centuries ago by Kuni shugenja.  There is a single gate in the palisade: it faces inland and north, toward the Crab lands (and also, unfortunately, toward the intervening Shadowlands territory).  The jade-studded gates are normally kept closed and barred, with Crab sentries standing watch on squat stone towers to either side.

Next to the gate is the massive stone bulk of Shiro Hachi, named after Yasuki Hachi, the Emerald Champion who saved Shinsei’s Last Hope during the time of the Four Winds.  It was built subsequently to ensure that the village would never again be threatened with destruction.  Opposite it, a smaller fortress and causeway guard the approaches to the village’s docks (this is where the PCs first arrive).

Within the palisade, the total land is about fifteen acres. The village lies on the north side of this territory, near Shiro Hachi and the land-side gate.  There is a spring in the center of the village, a large pool surrounded by rock.  Pure icy water wells up from below and flows out as a wide stream, watering the fields and then passing through a dike in the palisade and flowing down to the sea.   

The village is composed mostly of ordinary peasant dwellings, but there are also several teahouses, two inns, noodle shops, a sake brewery, two blacksmith’s shops, a carpenter’s shop, and several other minor businesses.  

Although Shinsei’s Last Hope is too small a settlement to have a true geisha house, the Autumn’s Blessing Tea House offers a substitute, with pretty serving maids offering smiles and flirtation along with drinks and food.  Off-duty Crab favor this tea-house to relax here for an hour or two before returning to the castle.        

A large monastery is located near the center of the entire settlement (outside of the village proper).  A granite statue of Osano-Wo stands outside its gates.  

People in Shinsei’s Last Hope

Besides Hida Shigematsu, there are just over 300 Crab bushi on permanent assignment to Shinsei’s Last Hope, all of them tough, ruthless veterans.  PCs from more civilized Clans will find these Crabs difficult company, since they are surly and disrespectful at the best of times, and prone to ill-temper, drunkenness, and violence when off-duty.    

The high-ranking daimyo Kuni Kubota is present at the village to enjoy the results of his year-long campaign to force the other Clans to send samurai to face the Shadowlands.  (This is depicted in the adventure “Strength from Weakness.”)  

There are a large number of ronin in the village, hoping to win admission to the Crab Clan via the Twenty Goblin Winter.  The PCs may recognize the ronin Hideki (who appeared in the adventure “A Day’s Sail”). He is a short, bandy-legged man with a missing left ear. Despite this disfigurement, he possesses a certain roguish charm, especially around women, with whom he flirts enthusiastically.  He wears a number of tattoos on his arms – any Mantis PC will recognize these as tattoos common in the Mantis fleet, and other PCs can do the same by rolling Intelligence/Lore: Mantis at TN 15 or Intelligence/Lore: Heraldry at TN 30.

Another ronin who the PCs may notice is a fuzzy-cheeked young man named Migu, barely fourteen years old, with a pair of very old and high-quality swords.  Migu inherited the swords from his dying father, who told him they are an ancient and honorable legacy of their bloodline.  He will show them to a PC who seems honorable.  Any PC who examines the blades and rolls Perception/Lore: Heraldry at TN 15 recognizes the symbol of a wolf etched into the sword.  A roll of Intelligence/Lore: History at TN 25 recalls a story of a famous ronin unit called the Wolf Legion that existed during the early years of the Toturi Dynasty.  Supposedly it was eventually destroyed in war, although the details are lost in the mists of time.

Crab Gossip

While the PCs are in Shinsei’s Last Hope, they can pick up on a variety of different gossip and news which the Crab are discussing.  The GM should bestow one or two of these rumors on any PC who spends time drinking or socializing with the Crab and rolls Awareness/Courtier at TN 15 (TN 25 for Crane or Scorpion PCs, who are generally regarded poorly by the Crab at the moment).  

General Gossip:

· That Yasuki woman in charge of Friendly Traveler Village still hasn’t chosen a husband. It’s unseemly for a woman of her age to hold out so long on such a decision.

· Things don’t burn right in the Shadowlands. All you get is a weak sputtering flame of blue that gives off little light and less heat.

· The Hare have backed off on inviting the Phoenix in to help build their shugenja school.  “Damn right!  Phoenix shouldn’t be meddling around in our backyard.”    

· “Ratlings have been pretty thin on the ground these last few centuries, but they’ve been starting to come back lately.”

Scenario Specific Gossip:  

· The Clan Champion, Hida Masakazu, is expected to visit soon, along with his son Gojiro, “the Beast.”  Of course, if Gojiro comes he’ll probably spend all his time leading raids into the Shadowlands. 

· The Hiruma scouts have been reporting signs of battles in the Shadowlands.  “If the things are fighting each other for a change, all the better for us.”

Scenario Introduction: Dinner in Shiro Hachi

The adventure proper begins several weeks after the PCs’ arrival in Shinsei’s Last Hope.  A large column of soldiers arrives in the village that day, having marched overland from the Kaiu Wall, and rumors quickly spread that high-ranking members of the Crab Clan have arrived to view the progress of the Twenty Goblin Winter.  Sure enough, that evening when the PCs enter the main dining hall in Shiro Hachi, they see that a large table has been placed at the head of the hall, looking down on the rest of the guests.  A group of samurai is already seated there, clustered around a huge, kettle-bellied man with a wide, florid face fringed by a short beard.  He is dressed in a formal kimono in Crab gray and brick-red, and busily slurps up sake from a cup which his companions keep continually filled.  This is Hida Masakazu, the “Jovial Bear,” Champion of the Crab Clan.  

Masakazu’s presence turns the evening’s dinner into a sort of extended party, with sake and shochu circulating through the hall, which shakes with the laughter of joking, drunken Crabs.  Hida Masakazu is a friendly, cheerful drunkard who enjoys a good joke, especially a crude or dirty joke, and the Crab bushi do their best to oblige him.  It should be noted that all of the Crab present in the hall are male – aside from any female PCs, the only women in the room are servants.  

· The Crab will single out any ronin PCs for friendly harassment, asking them how they are doing at collecting goblin heads, asking how they are handling the terrors of the Shadowlands, and so forth.

· Any especially dignified or soft-spoken PC will also be the subject of good-natured ribbing about being out of place here at the edge of Fu Leng’s realm.  This humor will not be cruel or directly insulting – the Crab are having a good time, not spoiling for a fight. 

The Beast

About an hour into the evening’s festivities, the doors to the hall slide open with a bang and a group of a dozen huge, hulking samurai in full armor shoulder their way into the room.  They have clearly just come from the field, and are covered with mud and sweat – a significant breach of etiquette, even for the Crab.  The celebration momentarily falls silent as these newcomers stride boldly to the front of the room and take a table immediately below the Clan Champion’s place, scattering the men already there with a few growls and glares.  (This will place them close to the PCs.)  

The leader of the group is a huge, monstrously muscular bushi in his early twenties, his face grizzled by several days’ growth of beard, his eyes small and red-rimmed within a crumpled-in, snub-nosed face.  He glares up at the Clan Champion, and after a few moments Hida Masakazu seems to realize he is there.  “Welcome, my son,” he says, raising his sake cup.  “Have you come to join us this evening?”

“I have come from the Shadowlands, where I have been fighting our enemies,” Hida Gojiro answers in a rasping growl.  “I am not surprised to find you here, father.”  He sits down with a clank and rattle of armor.  There is a long, uncomfortable silence and then Masakazu calls for another drink.  The dinner resumes, although the level of noise and celebration is considerable lessened.

Hida Gojiro, “the Beast,” is a vicious and aggressive bully, and there is nothing he likes more than pushing around and hurting those of less stature than himself.  The dozen bushi who accompany him are his personal guard, and share his tastes and attitudes.  Soon after he arrives, Gojiro will notice the PCs and will begin loudly insulting all the non-Crab PCs to his guards, who laugh loudly and crudely in response.  Unlike the earlier “friendly harassment” from the other Crab, Gojiro’s insults will be cruel and vicious, and will include slanders against the PCs’ Clans and families.  He will not actually speak to the PCs directly, instead making his insults and comments to his comrades, who egg him on with appreciative laughter.  

If any of the PCs try to get the Clan Champion’s attention to what his son is doing, they see that Masakazu is doing his best to ignore what is happening, not even looking at it as he continues to slurp his sake and talk with his own crowd of sycophants.

If any PC attempts to respond to Gojiro’s harassment by insulting him in turn (even to each other, Rokugani-style), or by openly calling him out for his insults, he will suddenly surge up and leap across at the PCs’ table, striking the over-bold PC with his fist.  This will be a Jiujutsu attack with a roll of 10k8+16, and Gojiro is unlikely to miss, given his skills.  So long as the PC belongs to a Clan (or is Imperial), Gojiro will avoid actually killing them – he knows that even his own vaunted social station will not protect him from a murder – but he will keep appropriate damage dice to knock the PC into Down or Out with one blow.  His damage roll is 10k2+8.

· Important exception: If the offending PC is a ronin (and thus devoid of any protection), Gojiro will keep all high damage dice and attempt to kill him/her.

If the PCs respond strongly to this violent attack (as they likely will) all of Gojiro’s henchmen will rise up, cracking their knuckles and visibly anticipating a violent brawl.  Thankfully, Kuni Yuriko will arrive before events can escalate further.

The Voice of Age

The scene with Hida Gojiro will be interrupted by the arrival of Kuni Yuriko, the daimyo of the Kuni family.  This will most likely take place either immediately after Gojiro strikes a PC (if he did so), or else when Gojiro’s insults have escalated to the point of being unendurable. 

