Shadows of Beiden

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

by Leah Bushby

Edit/Rewrite by Rob Hobart

Engineers have gone missing during the work at Beiden Pass, and you have been requested to assist in the search effort.

Adventure Summary and Background

For many centuries, Beiden Pass allowed passage across the great Spine of the World Mountains, connecting the Lion and Scorpion lands.  It was the primary route for trade and travel between the northern and southern halves of the Empire. However, during the legendary War of the Spirits four centuries ago, Beiden Pass was destroyed, collapsed by the power of many shugenja to annihilate the armies of the ruthless Steel Chrysanthemum, Hantei XVI.

Since then, other passes have been used to cross the mountains, especially the Seikitsu Pass.  However, recent negotiations have lead to Emperor Toturi XII ordering the restoration of Beiden Pass as part of a general project to build vast new trade roads across the Empire.  The finest engineers have been summoned to perform this work, and it has encountered several obstacles.  The simple engineering challenges of re-opening a collapsed pass are difficult enough, but worse yet, strange earthquakes and unnatural weather have plagued the Pass, and scouts and engineers sent in to investigate have disappeared.  The PCs have been sent to Beiden Pass in response to a request for assistance from the chief engineer on the project.  Their goal will be to locate the missing surveyors and, if possible, discover the cause of these strange events.  

The source of these disappearances and disturbances is actually a struggle between two powerful shugenja dwelling high in the ruins of the Beiden Pass.  One of them is a Scorpion, Yogo Ato, driven insane by the possession of his ancestor, Yogo Aikoku.  Aikoku was a traitor to the Clan: he was assigned to infiltrate the sinister Shadowlands group which called itself the “Spider Clan,” but the Yogo Curse caused him to instead embrace the Spider, convincing himself they were a noble group of ronin without any connection to the Shadowlands.  Once the true nature of the Spider was revealed, Aikoku was seized and condemned by his fellow Scorpion, his soul imprisoned in Traitor’s Grove.  

When the Grove burned a year and a half ago, Aikoku was one of the souls who escaped and sought to possess the body of a descendent.  However, unlike the other victims of these souls, Yogo Ato was a strong-willed man who resisted immediate possession.  Aikoku’s spirit haunted him relentlessly, however, and has gradually driven him mad with her constant rantings.  Ato has retreated into the Pass, seeking out the ruins of the Spider Clan’s ancient hideouts, and destroying all who enter Beiden Pass. 

The other shugenja is an ogre, Seki, a rare independent creature free of the Taint of Jigoku.  The ogre has the extremely rare gift of the kami, and this has both protected him from the Taint and made him an outcast among his own kind.  Seeking an escape from the cruel attentions of his peers, Seki left the Shadowlands and crept into the Empire, avoiding the attentions both of Jigoku and humans.  Eventually he made a home in Beiden Pass. 

These two shugenja became aware of each other last winter, and for the past several months they have been locked in a war of power, engaging in frequent battles that have confused and disturbed the kami of the mountains. These violent battles and spiritual disturbance has been felt by the animals and even the nearby residents of Beiden City in Scorpion lands.  Meanwhile, the work of re-opening the Pass has brought more and more men into the mountains.  Ato, driven completely mad by the spirit possessing him, has killed everyone he has seen.  Seki has been less violent, but has acted to protect himself when attacked.

The PCs will have to deal with the problems posed by both of these shugenja.  Each of them can be dealt with in multiple ways, depending on whether the PCs prefer to be confrontational or to negotiate.  

Player’s Introduction

The PCs have received orders to travel to Beiden City and assist the engineers working on clearing the Pass.  All Clan and Imperial PCs have been sent in response to a request for assistance sent to their daimyo. Magistrate PCs have also received orders to investigate the strange goings on in the Pass.  Ronin PCs have been notified that there may be work here for them.

The adventure begins in mid-morning of a warm late-summer day, a couple of weeks after the Setsuban Festival, as the PCs arrive at the city of Beiden.  This Scorpion town is built in the shadows of the mountains, within sight of the ruined Pass.  

The city of Beiden is a strange blend of ruin and prosperity.  Many of the buildings are decrepit or half-ruined, and it looks as though the remaining population has only kept up those structures they could still use themselves.  Now, however, the town has sprouted a vast new tent-city of laborers, and the local commoners are hard at work renovating the unused and abandoned portions of the town.  

You have approached up the half-completed Great Road, a huge thoroughfare large enough for two or three caravans to pass abreast.  At the moment, however, its traffic consists mostly of supply wagons for the building project, and the occasional courier.  Until Beiden Pass re-opens, that is all it is likely to see.  

PCs who roll Intelligence/Lore: History at TN 15 will know that this was once a thriving trade hub, caravans and travellers of all kinds stopping in the town as they travelled either way through the Pass.  In the nearly four centuries since Beiden Pass was destroyed, the city has clearly declined a great deal, and the PCs estimate there are less than five hundred permanent residents.  

When the PCs reach the city, they will be briefly stopped by a polite but somewhat harried Scorpion guard and his doshin (armed peasant) assistants.  After inspecting the PCs’ travel papers, he directs them to the tent city on the northeast side of town.  “The chief engineer is there, he’ll know where you are needed,” the guard explains.   

Part One: Beiden City

The city of Beiden is a jumbled combination of ruins and restorations.  About half of the commoner dwellings are ruined or in serious decay, although work is now underway to restore many of these.  Teams of heimin are working everywhere, building, cleaning, carrying food and water and firewood.   There are a handful of Scorpion samurai residences at the outskirts of the town which are still in good condition, and the downtown barracks for the local garrison has clearly been recently upgraded and repaired.  