“Gojiro-kun!  That is quite enough!”  A very old woman stands in the door of the main hall, her shugenja’s robes hanging loosely on her shriveled body.  Her sunken, deeply-lined face is made gargoyle-like by the kabuki paint which covers it.  “You dishonor the Crab with your behavior!”  

Gojiro glares at her for a few moments, glances around the room, then finally throws himself back down at his table and picks up his sake cup.  His minions seat themselves with angry mutterings, ignoring the PCs.  

Having thus defused the situation, Kuni Yuriko walks slowly forward until she stands at Gojiro’s side.  He looks up at her angrily and growls something – PCs who roll Raw Perception at TN 15 can hear him say, “So what do you want now, obaa-sama?”  The old woman glares down at him like an ancient raptor sizing up a juicy morsel, and answers in a clear voice: “I am here on the business of the Crab Clan, Gojiro-kun.  An important matter has come to light, and I need assistance.”

Gojiro shrugs.  “I am busy.  We are all busy, fighting our enemies.”

Yuriko turns to the Crab Clan Champion.  “My lord, I have need of assistance, for the greater good of the Crab Clan.  Since your son claims he has better things to do than assist the Kuni,” her voice drips with scorn, “perhaps these guests should help me instead.”

Any PC who rolls Intelligence/Courtier at TN 15 realizes that Yuriko is trying to goad the Clan Champion into taking action against his son.  However, her ploy fails; Hida Masakazu glances nervously between her and Gojiro for several moments, then shrugs and nods in an uncomfortable way, unwilling to publicly confront his son.  Yuriko lets out an audible sigh and turns to the PCs.  “My apologies, samurai-samas.  Would you be so kind as to accompany me?  It is a matter of some importance.”

The PCs can refuse if they wish, but a request from a family daimyo is not to be rejected lightly.  PCs who do so are committing a mild breach of etiquette and should lose 2 points of Glory (and 1 point of Honor if their Honor Rank is 4.0 or higher).  

Part One: Speaking with a Prisoner

The Kuni daimyo leads the PCs out of the dining hall and down the stairs into the lower levels of Shiro Hachi. Despite her great age, she moves with a swift, firm stride, and the PCs must walk quickly to keep up with her.  They can hear her muttering to herself, catching occasional words like “thug” and “dishonorable.”  

Eventually Yuriko descends another staircase into a set of lower chambers that are clearly a dungeon of some sort.  Here, the PCs find another person waiting for them: a plump, nervous samurai named Kaiu Sumata.  The PCs may have previously encountered him in the adventure “Stolen Relics” or during the interactive “Imperial Funeral.”  

Kaiu Sumata is a thick-bodied balding man with a jowly face and oddly small, short, plump fingers.  His usual expression is open and smiling, and there is a general aura of childlike innocence and vulnerability about him.  Sumata is the Rokugani equivalent of a nerd – a man so focused on his research that he seems to lose track of everything else (including his own health) and so remote from normal affairs that he doesn’t really grasp the painful realities of Rokugani life.  He is quite friendly in a puppy-dog manner, and almost pathetically attentive and worshipful toward attractive females.  He is oblivious to most forms of rhetorical by-play and takes what he is told literally.  Around people of significantly higher social rank (Status 5.0 or higher) he tends to get nervous and tongue-tied, often stumbling over his words and otherwise making a fool of himself.

However, there are hidden depths to Sumata.  This is a man who has been into the Shadowlands repeatedly and survived unscathed.  For all his seemingly wimpy and innocent nature, he is still a samurai at heart, and unafraid to die.  When confronted with a threat he understands or a challenge that lies within his field of expertise, he becomes quite capable and self-assured.   

When the PCs arrive, Sumata will bow to them in a nervous and excited manner, bobbing his head anxiously and smiling, especially to any PCs who have met him before.

Once Sumata in introduced, Kuni Yuriko explains herself to the PCs: “I am sorry that you have become involved in this matter, samurai-samas.  But if our lord’s son is not willing to fulfill his responsibilities, other samurai must.”  She bows to the PCs politely.  “Would you be willing to hear Sumata-san’s situation?”
Assuming the PCs agree, the plump Kaiu rubs his fingers together nervously and speaks through a barrage of sniffs and stutterings.  “I am sure, samurai-samas, that you are acquainted with the history of the Crab Clan.  In the dawn of the Empire, after the Seven Thunders defeated He Who is Not to be Named, our Clan’s founder Hida went into the Shadowlands in search of his son Atarasi.  There are… differing legends on what happened to Atarasi and whether or not Hida found him.  But we do know that he died there, and his spirit ascended to Yomi to watch over us all…”  He makes a brief reverential gesture and then shakes himself back to the topic at hand.  “Anyway… the matter is, you see, that Hida took a mighty tetsubo into the Shadowlands with him – the weapon he had wielded through the First War.  We have long wished to recover this weapon from the grasp of Jigoku’s servants.  Such a weapon would most likely be able to resist the Taint, infused as it would be with the spiritual power of Hida himself.  And now, I think, we may have found it.  If you would follow me…”  He moves to lead the PCs through the iron-bound heavy dungeon door.  

Kuni Yuriko is more cautious, and warns any PCs who strike her as gentle or tender-hearted that they may not enjoy what they find beyond this door.  She herself, of course, strides through without hesitation.

The Prisoner

Inside the door is a dungeon torture-chamber.  Waiting in the room is a bare-chested, muscular torturer wearing a hakama and a dark cloth hood.  He stands next to an upright wooden rack holding a lean, ropily muscular, gray-skinned man with shaggy black hair and long, yellow teeth.  Ugly burns cover the man’s bare skin, and the torturer is busily stoking the glowing coals in a nearby brazier, heating up his irons for another round of torture.  

Any PC looking at the man in the wooden rack can see that his skin is actually gray, an unnatural tone, his hair is patchy, his eyes are sunken deeply into his face and his gums have pulled back from his teeth, causing them to look unnaturally long.  A roll of Intelligence/Lore: Shadowlands at TN 15 can confirm these are symptoms of someone who has become deeply Tainted.

Kuni Yuriko regards the creature in the torture rack with a dispassionate frown.  “From time to time, the Hiruma conduct raids against the settlements of the Lost which still exist within the Shadowlands.  Interrogating these creatures can provide useful information on our enemies’ intentions.”  

She nods at Kaiu Sumata, who takes up the thread of the discussion with a gulp and a deep breath.  “This particular creature was captured at the ruins of the Wall of Bones, near the settlement which was once known as the City of the Lost.  He told us some, ah, interesting things, yes?”  He leans toward the captive with an inquisitive air.  The Lost man jerks against his bonds, snapping his long teeth at Sumata’s face.  The Kaiu does not start, simply waits while the torturer brings the red-hot irons into play.

After several minutes of torture, Sumata asks the prisoner, “Now, what was it you were saying about a tetsubo?”

“Yes, yes,” the Lost gasps, writhing in agony.  “In the old dojo, the place they call the Voice of the Lost.  A huge tetsubo, in the inner chambers, we went there looking for valuables, and the tetsubo was there, inside!”  

Kaiu Sumata nods happily and turns to the PCs, wringing his hands together.  “We’ve questioned him repeatedly, and his story has not changed.  If this is not Hida’s own tetsubo, it is certainly another ancient weapon of great power.  If you’ll look here,” he points at the prisoner’s hands, “you can see burn marks where he tried to grasp the tetsubo.”  

The Mission

Kaiu Sumata needs samurai to accompany him into the Shadowlands in search of the Tetsubo of Hida.  Kuni Yuriko will ask the PCs to assist Sumata.  “I realize that this is not something you are obligated to do, samurai-samas.  But surely the entire Empire would benefit if an artifact such as Hida’s tetsubo could be retrieved.”

It is ultimately up to the PCs whether or not they wish to help Kaiu Sumata.  Obviously, if they don’t go, there will be no adventure, but unless the PCs are Crab, they should be free to make that choice.  If any PCs are ronin, Kaiu Sumata will offer to hire them for 5 koku to accompany him.   

If the PCs wish to question the prisoner themselves, they can do so.  If not, Kaiu Sumata will review some of the facts with the prisoner (who calls himself “Daigotsu Nakato”).  

· The “Voice of the Lost Dojo” is a huge walled building located near the very center of the City of the Lost.  There is only one entrance.  

· The building is part of a “no-man’s land” between the two main forces occupying the city – the Lost, which the prisoner calls “Daigotsu’s Legion,” and the goblins (“the filthy bakemono”).  The prisoner says the Lost hold the northern side of the city, while the goblins have overrun the south.  The two groups have been fighting over the city for years.  The Dojo lies in the contested area between them.

· If the PCs ask who leads the Lost, the prisoner claims it is “Lord Daigotsu Kazuo-sama” who pretends to the title of Dark Lord of the Shadowlands.  He claims that Kazuo holds the full allegiance of  the Chuda and Daigotsu families, but admits (under questioning) that many “rebels and fools” refuse to pay him obeisance.    

· The goblins, according to the prisoner, have no leadership, and are merely a relentless, mindless horde.  

· If the PCs ask for more details about the tetsubo, the prisoner says it was located in a large central chamber within the building.  There were stands where other treasures had been kept, but only the tetsubo remained.  He admits that it burned his hands.

· If the PCs ask why he was found outside the city (instead of returning to his fellow Lost), he says he was ambushed by goblins right after he left the building.  His comrades were killed and he was forced to flee out of the city’s eastern side in order to save his life.

Once Sumata and the PCs have finished their questions, Kuni Yuriko will lead them out of the room.  The fate of the Lost prisoner is best left to the imagination.

Additional Discussion with Sumata

If the PCs wish to discuss the potential mission further, Kaiu Sumata can share the following additional information:  

· The City of the Lost was once the main stronghold of the so-called “Dark Lord” of the Shadowlands, but since the last pretender to that title died almost a century ago, it has fallen into chaos.  The Hiruma keep an eye on it to make sure that no major armies assemble there.

· The City lies about four days into the Shadowlands, so any expedition to it will be long (and therefore more risky.)  

· Sumata has not actually visited the City of the Lost before, but he has undertaken missions of similar length and depth into the Shadowlands, and is fairly confident of his ability to navigate through the cursed land while minimizing the dangers.   

Part Two: Into the Shadowlands

Kuni Yuriko will give Sumata and the PCs a writ giving them permission to enter the Shadowlands.  She will also arrange to give two “fingers” of jade to any PC who needs them, and two weeks’ worth of preserved rations for all of the PCs.  “Naturally, we cannot allow you to become Tainted on this mission,” she says with a prim nod.  Kaiu Sumata will warn any PCs who already have a finger of jade that the mission will take about ten days, requiring one additional “finger” to be sure of staying Taint-free.  

In addition to the rations and jade fingers, Yuriko provides Kaiu Sumata and each bushi PC one pouch of jade powder.  See GM’s Aid #1: Effects of Jade Powder for how jade powder works.

PCs who have played the adventure “Strength From Weakness” may think of asking for jade salve to use when treating wounds.  This is a rare item, but if the PCs ask politely and roll Awareness/Etiquette (Sincerity) at TN 20 – TN 15 for Crabs or Imperials – Yuriko will provide them with one container of the salve, containing five doses.  A dose of salve, if applied promptly to an injury, will protect the victim from gaining any Taint from that injury.

Once the PCs have their gear, leaving Shinsei’s Last Hope is a simple matter – the Crab open the gates within Shiro Hachi, and Sumata and the PCs pass through, briefly bathing themselves in the green glow of the blessed jade on the outside of the stockade wall.  The gates and portcullises slam closed behind the PCs, and as they walk beyond the green glow of jade, the soil beneath their feet changes from brown and fertile to gray, dry, and lifeless.

Effects of the Shadowlands

Once the PCs leave Shinsei’s Last Hope, they will be in the Shadowlands.  Within that domain, the following special conditions apply:

· Wood, cloth, and other flammables will not burn properly, emitting only a weak, sputtering blue flame which offers little or no heat (but does attract nocturnal predators).  Dead bodies also are reluctant to burn naturally, should the PCs need to perform an emergency cremation (the Crab usually use spells).  

· Wounds will not heal naturally.  Curative magic (such as Path to Inner Peace), kihos, and nemuranai (such as Crane fetishes or Dragon Clan potions) will work normally, however.  Also, any time a PC is injured, they must roll Simple Earth at TN 10 or gain a point of Taint.  

· All spellcasting rolls (except for maho spells) are at +10 TN due to the unfriendly nature of the local spirits.    If a PC misses the spell-casting roll due to the +10 penalty, a kansen (evil spirit) will contact the PC and offers to produce the spell.  A PC who agrees to this will indeed cast the spell successfully, but will gain a number of points of Taint equal to the Mastery Level of the spell.   

· Any Commune spell cast in the Shadowlands will automatically contact a dangerous kansen which will try to bargain with the PC, offering information in return for a small gift of Taint (1 point for each question answered.)

· Void points and spell rings do not recover naturally (e.g. through rest).  The Meditation skill will still work for recovering both Void and spell rings.  It is impossible to perform a Tea Ceremony inside the Shadowlands.  

· If the PCs fail to acquire jade “fingers,” or lose them, they will be vulnerable to the Taint.  They must roll Simple Earth for each day and each night they spend unprotected in the Shadowlands.  The TN is 5 for the first roll, 10 for the second, 15 for the third, and so forth.  If a roll is failed, the PC gains a point of Taint immediately, and one additional point each day and each night thereafter until they leave.  

· Food and water will quickly become Tainted and diseased unless it is stored in proximity to jade.  Likewise, any food or water the PCs find in the Shadowlands carries the Taint.  Eating Tainted food or drinking Tainted water requires a Simple Earth roll at TN 15 to avoid getting 1-5 (1 die halved) points of Taint.  
The Realm of Jigoku

The land beyond the village is bleak and lifeless, a wasteland of gray, dead soil, jagged rocks, and twisted trees with knobbly bark and leafless branches.  Foul, stinking dust rises from the ground with each step the PCs take.  There is no visible water, and the air seems gritty and painful when the PCs inhale.  Even the sky overhead seems distorted, the normal clear blue turned an unnatural greenish tinge, and the Sun somehow seeming dimmer and paler.  

The landscape is completely lifeless, and the PCs do not encounter anything living for their entire first day in the Shadowlands.  The ground turns more rugged and stony as the PCs advance over the course of the day, with Kaiu Sumata leading them in a northwesterly direction that skirts the edge of a jagged, irregular line of hills.

The PCs will notice that Kaiu Sumata is far more self-controlled once the PCs enter the Shadowlands, and loses almost all of his quirks and eccentricities – although he still turns into a quivering wreck if a female PC speaks to him.  He watches the landscape with careful attention and warns the PCs off from any dangerous plants or other hazards.  

Despite his bulk, Sumata is also quite capable of controlling his appetites within the Shadowlands, restricting himself to one preserved rice-ball and a mouthful of water in the morning, and another at night.  He urges the PCs to employ similar restraint. 

Sumata has a knack for avoiding dangerous areas of the Shadowlands.  For the first two days that the PCs trek into the Shadowlands, he sticks to open, empty, uninteresting territory – the PCs do not see anything larger than the occasional over-large insect or lone, unhealthy-looking plants.  The landscape is rocky and uneven but not impossible to traverse, and Sumata changes course periodically to avoid hills, ridgelines, and the occasional patches of dark forest.  The weather is chilly, descending to downright frigid at night, and the sky is frequently shrouded in gray clouds.  

Sumata makes camp on slight elevations where a good view is available of the surrounding territory.  He does not allow the PCs to try to light a fire, pointing out that a flame in the Shadowlands will not provide enough heat to help anything, but will certainly attract dangerous creatures.  

The first night will pass without incident, as the PCs shiver in their blankets and huddle around each other for warmth.  Sumata will insist on a schedule of watches, and takes his own turn on watch without complaint.

The Dust-Serpent 

During the second day, as the PCs work their way deeper into the Shadowlands, they enter a region of flat lowland between low hilltops.  The ground is covered in soft yellow-gray dust which puffs up slowly and lazily with each step.  Fortunately, the dust is so turgid and heavy that it never rises above the PCs’ waists, but the lower half of their bodies is quickly caked in yellow-gray.  

As the PCs pass through this area, they will cross an area where a Tainted viper is lurking.  Due to the heavy dust, it will be extremely difficult to spot the snake as it lies still and silent beneath a coat of yellow-gray.  Roll randomly to see which PC is in danger of stepping on the serpent (it will not be Sumata) and then allow each PC to roll Perception/Hunting.  The rest of the PCs roll at TN 30 and the PC who is in danger of stepping on the snake rolls at TN 25.  Any PC who has at least two Ranks in Shadowlands Lore gains a Free Raise on this roll.

If any PC spots the snake and points it out, the serpent suddenly whisks away through the dust, leaving a thin trail of puffing clouds.  If no PC spots the danger, the chosen victim steps on it and is bitten.  Searing poison courses through the PC’s veins – s/he falls to the ground in convulsions and takes damage equal to 8k6, subtracting 1k1 for each Rank of Stamina the PC has.  Another PC who immediately treats the victim with the Medicine skill (TN 20) can mitigate the damage by an additional 2k2.  A shugenja PC who immediately casts Hands of Jurojin on the victim can prevent all of the damage.     

The Second Night

During the second night in the Shadowlands, the PCs’ camp will be attacked by a swarm of small, verminous flying creatures – Hanemuri.   Pick randomly which watch the PCs are attacked, and allow those PCs on watch to roll Perception/Investigation at TN 20 or Perception/Hunting at TN 25 to hear the sudden noise of hundreds of wings rushing toward them.  If the PCs sound the warning, Kaiu Sumata will throw himself flat and cover himself with his blanket.  Any PCs who imitate him will be safe.  PCs who fail to do so will suddenly be swarmed over by tiny humanoid creatures who claw and bite, snatching at hair and at any small objects.  All the exposed PCs take 1k1 damage (and must roll to see if they get Taint).  

If any of the PCs have small objects which are in open, vulnerable places – such as a jade finger worn around the neck – they must roll Simple Reflexes at TN 20 to keep from having such items snatched away by the swarming creatures.  The PCs have one round for a quick bow-shot or hand-hurled weapon (at a TN of 30) to bring down the creature before the stolen items are gone for good.

Regardless, the swarm passes within a few moments, screeching and chittering as it flies away into the darkness.  

Third Day: The Giant Oni

The third day remains largely uneventful at first.  The PCs enter more rugged, uneven ground and the weather gets colder, accompanied by thin, foul-smelling fogs which blow raggedly across the landscape.  

Around mid-morning, Sumata freezes in place, looking off to the north, and then turns pale.  “Hide!” he cries, and hurriedly begins looking for cover.  Any PC who looks around with the intent of locating a hiding place can quickly spot some good concealment among the nearby jumbles of boulders. 