In the center of the city, there is a small but thriving merchant’s market, offering a mixture of trinkets and essentials.  A smithy is working busily, with several apprentices assisting a pair of master smiths as they try to keep up with the demands of the Beiden Pass project.  There is one visible Inn, and the foundations and frames of two others are nearby, with workers crawling over them.    A couple of tea-houses are doing booming business, and the main streets are lined with an assortment of make-shift noodle bars, sushi stands, and sweet-sellers, all of them doing well.  Heimin laborers and off-duty samurai alike crowd into these establishments, and PCs who roll Perception/Lore: Heraldry at TN 15 can recognize the mons of the Kaiu, Miya, Horiuchi, and Yasuki families here along with Scorpions from every family.    

The tent-city on the far side of the town is highly organized, the tents laid out in efficient lines and rows.  Banners flutter in different parts of the camp, and the PCs can recognize the same mons they saw within the town.  Clearly the effort to re-open Beiden Pass has drawn samurai from several parts of the Empire. Scorpion guards are clearly handling security for the camp, and they will direct the PCs to the cluster of larger tents at the center of the camp.

As the PCs are looking around, a short, ruddy-faced samurai in a simple, somewhat dirt-stained purple kimono approaches them, holding a sheaf of papers and a piece of writing charcoal.  “Ah, greetings, samurai,” he says.  “I am Horiuchi Ito, aide to Kaiu Kiseki, our senior engineer.  You have just arrived, yes? Your names please?”  He listens to their introductions politely and writes down their names with the charcoal.  “Ah yes, the samurai sent to help with our difficulties in the Pass.  Kiseki-sama will speak with you at the hour of Doji.  Please present yourselves at the large tent,” he pauses to point it out. “Until then, samurai.”  He bows politely and turns to leave.

PCs may choose to delay Ito and speak to him further if they wish.  He will answer their questions as best he can, but he will refrain from discussing rumours or bad news, and will not share much information about the Great Road project.  On the latter topic he will suggest the PCs wait until they speak with chief engineer Kiseki. 

Once Ito has spoken with the PCs, a servant will lead the PCs to tents where they can stay for the night.  These are essentially barracks tents, each with several samurai staying in them (segregated by sex if they choose).  These accommodations may be somewhat distasteful to those who are accustomed to more refined surroundings, but if the PCs decide to visit the Inn, they find it is already over-full.  

If the PCs have a tent of their own that they would like to pitch, or simply wish to camp out-of-doors, there is plenty of space for them to do so.  However, if they pitch a tent that does not match the strict layout of the tent city, they will be quickly reprimanded by one of the guards: “The chief engineer will be most displeased if you upset the order of things.”

People to Speak With in Beiden

Governor Bayushi Raikan: If the PCs seek out the local authorities, either to present themselves or to ask a question, they will be shown to a large walled mansion on a low hill on the southern edge of the city. It is well-maintained compared to the general degradation of the city, but otherwise unremarkable.  A servant will politely inform callers that his master Bayushi Raikan is unavailable at this time, and invites all visitors to enjoy the hospitality of Beiden.  

The governor actually spends his days out in the city, inspecting the construction projects and supervising the improvements to his town.  He is accompanied by a small escort of guards and servants.  If the PCs approach him there, or wait to see him in the evening, he will politely accept greetings, but makes it clear he is too busy for chat.  

Local Samurai: If the PCs speak with any of the samurai here, they can roll Awareness/Courtier (Gossip) at TN 15 to pick up the local rumors about the construction project and the problems associated with it.  

· The Great Road: This is a major project, initiated by the command of the Emperor himself.  The project has drawn together the most skilled engineers, scouts, map-makers, builders, smiths, and stonemasons from across the Empire. Current inter-Clan conflicts have raised tensions between the samurai working on the project, but the chief engineer stands for no nonsense – anyone  breaking the peace is summarily ejected from the city.

· Problems: The construction project has been unlucky lately, with a number of minor earthquakes and accidents which have delayed construction and caused injuries.  There have also been problems with scouts and engineers going missing while exploring the Pass.  

· If the PCs ask for more details about these missing people, they mention that several engineers and scouts have gone missing over the last few months.  Several Miya heralds and Kaiu engineers assigned to explore the Pass have failed to return, most recently an entire team of engineers who were supposed to lay out the route for excavating the Pass.  The samurai will avoid speculating on possible causes for this – they have been lectured by their superiors about the dangers of gossip and rumormongering.  

· Other topics: Beiden is somewhat out of the loop as far as current events in the Empire, and will be eager for news of other events, especially the recent climax of the siege at Shiro Usagi.  

Local Commoners: Some PCs may decide to “slum” and speak with the local heimin, whether peasant, craftsmen, merchant, or even eta.  These people will not speak readily with most samurai, but a ronin or a PC with a history of good relations with commoners (such as a Sparrow) can roll Awareness/Courtier (Gossip) at TN 20 to find some heimin willing to share rumors with them. 

· The building project has been plagued by minor earthquakes and a variety of accidents, such as foundations collapsing and unexpected avalanches.  Several workers have been killed in these accidents, and more injured.  Some of the heimin are scared to work on the engineering works in the Pass – but on the other hand, there is never a shortage of volunteers to labor on improving the town.

· There are rumors that scouts and engineers have failed to come back from exploring the ruined Pass.  Some claim there are oni stalking the Pass, killing all any who climb into the mountains.  Others say it is the ghosts of the samurai who died there when the Pass collapsed, the Returned Spirits of the army of Hantei XVI.  Other theories include a vengeful woman’s ghost searching for a husband who died in the collapse, or a wrathful Fortune who is angry for some unimaginable reason. 

Meeting the Chief Engineer

Eventually the hour of Doji arrives, and the PCs will be allowed to visit the headquarters tent.  A guard at the entrance will briefly check the PCs’ papers before standing aside and letting them inside.  

The tent is busy with people, and two tables in the room are strewn with papers, maps, drawings and letters.  Heimin messengers scurry in and out, bowing to you as they pass.  The activity in the tent seems to focus around a small group of samurai at the larger of the two tables.  At the center of the group is a stocky older man in a weather-beaten gray kimono, his white-streaked hair tied back in a tight ponytail.  Horiuchi Ito stands near him, along with two men in Crab colors, another in Dragon green, and a short young woman in a plain grown kimono.  The older man is clearly in charge, speaking with quiet authority and writing orders on pieces of paper with quick, loose brush movements.  As you approach, the older man looks up, and you see that one of his eyes is misted over with a milky whiteness.

“Ah, our helpers have arrived.  Greetings, I am Kaiu Kiseki, chief engineer.  Your names again?” 

The PCs can introduce themselves in whatever manner they find suitable.  Kaiu Kiseki listens carefully before replying.  His voice is low and clear, and he thinks carefully before speaking, but everything he says is straight to the point.  Kiseki is over forty, with one eye clouded by a cataract, but in true Crab tradition he continues to serve the Clan so long as he is able.  One eye is clouded with a cataract, but the other still sees clearly, and he has a good instinctive sense for people’s motivations and character.  

Kiseki will introduce the other samurai in the tent as Crab engineers Kaiu Ishi and Kaiu Koruma, Dragon engineer Tamori Yuuji, and Imperial scout Miya Annai. 

“I suppose you are wondering what you are doing here.” He doesn’t wait for a response. “You have probably heard this project is behind schedule.  We have lost several scouts and survey engineers over the last few months, most of them just in the past few weeks.  The early disappearances were blamed on the hostility of the environment – the ruins of Beiden Pass have never been a safe place.  Accidents, wild animals, bandits, rockslides, any of these could be responsible.  But more recently the losses have been… significant.  Last month we lost two scouts on deep survey missions.  And just over two weeks ago, one of my engineers, Kaiu Makoto, led a survey team up the Pass to seek more information.  He took a full team of heimin, including experienced bearers and some of the local city doshin…. as you may have noticed this city cannot offer much in the way of samurai support.”  He pauses.  “They were well prepared, aware of the dangers, armed and competent.  They have not been seen since.”

The engineer gestures at the young Imperial woman standing at the table.  “Miya Annai has volunteered to lead a further mission into the Pass, and you are to assist her.  Your task is simple.  Locate the missing samurai, locate whatever killed them, and eliminate the threat.  If that is not possible, return here and report. Questions?”

Kiseki will answer any questions the PCs have, although his direct, blunt manner may upset some of them.  If any PCs become offended, Kiseki simply says, “I do not have time for arguments,” and dismisses them from the tent.  He has Status roughly equivalent to the local governor, although his domain of authority does not extend beyond the engineering project.  

· If the PCs ask why they are here, Kiseki explains the project is occupying the time of most of the samurai assigned.  “I requested competent samurai to assist.  If you feel you are not competent, by all means return to your daimyo and ask him why you were sent.”

· If the PCs ask the names of those who disappeared, Kiseki identifies the most recent scouts as Kaiu Takao and Miya Mai.  He also mentions one of the earlier disappearances, last autumn, was one of his cousins, Kaiu Kyujomoro.

· If the PCs ask for more information on conditions in Beiden Pass, he nods approvingly.  “The Pass was collapsed three centuries ago by the power of the kami.  We do not have much information on the upper reaches of the Pass, where you will be going. The rocks will be treacherous – even after three centuries, there is always the risk of a collapse.  Also we have been experiencing some minor earthquakes in recent weeks.  There are no known human settlements, and minimal life of any kind – except for whatever killed the scouts.”  

· If the PCs ask Kiseki for theories on what is happening, he shrugs.  “Anything is possible.” 

· If any PCs ask whether the missing scouts and engineers might still be alive, Kiseki shakes his head.  “Unlikely. If any of them had survived they would have returned by now.  This is not a rescue mission.”

· If the PCs ask about the rumors of accidents and problems with the construction project, Kiseki will discuss it briefly.  “We have suffered a variety of problems – foundation collapses, rockfalls.  We assumed these were accidents, but combined with the recent disappearances, I am not so sure.  There may be a connection, though I do not know what it could be.”  

· If the PCs ask about bandits or saboteurs, he will explain that the local guards have searched the surrounding lands and even the lower reaches of the Pass for any intruders.  “They have found no sign.  I cannot imagine why bandits would wish to sabotage this project in any case.”  If the PCs ask about the local heimin rumors, he snorts.  “Peasant foolishness.”  

· Some of the PCs may wonder why Kiseki is here working on this project while his Clan his fighting the Scorpion.  He frowns and replies in a firm voice.  “I have been appointed to this task by the command of the Emperor himself.  Would you disobey such an order?  All the samurai here are doing their duty – do not question our loyalties.” 

Once the PCs have asked their questions, Kiseki fixes them with his mismatched gaze. “This project is critical to the future of the Empire.  Its success or failure impacts all Clans, both Great and Minor.  Beiden Pass was once the greatest road in the Empire, and the Emperor wills that it shall be so again.  It is not acceptable for a few disappearances and accidents to obstruct that.  I trust you will do your duty for the Empire.”  

If any of the PCs are ronin, one of Kiseki’s engineer assistants will toss a pouch of money (totalling 3 koku) onto the table in front of that PC.  If the ronin refuse the mission, s/he is out of the adventure. 