If the PCs look north to see what has spooked Sumata, they see what appears to be a distorted humanoid form in the distance, a thing with long limbs, hunched shoulders, and a bloated head.  Allow them to roll Intelligence/Lore: Shadowlands at TN 20.  With a success, they realize the shape is actually much more distant than they first thought – meaning that it is over thirty feet tall.  If they make TN 30 or better, they recall stories of a giant, humanoid Oni, the Oni no Kiga (Hunger Oni), which is eternally hungry and nigh-indestructible. 

Wise PCs will imitate Sumata and hide.  So long as they do so promptly, they are safe – however, PCs who are Idealistic or have Honor or 4.0 or 5.0 should probably lose 1 or 2 points of Honor for taking this option.  

PCs who remain in the open – or even worse, try to confront or attack the thing – will be sealing their own deaths.  The giant, humanoid Oni turns toward them, raises a hooting, mournful cry, and begins striding rapidly in their direction.  As it draws closer, the PCs can see that its long limbs end in foot-long clawed fingers, and its small head is almost all mouth, a flexible orifice lined with sharp teeth.  

· Any PCs who try to fight will perish.  The Oni is Invulnerable to anything but crystal and obsidian, is TN 20 to hit, has Carapace of 8, three ranks of Magic Resistance, and over 400 Wounds.  It will automatically snatch up one PC per round and devour them, gulping them down without bothering to kill them first.  The victims scream all the way down.  

· If the PCs run, they must roll Water/Athletics at TN 35 to outrun the giant creature.  Spells that enhance movement can award Free Raises to this.  A flying spell can also get PCs away safely, by moving them out of the creature’s reach.  

· If the PCs try to run a short distance and then hide, they can roll Intelligence/Stealth (Sneaking) at TN 30 to escape the creature, although it will grope and snuffle its way around for several minutes before finally giving up and wandering off.  

Hopefully, the PCs are wise enough to avoid all of this by simply emulating Sumata and hiding the moment the dreadful creature appears.  Regardless, once the Oni finally leaves, Sumata remains in hiding for almost a half-hour before emerging and resuming the journey.  If any PCs were eaten by the Oni, he will wait a few minutes for mourning and remembrance before continuing. 

Part Three: The Corrupt Shrine

In late afternoon, as the Sun is dropping into dark haze on the western horizon, the intermittent cloud cover finally comes together into darker, more ominous clouds that clearly threaten rain, accompanied by occasional rumbles of thunder.  By this time the landscape has become quite rugged, despite Kaiu Sumata’s efforts to stay on the easiest paths.  He will begin looking around for some sort of shelter.  

Allow the PCs to roll Raw Perception.  Anyone who makes TN 15 spots what appears to be the ruined outline of a pagoda-roofed building on a distant hilltop. If they head in that direction immediately, they will reach it before the rain begins falling.  Otherwise, Sumata will spot it, but the PCs will be caught in the rain for a few minutes before they can reach it.

The rain is black and hot, and burns like acid.  PCs caught in the rain for a few minutes take 2 points of damage and must roll Raw Earth at TN 10 to avoid gaining a point of Taint.  If the PCs for some reason stay out in the rain longer than absolutely necessary, they should continue to take the same damage and roll for Taint until they take shelter.

The Shrine

The shrine appears to be quite ancient.  There are several holes in the tile roof, allowing occasional spatters of the acidic rain to fall into the entrance chamber.  The stone floors are buckled and irregular, and the walls are weathered down to near-blankness.  However, the heavy inner doors leading into the chamber of the Fortune are still intact, their wood hardened and weathered to a stone-like consistency.   If the PCs examine the doors, they can roll Perception/Lore: Heraldry at TN 25 to make out the faint remnants of the ancestral Hiruma mon on the doors.  

Kaiu Sumata will propose waiting out the acid storm here, and the PCs will be effectively trapped for at least one hour unless they wish to be burned and Tainted.  He will not propose entering the shrine’s inner chamber on his own, but will tag along if the PCs do so.

If the PCs open the doors, they will find that the chamber beyond seems almost completely intact, the floor almost level and surprisingly clear of dust.  The walls have not lasted so well, but the PCs can still make out faint outlines of kanji scribed into the panels of the other three walls.  There is no statue or other religious symbol in the chamber’s center, so the PCs cannot tell what Fortune or Kami might have been venerated here originally.  However, there are ancient, crumbling wooden benches in front of each wall, with brittle candles and rotted remains of silk coverings in front of each of the three other walls.  

Anyone who attempts to read the writing on the wall-panels can roll Perception/Calligraphy at TN 15 to puzzle out those kanji which have not completely faded. Give these PCs Handout #1.  

The Puzzle-Box

If the PCs search the Shrine’s inner chamber carefully, allow them to roll Perception/Investigation (Search) at TN 25 to find a loose flagstone in the center of the floor, in the place where a statue would be in a normal shrine.  Underneath the stone is a small stone-lined depression containing an ancient, unadorned wooden puzzle-box.  Opening this puzzle-box requires a roll of Intelligence/Investigation at TN 30 or Intelligence/Traps (or Engineering) at TN 25.  With a success, the PCs open the box – in the process, discovering an ancient needle-trap whose spring has rusted through – and discover an ancient, brittle scroll sealed by a piece of red wax.  Still legible in the wax is a chop reading: “Servant of Hiruma-sama.”

If a PC opens the scroll and reads it, they must roll Agility/Sleight-of-Hand at TN 15 to avoid breaking the fragile scroll apart, rendering it illegible.  With a success, however, they can read a disturbing document – Handout #2.  

This scroll was actually written by a Lost heimin who served an equally corrupted Hiruma during the ninth century, after these lands fell to the Shadowlands.  Anyone who reads the scroll and does not role-play proper disgust/horror/rejection of its contents must roll Raw Willpower at TN 15 or gain the disadvantage “Fascination: Shourido.”  Kaiu Sumata will certainly be interested in such discoveries and will read the scroll, but then scowls and spits at the floor in disgust after completing it.  

Due to the names in the document, some PCs may believe they have stumbled across some dark, hidden secret of the ancient Empire.  Sumata will firmly (if stutteringly) reject such a notion, however.  

Moving On

Regardless of whether or not the PCs explore the interior of the Shrine and discover the strange and unsettling things there, the acidic rainfall will finally halt after about an hour, and Kaiu Sumata will insist on pushing on until nightfall.  

This time, with the ground more rugged and scattered in boulders and other obstacles, Sumata will opt for camping in a sheltered location where the PCs can only be attacked from one direction.  The night passes without incident.

Part Four: Arrival at the City of the Lost

On the fourth day, about two hours after setting out in the morning, the PCs see a strange spectacle on the horizon:

Marching across the horizon is an endless line of giant yellow-white forms, curved pillars that rise to interlacing points.  As you slowly draw closer, you realize they are giant bones, set into the ground to form a wall that is a dark mockery of the legendary Kaiu Wall.  The barricade is not intact – you can see many places where the great rib-like bones have fallen over or been shattered by unimaginable forces.  

Any PC who rolls Intelligence/Lore: Shadowlands at TN 25 can recall stories of the Wall of Bones, the legendary Shadowlands fortification which once barred access to the City of the Lost.  If none of them make the roll, Kaiu Sumata will discuss the matter in a rather irritatingly detailed manner.  

There are numerous gaps in the Wall of Bones which the PCs can pass through – a century without maintenance has left it more of a spectacle than a fortification.  As they do so, Sumata calmly points out that they have now entered the territory once claimed by the City of the Lost, and should be on guard.

Corrupted Ground

Beyond the Wall of Bones, the land is flatter, and cris-crossed with old, long-abandoned roads and pathways.  Large, rectangular patches of mud and grassy marsh form the outlines of what might once have been rice paddies, giving the land the appearance of a corrupt mockery of Rokugani farmlands.  There is no sign of life, but the PCs occasionally glimpse what appear to be near-skeletal zombies laboring mindlessly in the swampy “paddies” – they do not react to anything around them, simply continuing to dredge the mud with crude tools of yellow bone.  If the PCs wish to behead any of these things, they can, although Sumata will advise them to simply ignore them and keep moving.

Arrival at the City

You cross a low ridgeline and look down on a wide, flat valley.  Buildings of dark stone and pale bone sprawl across the valley in every direction.  In the center of the vast, half-ruined settlement is the broken base of what was once a great tower.  Many of the other buildings are visibly crumbling or half-collapsed, but quite a few are still intact, especially to the north and south.  You can see thin streams of gray smoke rising from many locations to the south, and a few from the north as well.  Several channels half-full of gray-brown water are visible running in and out of the city alongside the crumbling roads which come in from every direction of the compass.  

Kaiu Sumata pauses and watches the city for a while, rubbing his plump chin thoughtfully.  He points out the tendrils of smoke and remarks, “Those do seem to correspond to the Lost’s descriptions of the opposing forces holding the north and south.  Which would place this ‘Voice of the Lost Dojo’ somewhere… there,” pointing to several large buildings near the center of the city.  

If the PCs observe the city, they can roll Perception/Battle at TN 25 to make out occasional movement in the streets.  The patterns seem to confirm what the tortured prisoner told them: the north and south of the city are inhabited, but the central area appears to be abandoned.  

Based on the description given by the prisoner, the PCs can roll Raw Perception at TN 20 to identify a building that seems to match his description: a large rectangular structure with a Rokugani-style peaked tile roof, surrounded by a high, spike-topped wall of black stone. 

· PCs with a gaijin spyglass gain Free Raises to both of these rolls.