If for some reason a Clan/Imperial PC chooses to decline the mission, Kiseki will be visibly non-plussed.  “Do you customarily refuse your lord’s directives?”  If the PC insists, Kiseki expels him/her from the project and that character is out of the adventure, losing 3 points of Glory for failing to complete an assigned task.

Speaking with Miya Annai

When the PCs are finished with Kaiu Kiseki, he dismisses them and turns back to his work.  The scout, Miya Annai, will bow to the PCs and gestures for them to follow her out of the tent.  She will speak with them outside, re-introducing herself and discussing their mission in more detail.  She is an athletic young woman with short-cropped hair, dressed in a plain brown kimono with a very small Miya mon on the sleeve.  Annai is soft-spoken and unfailingly polite (even in the face of a direct insult), but like any good samurai she will not stand insults to her superiors – if the PCs slander Kaiu Kiseki, Miya Shikan (her family daimyo), or any other high Imperial figure in her hearing, she will quietly request an apology.  

If the PCs ask her additional questions, she will answer as best she can.  Annai has been in Beiden Pass before (during the initial surveys last year) and has a fair idea of what to expect.   

· If the PCs ask about conditions in the Pass, she explains there is no path or road of any kind in the Pass, so the way will be difficult.  Some stretches may even have to be climbed.  She also warns that the weather can change quickly in the mountains.  

· If the PCs ask how long the mission will take, Annai says she expects to spend a week to ten days, maximum, in the Pass.  She is arranging supplies for that length of time.

· If the PCs ask how far they are going, she says Kaiu Makoto’s team was expected to go about halfway through the Pass.  It is possible to traverse all the way from one side to the other by foot, but that should not be necessary.

· Some PCs may ask about mounts, servants, or even pets.  Riding will be impossible in the mountains, and Annai points out that horses can be safely stabled in the city. Servants may come along, but she points out that the trip will be physically difficult and probably dangerous. She will be somewhat surprised by any PC asking to bring along a pet like a bird or monkey, but will not object unless the animal has to be carried.  

Annai will also politely point out that heavy armor and large weapons (such as spears, tetsubo, no-dachi, Tsuruchi longbows, etc) could be more of a hindrance than a help on this journey.

Once their questions are answered, Annai asks the PCs to meet her at the northeast gate of Beiden City tomorrow morning, just after dawn.  She explains she has arranged all basic supplies needed for the trip – blankets, water and dried food, etc.  The PCs are welcome to arrange other supplies as needed, though she warns them that tents are too heavy and bulky to take into the Pass.  

Part Two: Into Beiden Pass

At dawn the next day, the PCs meet Miya Annai at the northeast gate of Beiden City. Even just after dawn, the settlement already echoes with the sounds of work, and hundreds of heimin are at work on the Great Road beyond the city walls.  

Miya Annai offers the PCs a quiet, polite good morning as they reach the gate.  She is wearing a sashimono (back-banner) today, and carrying a heavy travelling pack, but otherwise dressed identically to the previous day.  Her only visible weapon is a wakizashi.  She pauses to check the PCs’ gear, making sure everyone has enough food and water for the trip. She will raise an eyebrow at a PC who is carrying a large amount of gear or weapons, but does not say anything aloud.  When she is satisfied with the supplies, she turns and leads the way toward the mountains.

The beginning of the journey takes the PCs past the large earthworks and excavations that will soon be the Great Road.  Stonemasons are laying foundations, hundreds of laborers are digging out the sides of hills and pouring fill into depressions, and heavy scaffolds mark the planned location of a bridge.  Many of the workers stop and stare at the party as they pass, whispering between themselves, although they quickly prostrate themselves if the PCs approach or take offense.

As the PCs get closer to the end of the construction zone, they find a large number of heimin following them at a respectful distance.  They are silent save for a few whispers to each other, and the whole experience should be slightly eerie and unsettling to the PCs.  Finally, as the PCs are about to leave the main construction zone behind, one of the peasants calls out in a shaky voice, “Good luck!”   As if that has unleashed a tide, the whole crowd erupts in shouted well-wishes and prayers, and a few workers hurry forward, prostrate themselves, and offer a good-luck tokens – a rat in a small wicker cage.  (This may well seem distasteful to many samurai, but a roll of Intelligence/Lore: History at TN 20 or Lore: Scorpion at TN 15 will recall that rats are considered lucky by Scorpions, as they are the servants of Daikoku.)  If none of the PCs accept the gift, Miya Annai will take it, quietly disposing of it later.   

GM’s Note: Phobias

The GM should keep in mind that PCs who suffer from a phobia of heights will frequently encounter this phobia within Beiden Pass.  Other phobias such as a fear of wild animals may also come into effect on this journey.  GMs should make sure to apply any appropriate phobia penalties where applicable.

Into the Pass

It will take about two hours’ total walk for the PCs to enter the Pass proper, leaving behind the construction zone.  Annai leads the PCs over the course of the original road, signs of which can sometimes be seen. The terrain is lightly forested hills, becoming steeper and more rocky as the PCs approach the Pass proper.  Miya Annai is a companionable traveller – as a Miya shisha and scout she has been all over the Empire and can recount many interesting tales.  She is a non-confrontational woman and will avoid getting into any discussion of politics or war.

By late morning the PCs enter the actual Pass, climbing over jagged piles of boulders, the mountains closing in on either side.  Annai will suggest a pause for food and urges the PCs to keep up a strong pace for the rest of the day.  “We should try to make our way as far as possible before evening, since we will need time to locate shelter for the night.”
Not long after midday, the PCs reach the foot of a steep rockfall that completely blocks the Pass.  This is as far as Annai has been into the Pass this year.  “Only the missing scouts and Kaiu Makoto’s team have been past this point.  It has been over a year since I explored the rest of the Pass, and I do not know what we will find up there.  Be on guard at all times.”  