Getting Into the City

The City of the Lost does not have walls.  No one ever dared to attack it in the time of the Dark Lords, and the Wall of Bones was considered protection enough.  There is nothing to stop the PCs from simply walking into the half-ruined metropolis… except fear.

The channels of foul, gray-brown water that parallel the roads going into the city are actually sewer lines – as they reach the city edge, they disappear into stone-lined tunnels that plunge beneath the streets.  Farther into the city, the stone-paved streets are occasionally pierced by round holes covered by iron gratings – the stench of sewage and rot wafts upward from them.  This is a very alien concept to Rokugani – in the Empire, sewage and waste is collected by eta, and used for fertilizer.  If the PCs ask about this, Kaiu Sumata tells them that these structures were built by one of the previous Dark Lords.  “Rumor has it that a corrupted gaijin was responsible for the idea.”  

As the PCs enter the city, Sumata emphasizes silence and stealth, keeping them at the edges of streets and under the shadow of buildings, instead of walking in the open.  The GM should emphasize the strange and terrible nature of the City of the Lost by using the following incidents as the PCs work their way toward the Void of the Lost dojo:

· A large, misshapen rat, the size of a small dog and with eyes that glow an unnatural red, emerges from a side-street.  It is carrying what appears to be a severed, rotting human hand in its toothy mouth.  It glares at the PCs with unsettling intelligence and then trots out to the nearest sewer grate, slithering between the iron bars and dropping into the darkness with a splash.

· The PCs hear a high-pitched, keening scream in the distance, rising and falling for a long, long time before finally fading away.  It is impossible to determine its source.

· At a crossroads, the PCs come across a severed goblin head, impaled on a bone-hafted spear jammed into the gap between two paving stones.  Its face is twisted into an expression of utter terror, and it faces southward, as though offering a warning.

· A rumbling of many drums comes from the south, continuing intermittently for almost a half-hour before stopping abruptly.  

· At another crossroad, the corpses of four Lost     samurai are piled together in a heap of rotting flesh. They are dressed in armor made from leather and bone.  All of them have been killed with dozens and dozens of stabbing and slashing wounds, and severed limbs are piled in with the corpses.  Two of them have been beheaded and are completely dead. The other two have reanimated as zombies, but are too mangled (not to mention half-buried) to do more than twitch, moan, and gnaw.  A single large vulture-like bird is perched on the pile and is busily pecking the eyes out of one of the reanimated corpses, which struggles to reach the raptor with one mangled hand.  The bird pauses in its feasting to regard the PCs with bloated, yellow eyes, but does not fly away unless they attack it  

Part Five: The Voice of the Lost Dojo 

Eventually the PCs reach the main boulevard which runs north-south through the center of the city.  Here they find their destination:

A massive rectangular wall of black stone, topped with spikes, is interrupted by an equally massive gate whose twin valves seem to be stuck permanently open.  Within, a crumbling stone walkway leads up to what appears to be a huge, sprawling samurai mansion, constructed of stone, rusting black iron, and pale yellow bone, and topped by a peaked roof of black tile.  The structure has clearly seen better days – there are holes in the walls in several place, the window shutters and doors are slid open and sometimes knocked off their rails, and shattered roof tiles litter the ground.  Bones, human and otherwise, are scattered around the ground as well.  

Sumata will unhesitatingly enter the building, immediately beginning a systematic search for the supposed large trophy chamber where the Lost said he saw the tetsubo.  He will urge the PCs to stick together: “Although splitting up may save us some time, it is far too dangerous, I should think.”

The interior of the Dojo is an unsettling place.  Ancient, faded paintings decorate many of the walls – unnatural, corrupt landscape images, on shoji screens made from human skin, but the shoji are often knocked over and torn.  Fans of delicately carved bone lie on the floor, broken by trampling feet.  In one room, a series of black stone tablets hang from the walls in mockery of the student lists at Rokugani dojo – the names are all of Lost “families,” such as Daigotsu, Chuda, and Kokujin.

The Chamber of Knowledge

Eventually, the PCs find a large chamber with high walls and a vaulted ceiling.  The front half of the room seems to be an ancient torture chamber – there are torture racks of ancient bone and dried sinew, stone tables with blood-gutters, and racks of horrible tools made from rusty, corroded iron.  A large sewer grate is in the center of the floor, and the PCs can smell the faint hint of corruption from it.  

Beyond the torture area is a large open space whose walls are lined with clips and stands for weapons and armor – all of them empty.  Against the far wall, however, is one stone stand on which rests a massive, iron-bound tetsubo.   This is Hida’s Tetsubo – see GM’s Aid #2 for details of its nature and capabilities.

The Battle Begins

While the PCs are examining the tetsubo, figuring out what to do, allow them all to roll Raw Perception at TN 20 (Sumata gets to roll as well).  With a success, the PCs can faintly hear the same rumble of drums they heard before, throbbing through the walls of the compound.  If they fail the roll, they will not notice the noise until they emerge from the building.

Either way, once the PCs go outside, they can hear not only the drumming, but a cacophony of shrieking and chanting from the south.  Correspondingly, from the north comes a unified crash of metal, and an echoing hoarse war-shout from a hundred throats.  If the PCs take a peek out of the Dojo compound gates, they can see the following horrific spectacle:

To the north, the wide boulevard has been blocked by an organized force of Lost, dressed in a terrifying array of armor and flying black banners adorned with strange mons in colors of livid blue and glaring red.  They stand in loose ranks, apparently comprising several different units operating in loose concert.  Katana blades and spear-points glitter as they are shaken aloft.  To the south, meanwhile, the boulevard is choked with uncountable hundreds of goblins, chanting, shrieking, and beating on dozens of drums.  As you watch, an organized chant arises from their ranks: “Magic mud!  Magic mud!  Magic mud!”  Groups of goblins covered in some black, tarry substance come to the front, escorted by other goblins clutching sputtering green-yellow torches.    

Part Six: Escaping the City of the Lost

This is where things get ugly.  The PCs are trapped in between two rival Shadowlands forces, either one of which is far beyond their ability to defeat in an open combat.  Thankfully, the two armies will spend a few minutes psyching themselves up before advancing, so the PCs have some time to decide on a course of action.

There are basically five options the PCs can take to try to escape the Voice of the Lost Dojo:

· Fight their way through the Lost army.

· Fight their way through the goblin army.

· Attempt to escape over the walls of the Dojo compound, using climbing or magical flight.

· Try to hide and wait out the battle.

· Retreat through the interior grating into the sewers.

Kaiu Sumata will favor the last option (retreat into the sewers), since he believes trying to fight their way out will be suicidal, and he lacks the skills to climb walls or hide effectively.  However, if the PCs prefer one of the other options, he will go along with them – he knows he has no chance of surviving on his own.

Fighting Through the Lost

This is easily the most hazardous option available to the PCs, although Hida’s Tetsubo may embolden them to try it.  If the PCs attempt to battle their way through the Lost army (or if they are discovered by the Lost, see “Hiding” below), they will be engaged by a squad of four Lost bushi.    This will be a very difficult fight, made more challenging by the fact that every round, a maho-tsukai from elsewhere in the ranks of the army will be casting Maho spells on the PCs, with a randomly chosen targets each round:

Round One: Bleeding.  Two random PCs begin bleeding from a magical wound, losing one Wound per round until they are bandaged (requires an Action) or magically healed.

Round Two: Pain.  One target PC is rendered helpless with pain for one round, and must roll Raw Willpower at TN 15 to avoid a dishonoring scream.

Round Three: Drain Soul.  One random target PC’s Stamina is reduced by 1 (to a minimum of 1) for five minutes.  

Round Four: Drain Soul.  This time two random PCs are targeted.  The spell can stack with itself, although it still cannot reduce Stamina below 1.

Round Five and subsequent: Fear.  One random PC each round suffers an effect of Fear 4 against their own weapon.  The effect lasts for one month.

If the PCs manage to fight their way past this opposition, they will be able to break through the back of the Lost army and flee the city.  However, the Lost will dispatch a hunting group to pursue the PCs (see “Part Seven: The Hunt” below) beyond the city.  

Fighting Through the Goblins

The goblins are not organized enough to actually block the PCs and force them into melee – aggressive PCs can simply bull their way through the goblin army.  (Note that the PCs will not normally have the ability to do this while in Full Defense.)  PCs who use this “charge through” strategy will, however, have to endure a large number of attacks from the goblins.  Each PC will be subject to four goblin melee attacks as they charge through.  

· A PC who is magically invisible will not suffer any attacks if they can remain undetected.  However, they will have to roll Reflexes/Defense at TN 25 to dodge through the fight without bumping into a goblin and attracting attention.

· One randomly-chosen visible PC will be targeted by a “magic mud” flaming goblin fanatic.  The PC must roll Reflexes/Defense at TN 25 to dodge a flaming goblin hug that inflicts 4k2 damage. 

Once the PCs run the gauntlet of melee attacks, they will be showered with arrows from the goblins as they flee.  Each PC will be targeted with three goblin archery attacks before they can reach shelter.  If the PCs survive this second gauntlet, they will successfully make it through the goblins and can escape the City of the Lost.

If a PC falls during this escape, another PC can pick up and carry their fallen comrade by rolling Strength/Athletics at TN 25.  Two PCs can combine their efforts on this roll if they wish.  More than two will be too awkward and will slow the PCs down, forcing them to endure another two goblin melee attacks each.

If the PCs attempt to fight their way through the goblins methodically, rather than simply charging through, they will face a much more serious threat, since the goblins will “swarm” them from all directions.  The PCs will have to fight ten goblins in melee.  At the beginning of each round, five additional goblins will join the fight.  In order to break through, the PCs will have to end a round with no goblins standing.  (They will still have to endure the archery attacks.)  The PCs can change tactics and charge through at any time, but once they do, they will still have to endure four goblin melee attacks.