The rockfall is about the height of a two-storey building, and is made up of a jumble of large chunks of rock, bound together with earth and smaller rocks, as well as several small trees and shrubs which have taken root in the soil.  It will require a successful roll of Agility/Athletics (Climbing) at TN 20 to climb to the top of this rockfall safely.  If a PC has brought along more than one large weapon, or a similar heavy item such as a tent, a TN penalty of +5 should be added for each such additional burden.  (This is in addition to the TN penalty for wearing heavy armor, if any.)  

· PCs with climbing gear gain a Free Raise on the roll to ascend this slope.  If one of the PCs makes it to the top and places a rope to assist those following, the PCs using the rope gain two Free Raises on their roll to climb the slope.

· PCs who are roped together may also gain a Free Raise on the roll to climb the slope, but if they fail their roll, all PCs attached to them must roll Strength/Athletics (Climbing) at TN 20 to avoid being pulled loose.  If multiple PCs fall, the TN increases by 10 for each additional person falling. 

A failed Athletics (Climbing) roll results in the PC sliding/falling down to the bottom of the slope, suffering 2k1 damage.   

The Inner Pass

Once the PCs reach the top of the slope, they are in a completely unexplored region of the Pass.  Ahead of them is the jagged, uneven valley formed by the shattered walls of the Pass.  Centuries of weather and erosion have softened the sharp edges of the boulders, and patches of stunted trees and bushes have grown up here and there.  The footing is uneven and treacherous. 

Looking back, the PCs can see the outline of Beiden City in the distance, and the ruler-straight line of the Great Road stretching to infinity.  

Note on Spellcasting in the Pass

The kami in the whole area of Beiden Pass are being affected by the madness of Yogo Ato and his struggle with the ogre Seki.  A shugenja PC will get a sense of unease from the spirits that builds the further into the Pass they go. Earth kami seem particularly restless, which is unusual for these normally sedate spirits. 

Whenever a shugenja PC calls upon the kami by casting a spell, the PC gets a sense that the kami are reluctant to respond, as though afraid or lethargic. Communing with the kami brings across a sense of fear, exhaustion, and aggression. Casting any spell other than Commune will require an extra Raise, as the kami are reluctant to be forced into more conflict.

· The spirits cannot really explain the source of their emotions – if the PCs ask why they are so exhausted and angry, they will only demand that “the conflict must stop.”

Note on Miya Annai 

Annai is an accomplished hunter and tracker, and is potentially capable of leading the party through most of this adventure without any assistance from the PCs. However, this would make the adventure a rather uninteresting experience for the players.  Thus, wherever possible Miya Annai should take a back-seat to the PCs – she should only take the lead if none of the PCs have the skills to engage in effective tracking and hunting.

Part Three: Searching the Pass

Once the PCs are above the rockfall and into the main portion of Beiden Pass, they can start looking for tracks and other signs of the missing scouts and engineers.  Miya Annai will take the initiative to do this if none of the PCs do so.  A roll of Perception/Hunting (Tracking) at TN 20 will find signs of recent activity – someone wearing sandals has been through this area within the last two weeks.  

The tracks are generally too indistinct to tell much of what happened.  However, a PC who makes TN 25 or better will be able to tell that the most recent tracks were made by one person, and do not extend to the bottom of the rockfall.  A PC who makes TN 30 or better can also tell that the older tracks were from a group, and none of them match the more recent tracks  (the newest ones are smaller and narrower).

Attempts to track either the individual or the group are difficult, due to the rocky terrain and the amount of time which has passed.  However, if a PC is persistent and rolls Perception/Hunting (Tracking) at 25, they can tell that all of these tracks seem to roughly follow the lowest part of the ruined Pass, taking the path of least resistance.  

First Night in the Ruined Pass

There is no actual path or road through this part of the Pass – the ground is a rugged jumble, and the PCs spend much of their time clambering over boulders, hiking up and down rocky and muddy slopes, squeezing through clumps of scrub trees, and so forth. Even following the easiest paths, it is slow and hot work, and by evening all the PCs are exhausted.  

Finding a good place to camp will require a roll of Perception/Hunting (Survival) at TN 20 – if none of the PCs can succeed, Miya Annai will try.  A successful roll locates a crevasse between two huge boulders that will provide enough shelter, although the PCs will have to crouch down or crawl while they are inside.  Failure means the party spends a cold and wet night in the open, as a rainstorm blows through in the early morning hours – the PCs will be at +5 to all rolls the next day due to lack of rest, unless they can roll Void/Meditation (Fasting) at TN 25.  

Miya Annai will suggest setting watches if none of the PCs think to do so, but regardless of whether or not the PCs take her advice, this first night will pass largely uneventfully.  Given the chance, Annai will ask the PCs to tell her about themselves or their homelands – she enjoys hearing about places and people she does not know.  If the PCs ask her for a story of her own experiences, she will recount her visit to the Kitsune Mori, where she once glimpsed a three-tailed fox spirit.

Shugenja PCs and those sensitive to the supernatural (the Cloud tattoo, the Advantages Friend of the Elements with Earth or Air, an appropriate Inner Gift, etc) will have a restless night, their sleep disrupted by strange dreams. They feel a sense of mingled aggression, despair, and helplessness – the emotions of the kami, forced to fight endlessly against one another.  Those with the Disadvantage Wrath of the Kami will experience a violent nightmare where the very elements themselves are attacking the PC – these PCs will not regain any Void points when they sleep. 

Second Day in the Pass

The second day in the Pass is as difficult as the previous afternoon, as the PCs continue to struggle over the same kinds of rugged terrain.  To follow the signs of people from the previous day, the PCs may again roll Perception/Hunting (Tracking) at TN 25. If they did not find the trail yesterday, they can pick it up today with the same roll.  

Miya Annai will try and follow the signs of people if a PC points them out.  Otherwise she simply chooses the path she thinks the missing scouts would have taken.  Unfortunately for the PCs, this often includes strenuous climbs up and down, since the scouts would have tried to reach high points of the terrain to view the way ahead.

In late afternoon, the PCs will come to a ruined roadhouse.  A deep fissure in the valley drops away below the PCs, and halfway down, wedged in against several huge boulders, is the building, perched at a crazy angle amid the rocks. If the PCs have been following the trail of the scouts, it will lead them to the roadhouse.  If not, they can roll Perception/Hunting (Tracking) at TN 20 to spot tracks and scrape-marks leading down to the building. 

To climb down safely to the roadhouse the PCs must make one successful roll of Agility/Athletics (Climbing) at TN 20.  Similar bonuses and penalties apply as for the previous climb.  A failed roll means the PC tumbles down to the roadhouse, suffering 2k1 of battering, scraping, and bruising. 

The Abandoned Roadhouse

Despite its age, the roadhouse does not seem to have been completely abandoned – there are some crude and intermittent repairs to it, suggesting it has sometimes been used by travellers or bandits.  There is a rivulet of water trickling past the building from higher up the slope, forming a small pool in a crevice between two boulders before leaking away farther down the slope.  Near the pool of water is a pile of stones, clearly a cairn.  

The interior of the roadhouse shows signs of recent activity – recent ashes from a cooking fire, rubbish tossed in the corners, and so forth.  A roll of Intelligence/Investigation at TN 20 or Intelligence/Hunting (Tracking) at TN 25 will determine that these signs are from about two weeks ago, and suggest the presence of several people.  If the PC beats the TN by at least 5, s/he also deduces that wild animals, possibly mountain cats, have sometimes used this place as a shelter, leaving a few tracks and animal bones behind. 

If the PCs examine the cairn, they can roll Perception/Investigation (Notice) at TN 20 to discover a stone near the top crudely inscribed with the kanji for the personal name “Hiro.”  Inquisitive PCs may decide to open the cairn, although this should be a highly distasteful prospect to a samurai – any PC who participates will lose 1 point of Glory, and those with Honor of 3.0 or better will lose 1 point of Honor, for desecrating a grave.  Inside the cairn is the decomposing body of a heimin, dressed in peasant garments.  Any PC who examines it closely must roll Raw Willpower at TN 15 to avoid being made ill by the stench, a loss of 2 points of Glory.  A close look and a roll of Intelligence/Anatomy (TN 20) or Intelligence/Medicine (TN25) can determine the cause of death – a mauling by a wild animal, probably a mountain cat.

Miya Annai believes this is the grave of one of the heimin in the scouting party, and regards it as a sign that the party is on the right track. 

Shugenja PCs may try to Commune to determine what happened here.  There are no Air or Water spirits old enough to remember what happened (the flow of the stream prevents the Water spirits from staying), and there are no Fire spirits left in the cold ashes.  There are, however, many Earth spirits here, all of whom are being affected by the battle between the two shugenja. These spirits should be portrayed as angry and confused, unwilling to cooperate with those who call them.  In order to find a spirit that remembers the scouting party or the person buried in the grave, a shugenja will have to make two Raises for clarity.  Three Raises will be needed to learn about the earlier Miya scouts who visited the area.  

The Earth kami can remember a group of six people staying at the roadhouse for one night.  The spirits cannot give much detail on the people, or distinguish between samurai and heimin.  They describe these people as dressed practically, in drab colours.  If the PCs ask about the body in the grave, the spirits say this body was carried here by two other men, and buried when they arrived.  

If the PCs make the Raise to ask about the Miya scouts, the spirits remember each of them staying at the roadhouse for one night.  If the PCs ask how long ago these scouts came through, the spirits say it was “more than one moon cycle ago.”

The Second Night in the Ruined Pass

Miya Annai will suggest spending the night in the roadhouse.  The PCs can refuse if they wish, but spending the night outdoors will carry the same consequences as the previous night (+5 TN penalty the next day unless they can Meditate).  

If the PCs stay in the roadhouse, their night will pass uneventfully.  If they stay outdoors, there is the possibility that they may attract the attention of hungry mountain cats.  If the PCs have lit a fire, or set watches, they will be safe – the cats will prowl nearby, uttering angry screams and yowls, but do not approach.  But if the PCs do not light a fire and do not set watches, one of the mountain cats will try to slink up and drag away one of the PCs for a meal.   

The PCs can roll Raw Perception at TN 25 to awaken in time to react.  If so, the cats can easily be driven off with shouting, torches, or any sort of damaging attack. If not, the cat will pounce on one randomly chosen sleeping PC – it will not take a Large PC, and will choose a Small PC by preference.  The cat clamps its jaws around the PC’s throat and drags him/her away.  The PC cannot speak or shout for help, and must succeed in an Opposed Strength roll to pull free (tearing free of the cat’s jaws inflicts 3k2 damage).  Only small weapons such as knives will be usable while the PC is in the cat’s jaw-lock.  If the PC is not freed within four rounds, s/he will pass out from the cat’s choke-hold. 

· If the captured PC is making an effort to cause noise (thrashing around, beating on things, etc), other PCs may roll Raw Perception at TN 15 to awaken.