Regardless of what approach the PCs took, they will probably have attracted the attention of the Lost army which is preparing to fight the goblins.  If the PCs displayed any magic, or if they used Hida’s Tetsubo in combat, the Lost will be intrigued and will send a hunting group to look for them (see Part Seven below).  Otherwise, they will ignore these puny mortals and focus on defeating their goblin enemies.

Escaping Over the Walls

The PCs can attempt to climb over the back walls of the dojo compound and escape the battle-zone in that way.  Doing so is hazardous, of course, since the PCs will be within sight of both the goblins and the Lost when they cross over the wall. 

Climbing the wall physically will not be easy.  Despite its jagged and irregular surface, the actual hand- and foot-holds in the wall are narrow and often jagged, making for a difficult and painful climb.  Ascending the walls will require a roll of Strength/Athletics (Climbing) at TN 25, and climbing back down the other side will require another roll at the same TN.  There are a variety of ways in which the PCs can improve their chances:

· Climbing claws, pitons, or similar gear will afford two Free Raises to the PC using it.

· If the PCs tie themselves together, all of the PCs so tied gain a Free Raise.

· If a PC atop the wall lowers a rope for the other PCs to climb, PCs using the rope gain two Free Raises.  

A PC who fails the climbing roll will fall, suffering 3k3 damage.  If several PCs are tied together, the falling PC can be “caught” if all of the other PCs on the rope make Strength/Athletics rolls at TN 20.  However, if any of those PCs fail their rolls, they are also pulled loose, forcing the remaining PCs to roll again with the TN increasing by 5 for each additional PC who falls.  

PCs who employ magic can cross the wall, of course, without difficulty.  

Regardless of how they cross the wall, the PCs will be spotted by the two Shadowlands forces unless they can manage to conceal themselves somehow (most likely with magic, although clever PCs might be able to rig up some sort of physical camouflage).  This will bring them under attack from both forces, as follows:

· The goblins will fire a volley of arrows at each group of PCs who appear atop the wall.  This will be a total number of archery shots equal to four plus the number of PCs the goblins can see (thus if only one PC appears, he will be fired at by five arrows).  These shots will be distributed randomly among the PCs.  

· From the ranks of the Lost, a maho-tsukai will target one of the PCs with the spell No Pure Breaths.  The air in the target PC’s lungs becomes instantly corrupted and explodes out of his/her body, inflicting 7k3 damage.  In addition to the effects of the damage, the ravaging of the PC’s lungs inflicts a +10 TN penalty to all physical actions which lasts until the PC is magically healed. 

· In addition, the Lost will dispatch their hunting group to pursue the PCs outside the city (see “Part Seven: The Hunt” below).       

Hiding

In order to successfully hide from the two armies converging on their location, the PCs will have to find a way to conceal themselves completely, not only their physical appearance but also their odor – Sumata will warn them that the goblins have an excellent sense of smell, and many of the Lost also have the ability to sniff out untainted blood.

The best place to hide is the sewer pit inside of the dojo – the iron grate can be pulled loose with a Raw Strength roll at TN 20, or bashed through with a dai tsuchi, tetsubo, or ono (other weapons will not be strong and heavy enough to break through the iron bars).  Clever PCs may be able to come up with other places or methods of hiding.  In order to hide in these foul, disgusting locations, each PC will have to roll Willpower/Stealth at TN 20.  (Don’t forget to roll for Kaiu Sumata.)  Any PC who fails the roll will be spotted while getting a breath of air, losing control and vomiting, or otherwise betraying their presence.  There are equal odds that the PCs will be discovered by the Lost or the goblins – whichever side discovers them, the PCs will then have no choice but to fight their way out.

If the PCs have shugenja in their ranks, they may try using magic to conceal themselves.  Spells such as Mists of Illusion or The Eye Shall Not See can be employed to conceal the PCs’ locations.  However, using magic for this purpose in the Shadowlands can be hazardous – the local Kansen (evil spirits) may try to interfere.  If a shugenja attracts a Kansen while casting these spells, and does not accept the Kansen’s aid, the malignant spirit will inform the Lost of their presence.  A group of Lost will seek out the PCs, guided by the Kansen, forcing them to fight their way out.

If the PCs manage to avoid detection, however, they will get a front-row view of the ensuing battle, which pits hordes of suicidal, crazed goblins (and occasional screaming goblin warmongers, chanting sorcerers, and “magic mud” fanatics covered in flaming tar) against smaller squads of brutal, merciless Lost bushi.  The battle lasts almost four hours, at the end of which the two exhausted forces retreat back to their lairs.  The PCs will be free to escape the city unmolested.  In this situation, the Lost hunting group (see “Part Seven: The Hunt”) will not pursue the PCs.

Into the Sewers

If the PCs decide to use the sewers to escape the city, they will (as mentioned) have to get through the iron grating by ripping it open (Raw Strength at TN 20) or smashing it open with a dai tsuchi, tetsubo, or ono.  

Once inside the sewers, the PCs must roll Intelligence/Hunting (Trailblazing) at TN 20 to find their way out to the edge of the city, where the tunnels emerge into the open channels next to the roads.  (Absolute Direction does not work inside the Shadowlands.)  If the PCs fail the roll, they wander through the sewers for a time, and have an encounter from the list below.  They may then roll again to find their way out… but the TN increases by 5 each time.

· A randomly chosen PC steps on a piece of sharp bone beneath the water, and suffers 1k1 Wounds.  The PC must roll for Taint and infection as outlined below.

· The PCs encounter a swarm of bloated, unnatural rats.  The rats can be driven away with a fire spell (they flee with loud screeches of pain and fury), but otherwise they swarm around the PCs, biting at their legs and ankles.  The PCs can dodge/avoid/kick away the rats by rolling Reflexes/Defense at TN 25.  All PCs who fail suffer 1k1 damage and must roll for Taint and infection.

· A PC steps into a sinkhole beneath the water, vanishing into the gray-brown water with a splash.  The PC must roll Raw Willpower at TN 15 to avoid gulping down some of the foul water, which will result in an automatic acquisition of 1-5 points of Taint.

· The PCs encounter a Sanshu Denki (muck monster) which inhabits the sewers.  The thing lurks under the water and will attack by surprise, catching whichever PC it targets at –15 TN (and Defense skill mastery abilities cannot be used). 

If the PCs are still lost in the sewers after all of these encounters, allow them one last Intelligence/Hunting(Trailblazing) roll at TN 45.  If they fail, they are lost forever.

PCs who walk through the sewers must roll Raw Earth at TN 10 to avoid gaining a point of Taint.  If the PC has an open (e.g. unbandaged) injury, the TN is 15, and in addition, the PC must roll Raw Stamina at TN 20 to avoid getting an infection.  The consequences of an infected wound are found in “Rewards for Completing the Adventure.”

Part Seven: The Hunt

If the PCs left the city in a way which attracted the attention of the Lost (by fighting their way through the Lost army, drawing too much attention while fighting through the goblins, or getting spotted crossing over the Dojo walls), they will dispatch a hunting group to try to track down and destroy (or better yet, capture) these interlopers.  

As the PCs are retreating from the city, they look back to see two human figures mounted on skeletal, horse-like creatures emerge from the city streets, clearly heading in their direction.

The PCs have essentially two options here: fight their pursuers, or try to hide or evade.

Fighting

The PCs will be facing two Lost hunters mounted on Onikage.  The bushi gain the usual advantages of being mounted and fighting opponents on foot, and in addition the Onikage will bite and claw at the PCs.  Given what the PCs may have been through up to this point, this can be a very unpleasant fight.  The Lost hunters will fight to the death, without hesitation or quarter, and will use their skill and techniques to the very best of their capabilities.

Fleeing

In order to outrun the Lost hunters, the PCs will have to make a series of Opposed rolls of their Water/Athletics (Running) against a roll of 9k4 (which is a combination of the Onikages’ Water and the Lost hunters’ Horsemanship).  The Lost make a single Combined roll; the PCs can choose to each roll separately or to make a single Combined Roll against the Lost.  (If they choose to roll individually, thereby likely condemning those PCs who do not have good stats, they should probably lose a point of Honor.)  

Each roll represents five minutes of gasping, heart-pounding flight across the bleak landscape of the Shadowlands.  In order to escape, the PCs must win three successive rolls.  If they lose three successive rolls, the Lost catch up with them and they must fight.  (If the PCs are rolling separately, and only some of them are caught, the other PCs will be able to get away unless they choose to turn back and help their comrades.)  

The PCs may be able to enhance their chances of escape with magic.  Spells that enhance movement should award the PCs Free Raises on their Opposed rolls to outrun the Lost.  Certain Techniques or Advantages might also award Free Raises to the roll, if the GM feels it is appropriate.  

Hiding   

The only places to hide within sight of the City of the Lost are the sewage channels and the muddy, foul, reed-overgrown “rice paddies” in the surrounding fields.  If the PCs can nerve themselves to hide in these grotesque places, concealing themselves beneath the foul and disgusting liquid, they can make rolls of their Willpower/Stealth (Sneaking) at TN 25 to evade the Lost hunters.  If some members of the party are instead fleeing, the hiding PCs will go undetected.  Regardless, PCs with an Honor Rank higher than 1 should probably lose a point of Honor for such a cowardly survival tactic.     