If the other PCs awaken and intervene, the cat will initially try to drag away its captive, but if it suffers 20 or more Wounds it will drop the PC and flee.  The cats can leap and climb through the ruins of Beiden Pass far more easily than the PCs, and cannot be caught once they flee.  

Third Day in the Pass: Rain

The following morning is cloudy and gray, and by mid-morning a dense, steady late-summer rain begins to fall.  The rain is initially a minor irritation, but as the day goes on it becomes more and more wearing. The terrain remains the same difficult mixture of boulders, scree, raw earth, brush, and scrub trees, but with the soaking rain the footing is far more treacherous and exhausting.  The PCs spend a miserable lunch break huddled in the lee of some of the great shattered stones.  

Tracking the previous groups of scouts and engineers is harder then ever, as the rain tends to eradicate what little trace remains.  To find the tracks in these conditions will require a roll of Perception/Hunting (Tracking) at TN 30.  If the party cannot or does not look for tracks, they may make an Intelligence/Hunting at TN 20 or Intelligence/ Navigation at TN 20 roll to determine the most probable route any previous scouts would have taken. Annai can lead the party if no PCs possess the appropriate skill.

Either way, the route continues on through the jagged, irregular ruins of the Pass, skirting the edges of several deep fissures.  In mid-afternoon, the PCs must climb another steep slope, this one almost sheer, in height equal to about one and a half storeys.  A roll of Agility/Athletics (Climbing) at TN 20 will be needed to reach the top.  The PCs can use the same methods as before to assist with the rolls.  A failed roll results in a fall for 3k2 Wounds – a PC who suffers 20 or more Wounds has a broken leg, and cannot walk or climb on his/her own unless healed with Regrow the Wound.  (Path to Inner Peace will remove the Wounds but will not heal the fracture.)

Spotting the Remains

In late afternoon, Miya Annai will stop and climb a tall spire of rock, trying for a better view of the surrounding area.  PCs can join her by rolling Agility/Athletics (Climbing) at TN 15 (a failed roll means a fall for 2k1 damage). 

PCs who climb up can roll Perception/Hunting at TN 25 or Perception/Investigation (Notice) at TN 20 to spot the clue in the valley.  (A gaijin spyglass will grant two Free Raises to this roll.)  PCs who did not climb up may also survey the rolls, but the TNs are 10 higher.  Miya Annai should only roll if none of the PCs succeed.    

As you survey the valley, you spot a scrap of colour in the distance, barely visible through the gray haze of rain.  It appears to be a piece of red cloth, flapping feebly in the gentle wind that pushes the rain in sheets across the valley.  From what you can make out, the piece of cloth seems to be caught on a rock outcropping near a jagged overhang, possible the mouth of a cave.  
If the entire party misses this clue, they can make another roll of Perception/Hunting (Tracking) at TN 25 to pick up a few tracks pointing to the cave.  If they miss either of these, they will pass the cave and move on up the valley, forcing them to make camp outdoors in the rain.  They will still have the opportunity to see the shugenja fight in the storm (see Part Four below), but they will not find the grave of Kaiu Makoto and his party unless they manage to spot it on their way back.

The Gravesite

The cave is located about halfway up the side of one of the mountains bordering the ruined Pass, and the PCs will have to labor hard to reach it by nightfall.  The red cloth appears to be a piece of a kimono, wedged into a crack in a large rock – as though caught in the wind.   Behind it, a fissure higher than a tall man does indeed extend back into the mountainside.  If the PCs look inside, they will immediately realize they have found what they are looking for:

The cave is a scene of horror.  Pieces of decomposing flesh – limbs, human torsos, and less identifiable remains – are scattered across the cave floor, along with shredded clothing and pieces of equipment.  You can see ashes everywhere.  The smell of putrefaction, masked until now by the pouring rain, strikes you with the force of a hammer-blow. 

The PCs must make a Raw Willpower roll at TN 20 roll to resist gagging at the dreadful sight and smell, losing 1 point of Glory if they fail.  Miya Annai stands momentarily stunned, unable to say anything without losing her face.   

PCs investigating the scene may roll Perception/Investigation (Search) at TN 20.  The information they can find depends on where and how they are specifically investigating, as follows:  

· A PC who examines the bodies can determine there were probably five people killed here. At least one of the victims was a samurai, as can be determined from the mangled topknot on the severed head and the Crab mon still visible on the shredded kimono.  This is Kaiu Makoto, although there is no way to prove his identity beyond doubt – the face is too mangled for any possible identification.   

· If the PCs try to determine the exact cause of death, they can roll Intelligence/Anatomy at TN 20 or Intelligence/Investigation at TN 30. Success will note that there are tooth and claw marks from wild animals on almost all the body parts.  However, there are also scorch marks on many of the parts, charred and carbonised flesh.  There are no sword or other weapon wounds in evidence.

· If a PC examines the remains of the gear and weapons, it can be seen that this was once a well-equipped party of scouts.  There are several broken heimin weapons scattered across the floor, but there no sign of a samurai’s swords. Other gear includes mapmaking tools, food, blankets, and climbing gear, all thoroughly broken and burned.  

· If the PC examines the ashes or the cave, they discover scorch marks on the walls of the cave.  The ashes appear to be the remains of clothing and other objects which were completely burned away.  A roll of Intelligence/Spellcraft (TN 15) or Intelligence/Lore: Shugenja (TN 20) suggests that much of this damage was caused by a Fire Spell.  

Magical investigations may be able to provide further details on what occurred here.  However, the GM should remember that the kami are particularly disturbed in this area, and Communing with them should always bring across a strong sense of fear, exhaustion, and aggression.