Any PC who takes this option must roll Raw Earth at TN 10 to avoid gaining a point of Taint.  If the PC has an open (e.g. unbandaged) injury, the TN is 15, and in addition, the PC must roll Raw Stamina at TN 20 to avoid getting an infection.  The consequences of an infected wound are found in “Rewards for Completing the Adventure.”

If the PCs are discovered, they will have to fight.  Other PCs who are not discovered can choose to continue hiding and escape alive, although this should definitely cause them to lose at least 2 more points of Honor, 4 for PCs with an Honor Rank of 4.0 or better.

Conclusion 

Return to Shinsei’s Last Hope

Assuming Kaiu Sumata and the PCs escape from the City of the Lost alive, they should be heading back to Shinsei’s Last Hope, hopefully with Hida’s Tetsubo in hand.  

If Sumata is alive, he can guide the PCs back to Shinsei’s Last Hope safely.  If he is dead, the PCs will have to find their way back on their own.  This will require a roll of Intelligence/Lore: Shadowlands at TN 20, or Intelligence/Hunting at TN 30.  A successful roll gets the PCs back after four more days.  A failed roll means the PCs are lost for two days and can then attempt another roll at the same TN.  Of course, the PCs will still be using up their food and water (they have enough for fourteen days) and their jade (their fingers will last thirteen days).  

Thankfully, outside of the City of the Lost the Shadowlands are still quiescent.  The PCs make it back safely, aside from the risk of getting lost.   

Testing for Taint

If the PCs make it back alive to Shinsei’s Last Hope, they will be met just inside the gates and tested for Taint by the local Witch-Hunter (a ghoulish older man named Kuni Sakamoto).  If any PC now has a full Rank or more of Taint, Sakamoto rolls Awareness/Etiquette (5k3) at a TN of 25 to detect the symptoms of their Taint.  With a success, he proceeds to test them with jade – the rest of the Crab bushi will force the PC to submit to this – and then (almost gleefully) informs them that he will be sending word to their daimyo.  This PC is now forbidden from marrying and gains “Bad Reputation: Tainted.”  

Once they have passed this gauntlet, the PCs meet with Kuni Yuriko, who asks for a full report on their experiences.  She will not allow the PCs to gloss over anything dishonorable or unpleasant, and as a canny old woman she is extremely difficult to fool – a Clear Thinker who rolls 10k8+8 for Perception/Investigation (Interrogation).
Assuming the PCs have managed to bring back Hida’s Tetsubo, she will be quietly exultant, and offers the PCs the thanks of the Crab Clan.  All PCs gain +1 Glory, and Crab PCs gain +2 Glory and +1 Honor.  

· If the PCs try to lie to her about Hida’s Testubo (perhaps in some misguided notion of keeping the weapon for themselves), she will have them arrested and executed for attempting to steal a sacred Crab relic.

The Reward

Assuming the PCs do return the Tetsubo, Kuni Yuriko will offer them a reward.  “Sadly, the resources of the Crab Clan are limited.  Which of you do you believe is most worthy of receiving our gift?”

This should be an honest in-character discussion.  If any player attempts to “metagame” this discussion, or repeatedly discuss it out-of-character (“Fred plays a bushi, he should get it”) the GM should warn them against this.  If they persist, they are disqualified from both the conversation and from receiving the gift.

· A PC who voluntarily and in-character chooses to remove himself/herself from consideration for the gift gains +1 point of Honor.

The gift will be different depending on whether the PC who receives it is trained as a bushi, a courtier, or a shugenja.  A PC who has taken an unusual path (such as a bushi who left war to serve in the courts) can request one of the other gifts, but must do so without knowing specifically what it is.  Once the gift is bestowed, it cannot be changed. 

The Celebration

If the PCs did bring back Hida’s Tetsubo, they are guests of honor the following night for a huge celebratory feast and party, held in the main hall of Shiro Hachi.  Hida Gojiro is no longer present – if the PCs ask, they learn he is back out in the Shadowlands, battling the enemies of the Crab – but Hida Masakazu is still present, and enjoys the feast and drinking more heartily than anyone else, stuffing himself with fried shrimp and handfuls of fresh-cut sashimi in between deep gulps of sake.  As the guests of honor, the PCs are placed at a table immediately below his, separated from him only by a two-foot step and the protective circle of his bodyguards.

The room echoes with cheers, shouts, and raucous laughter as the Crab celebrate this great moment with copious drinking and a wild loss of self-control.  Crab bushi engage in a variety of wild behavior, such as stripping down to their loincloths, dancing on table-tops, and singing the crudest and bawdiest songs they can imagine – and being Crabs, they can imagine quite a lot.  PCs of delicate sensibilities may well find themselves completely overwhelmed by this spectacle.  Kuni Yuriko, who also attends the feast, seems quite untroubled, and matches the huge bushi drink-for-drink.

Toward the end of the evening, however, something happens: immediately after another round of bellowed toasts, Hida Masakazu begins coughing loudly.  Some of his guards helpfully swat him on the back, but it does not seem to help – his coughs turn to desperate wheezes, and soon he topples over, turning purple-blue and clawing at his neck.  

The guards react instinctively, leaping up and drawing weapons, some of them shouting “Poison!” while others bellow “Maho!”  They will momentarily not allow anyone near him, but Kuni Yuriko sweeps them aside with nothing more than a glance and an imperious gesture.   

However, she, and any PCs with her, are helpless to save Masakazu.  There is no Heimlich Maneuver in Rokugani medicine, and there is no spell to cure a stopped throat.  Hida Masakazu, Champion of the Crab, the “Jovial Bear,” dies choking on a piece of un-chewed fish.     

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:

2 XP

Good role-playing:


+1 XP

PCs retrieve Hida’s Tetsubo:

+1 XP

PC makes it through the adventure 


without gaining any Taint:

+1 XP

Total Possible Experience:

5 XP
Other Awards/Penalties

If the PCs manage to bring back Hida’s Testubo, each PC gains +1 Glory.  Crab PCs instead gain +2 Glory and +1 Honor.

Numerous actions within the Shadowlands may potentially cost the PCs Honor.   

PCs who fail to resist the lure of the strange writings in the Shrine gain the disadvantage “Fascination: Shourido.”  PCs who are Tainted, and identified as such, gain the disadvantage “Bad Reputation: Tainted.”

A PC who voluntarily declines to be in consideration for the gift at the end of the adventure gains +1 Honor. 

Infected Wounds

If any of the PCs got an infected wound, this will cause them long-term problems.  The following effects take place:

· The PC is considered to suffer from the effects of the Permanent Wound and Frail Mind disadvantages.  If the PC already has either of these disadvantages, the effects stack (two Wound Ranks filled out at all times, four free raises to opponents when trying to resist with Willpower).  

· At the end of each subsequent adventure, the PC can roll Raw Stamina at TN 25 to finally recover from the infection.  If the PC fails the roll with three or more 1’s, the infection becomes fatal and the PC dies.

· The spells Hands of Jurojin or Peace of the Kami will cure the infection.  No other magic will be effective.

Appendix #1: NPCs and Monsters

Kaiu Sumata, Nerdy Treasure Hunter

	FIRE 3
	  AIR 2

	Intelligence 4


	Reflexes 3

	EARTH 4
	WATER 3 

	
	Strength 4

	VOID 4


TN to be Hit: 15 (25 in heavy armor)


School/Rank: Kaiu Engineer 3 (Path of Stone)


Rank One: Gains a Free Raise on attack rolls when operating a siege engine.  Gains Free Raises equal to School Rank on Engineering rolls.  


Rank Two: Sieges engines gain 25% range.    


Rank Three: Five free Raises on all Engineering rolls.  Siege engines roll two extra dice for damage.

Honor/Status/Glory: 2.5/1.0/3.8

Skills: Athletics 1, Battle (Shadowlands) 2, Calligraphy 4, Craft (Armorsmithing) 1, Craft (Weaponsmithing) 1, Defense 4, Engineering (Siege, Construction) 4, Etiquette 1, Heavy Weapons 2, Hunting (Survival) 2, Investigation 4, Jiujutsu 1, Kenjutsu (Katana) 3, Lore (History) 4, Lore (Relics) 5, Lore (Shadowlands) 4, Lore (Weapons and Armor) 2, Medicine 2, Storytelling 1, Traps 1.

Mastery Abilities: May add Defense skill to TN to be Hit except when immobile or unaware.  

Advantages/Disadvantages: Allies (various), Death Trance, Higher Purpose (recover artifacts and knowledge)/Benten’s Curse, Frail Mind, Meddler
Equipment: Kimono, heavy armor, daisho set, traveling pack, two fingers of jade, pouch of jade powder, writing kit, various scrolls.

Lost Bushi (interchangeable)

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 4
	WATER 3 

	
	Strength 4


Shadowlands Taint Rank: 5.0

TN to be Hit: 25 (30 with light armor)

Wounds: 9 Wounds per Rank (wounds ranks as per human)


School/Rank: Daigotsu’s Legion 2


Rank One: If he successfully hits an Enemy while using the Full Attack posture, that enemy does not get any Raises against him for his use of Full Attack.


Rank Two: Maximum Raises are determined by combination of Shadowlands Taint Rank and Void. 

Skills: Athletics 4, Battle (Shadowlands) 3, Deceit 5, Defense 5, Hunting 3, Jiujutsu 3, Kenjutsu (Katana) 4, Knives 3, Kyujutsu 4, Lore: Shadowlands 6, Spears 3, Stealth 4, Theology (Jigoku) 3, Torture 4.

Mastery Abilities: Add Defense skill ranks to TN to be Hit (except when immobile/unaware), and may enter Full Defense when initiative is rolled.  

Equipment: Light armor, daisho set, ragged clothing, sandals, knife, “traveling pack” (filled with raw meat, grisly trophies, etc).  One in three has a bow with 20 arrows.  

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Feeding on Flesh (if he kills a creature with bare hands, may immediately heal Wound Ranks equal to twice the victim’s lowest Ring), Unholy Stamina (may go without rest or sleep indefinitely).
Lost Hunters (interchangeable)

	FIRE 4
	  AIR 4

	
	Reflexes 5

	EARTH 5
	WATER 4 

	
	Strength 5


Shadowlands Taint Rank: 6.0

TN to be Hit: 30 (35 with Light Armor)


Wounds: 11 per rank (Wound Ranks as per human)

School/Rank: Black Guard 3


Rank One: Adds twice his Shadowlands Taint Rank (12) to the total of all damage and Raw Strength rolls.  Adds Fire Ring to the total of all Initiative rolls.


Rank Two: Suffers no TN penalties from Wound Ranks (but still affected by Down or Out),  May subtract Earth Ring from total of all Wounds received.


Rank Three: May take a Complex Action to summon an Onikage, which appears nearby within 1 to 3 Rounds.  Initiative is now increased by 2 x Fire Ring, replacing the benefit from Rank One.    

Skills: Athletics 4, Battle (Shadowlands) 3, Deceit 5, Defense 5, Horsemanship 5, Hunting 5, Jiujutsu 3, Kenjutsu (Katana) 5, Knives 3, Kyujutsu (Horse Archery) 4, Lore: Shadowlands 6, Spears 5, Stealth 4, Theology (Jigoku) 3, Torture 4.

Mastery Abilities: Add Defense skill ranks to TN to be Hit (except when immobile/unaware), and may enter Full Defense when initiative is rolled.  Gains a Free Raise when using Kenjutsu or Spears skill.

Equipment: Light armor, daisho set, yari, ragged clothing, sandals, knife, “traveling pack” (filled with raw meat, grisly trophies, etc).    

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Child of Darkness (natural Shadowlands creatures will not attack them), Feeding on Flesh (if he kills a creature with bare hands, may immediately heal Wound Ranks equal to twice the victim’s lowest Ring), Unholy Stamina (may go without rest or sleep indefinitely), Unholy Vision (see clearly in darkness, smoke, or when magically blinded).
Onikage (interchangeable)

	FIRE 2
	  AIR 3

	
	

	EARTH 4
	WATER 4 

	
	Strength 6


TN to be Hit: 20

Attacks: 6k2 (bite or clawed foreleg)

Damage: 6k1(bite) or 6k2 (claw)

Carapace Armor: 2 (bypassed by crystal, obsidian, or jade)

Wounds: 10: +5; 25: +10; 45: Down; 50: Dead.
Special Abilities: Fear 2.  

Generic Goblins (interchangeable)

	FIRE 2
	  AIR 1

	
	Reflexes 3

	EARTH 2
	WATER 1 

	
	


TN to be Hit:

Attacks: 3k2 (melee) or 4k3 (archery)

Damage: 2k2 (melee or arrow) 

Wounds: 12: +5; 24: Dead.
Sanshu Denki (Muck Monster)

	FIRE 2
	  AIR 3

	
	

	EARTH 3
	WATER 2 

	
	


TN to be Hit: 15

Attacks: 4k2

Damage: The target who is hit is in danger of being swallowed alive.  The chance of being swallowed is 100%, minus 10% for each Rank of Reflexes the victim has.  A swallowed victim takes 5k3 damage per round.  Luckily, it can only swallow one victim at a time.

Carapace Armor: None.  However, touching the Sanshu Denshi with bare skin or weapons unleashes an electrical charge for 3k1 damage.

Wounds: 15: +5; 25: +10; 50: Dead.


Appendix #2: Running the Twenty Goblin Winter

If any of the PCs are ronin who decide to actually participate in the Twenty Goblin Winter in the hope of joining the Crab Clan, the GM should arrange a separate time to run them through the following trials:

Hunting in the Shadowlands

Each time the PC goes into the Shadowlands, s/he is given a finger of jade (allowing seven days of protection from the Taint) and a large canvas bag for bringing back the heads of dead creatures.  

Each day the PC spends in the Shadowlands, s/he must roll Perception/Hunting at TN 20 to locate an inhabitant.  With a failure, the PC finds nothing that day.  With a success, roll on the following table.  Subtract one from the roll if the PC has at least three Ranks in the skill of Shadowlands Lore.

1 or less: Ratling.

2-3: 1-2 zombies.

4: 1-5 zombies.

5-6: 1-2 goblins.

7-8: 1-5 goblins:

9: Ogre.

10: Oni.

A ratling encounter is non-hostile, but a PC who does not know what a ratling is might choose to attack it.  If so, the PC suffers 2k2 wounds.  A PC who brings back a ratling head will automatically fail at the Twenty Goblin Winter.

A zombie encounter will inflict 1k1 damage on the PC for each zombie in the encounter.  Zombie heads count for half against the target total of 20 heads.

A goblin encounter will inflict 2k1 per goblin on the PC.

An ogre encounter inflicts 5k3 damage on the PC.  Ogre heads count for double on reaching the total of 20 heads.

An Oni encounter automatically kills the PC unless the PC manages to hide (Intelligence/Stealth at TN 20) or run away (Agility/Athletics at TN 25).

After each encounter, the PC must roll Raw Earth at TN 10 to avoid getting 1 point of Taint.

If the PC survives an encounter, s/he can choose to either return to Shinsei’s Last Hope (handing in any collected heads, and resting/recovering), or stay in the Shadowlands for another day of hunting.  

Each PC will be allowed a total of three fingers of jade (three weeks in the Shadowlands) over the course of the winter.  If the PC succeeds in accumulating 20 heads (zombies count half, ogres count for double) by the end of the winter, the PC is allowed to swear fealty to the Crab Clan.  The PC is admitted to the Hida vassal family XXX, with a starting Status of 0.5.   

GM’s Aid #1: Effects of Jade Powder

Some of the PCs and NPCs are given pouches of jade powder at the start of the adventure.  Jade powder, as the name implies, is ground-up jade, mixed with an oily paste that allows it to adhere to weapons.  It is employed by Crab bushi facing Invulnerable foes (such as Oni) when they do not have access to actual jade weapons.

Smearing jade powder onto a single weapon or arrowhead takes one normal Action.  Thus, a PC cannot smear jade and attack on the same round unless the PC spends two Void points to take an extra Action during the round (or has a Technique that grants extra Actions).  Each pouch of jade powder contains enough to cover one heavy or normal weapon, two small weapons (kama, tanto, etc), or five arrow-heads.  

Once jade powder has been applied, the weapon will do full damage to an Invulnerable foe for one hit.  The second hit will do half damage (rounded down).  The third consecutive hit will do one-quarter damage (rounded down) and the fifth and sixth hits will do exactly one Wound of damage.  After six hits, the jade has been exhausted.  

Jade powder cannot be salvaged from a weapon once it has been applied.  Also, once it is spread out onto a weapon, it becomes vulnerable to Taint in the surrounding environment.  A Rokugani hour after application, it will lose half its efficacy.  Two Rokugani hours will completely corrupt it, rendering it useless.

GM’s Aid #2: Hida’s Tetsubo

The tetsubo is massively heavy – a PC must have Strength of 3 simply to lift it alone, and it can only be used in combat by a PC with Strength of 5 or higher.  Although there is no visible jade on the weapon, any PC with Taint will feel uncomfortable touching it, and a PC with a full Rank or more of Taint will be burned for 1k1 damage.  

The tetsubo is a 3k4 weapon, and as a major nemuranai can damage any foe, regardless of normal immunities.  If it strikes a Tainted enemy, it unleashes an ear-stunning thunderclap, and the target creature must roll Raw Earth at TN 20 or be knocked to the ground.  

Player Handout #1: Writing on the Walls

Panel One:

“….Fear… not… guides us… the obstacles fate… to overcome… ourselves…”

Panel Two:

“… sin… desire guides…not… the path… because we… serve…”

Panel Three:

“Regret… sin…not… fate teaches… tempers us…”

Player Handout #2: The Scroll

I, Sakura, have been given the honor of transcribing the teachings of my lord, Hiruma.

I, a mere peasant, have been given the honor of placing his words upon the walls of this shrine.

I do hope that I have done his teachings justice. My script is as they taught me at the monastery and my hand is steady. But I am still a peasant, still a humble servant beneath the notice of one so glorious.

I do hope that all who read my lord’s teachings will see the truth in them, will see the glory of the Tao.

“Fear is not a sin. It guides us by telling us what obstacles fate has placed before us. The obstacles fate wishes us to overcome to better ourselves in this life and the next.”

“Others tell us that we sin when we desire. But desire guides us. It is not what keeps us from the path fate has put before us. It is what pushes us down that path so we may serve our family and Clan. So that we choose to serve, because we desire to serve.”

“Regret is not a sin. It is not meant to stop us. It is what we learn from, what fate teaches us with. How else are we to know when we have made the wrong decisions, but to feel regret? Regret tempers us.”

I have written these words as carefully as I am able upon the walls. When my lord leaves for the next life, I shall burn a candle in his memory every year until I, too, must pass on. When that time comes, I hope that I will have found another to keep this shrine for me. But if not, this scroll is all that I can assure will not be harmed. This scroll will hold the last teachings of my lord. The last teachings of the Tao as taught to him by the Teacher.

Sakura
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