· Communing with Earth spirits takes one Raise for clarity to find a spirit willing to speak.   It can tell the shugenja that four ‘men of water’ and on ‘man of earth’ came to this cave.  Later, a ‘man of fire’ joined them and ate with them before leaving again.  Later, while the others slept, the ‘man of fire’ came back with many angry Fire spirits, which he used to kill the other men.  If the PC calls at least one additional Raise beyond the one required, the spirit will describe the ‘man of  fire’ as ‘unreasoned as the avalanche’ and ‘part of the mountain.’   If the PCs ask how the bodies came to be torn apart, the spirits say that many animals came later to feast on the dead flesh.

· The Air spirits in the cave can give the same information as the Earth spirits, but it will require an additional Raise for clarity (beyond those already needed) to get information from them.  

· There are no Water spirits here which were present when the incident happened.  There are no Fire spirits left at all. 

If there are any shugenja or monk-type characters in the party, Miya Annai will ask them to perform funerary rites over these bodies.  (She will pray for them, but she does not know the proper rituals to assist their souls on the journey to Meido.)  Other PCs with at least three Ranks in Theology can also perform these rites.  A cremation and the interment of the bones would be the proper conclusion to these rites, but this is probably not possible in these circumstances.  Of course, some PCs may be able to come up with a creative solution, especially if they have shugenja among them.  Otherwise, the best option is probably to cover the bodies with stones, in the manner already seen with the dead heimin at the roadhouse.  

Regardless of what the PCs do with the bodies, it will be growing dark by the time they finish investigating the gravesite.  Most PCs will probably be uneasy at the thought of taking shelter in a gave where dead bodies have lain, but if the place has been consecrated by a shugenja PC, there will be no “spiritual penalty” for doing so.  Otherwise, there are cliff overhangs nearby where the PCs can at least take shelter from the rain and get some rest.  

If the PCs discuss their mission with Miya Annai, she will express sadness at Kaiu Makoto’s fate (and wishes they could have found his swords).  She is determined to find out what happened to him, and to learn the fate of the other scouts.   

· If the PCs did not spot the cave, they will need to roll Perception/Hunting (Survival) at TN 20 to locate shelter for the night.

Part Four: Battle in the Storm

That night, the rainstorm grows stronger, rain pounding down from the dark sky and channels of rainwater sluicing down the sides of the mountains.  Thunder rumbles in the distance and grows steadily closer.  If the PCs failed to find shelter, they will be absolutely miserable and unable to get rest, even with Meditation rolls, and will automatically suffer the +5 TN penalty the next day for being tired.  

By midnight, the center of the storm has moved directly overhead, and thunder echoes deafeningly.  However, if the PCs roll Raw Perception at TN 15, they realize there is a strange disturbance amid nature’s storm:  

Lighting splits the sky, once, twice, three times. It seems to be striking at a mountain peak near you.  In the split second between the flash of the lightning and the roar of the thunder, you hear what might be a voice, a cry of fury and rage.  

If the PCs look for the source of the noise, they can dimly make out motion atop the mountaintop – one or possibly two bipedal figures.  Red and green light flashes around them, and thunderclaps erupt with concussive force that makes the PCs’ ears ache.  Regardless of whether the PCs see this or not, a few moments later a boulder on the slope above them shatters, showering them with pebbles and shards.  When they are able to look again, the figures are no longer visible.  

In the aftermath of this strange experience, violent lightning strikes will erupt throughout the area for the next minute.  A PC who suspects supernatural or magical involvement can roll Intelligence/Spellcraft at TN 15 to identify this as the effect of the spell Fist of Osano-Wo. 

Any PCs leaving shelter within the next minute will have a 50-50 chance of being struck by lightning, taking 3k3 Wounds as the blast hurls them to the ground.  If the PCs delay longer, the lightning strikes are over, though the general thunder and lightning of the storm continue to erupt for another hour.

Investigating the Battle Site

Ascending the peak where the PCs saw the battle will be quite difficult.  The storm is still raging, making navigation and climbing extremely difficult. No paper lantern, candle, or torch can survive the driving rain and wind, so unless the PCs have a gaijin lantern, they will be without any light other than the intermittent lightning flashes.  Further, the sides of the mountains are covered in water, sluicing down across the rocks.  If the PCs ask Miya Annai for advice, she will recommend waiting until dawn before investigating.  

If the PCs do decide to try to reach the mountain peak during the storm, they will need to roll Agility/Athletics at TN 15 simply to keep their footing on the treacherous rocks (Yoritomo bushi or other characters with special abilities relating to balance need not roll).  A failed roll means a painful fall for 1k1 damage (no dice explosions).  Finding their way to the correct mountain through the rain-soaked slippery darkness will require a roll of Perception/Hunting or Perception/Navigation at TN 20.  Actually climbing to the top will require a roll of Agility/Athletics (Climbing) at TN 30, with the usual bonuses for climbing gear or use of rope – failure results in a fall for 3k2 Wounds.

If the PCs wait until dawn, the storm will blow itself after a couple of hours, and morning comes with bright sunlight, the light glittering on the damp rock and water-laden trees.  The PCs can see shattered and blackened stones where lightning struck.  Climbing the mountain in daylight will require an Agility/Athletics (Climbing) roll at TN 20, with failure again resulting in a fall for 3k2 Wounds.

· Shugenja PCs can evade many of these restrictions and dangers by using magic to reach the top of the mountain.  Spells such as Hands of Clay or Call Upon the Wind are obvious choices.  

Near the peak of the mountain there is an uneven plateau.  Although the rain washes away most of the evidence of the battle, the PCs can see scorch marks and shattered rocks.  Near the middle of the plateau, the broken blade of a sword lies in a low spot, half-covered in water.

PCs examining the blade can tell it is from a katana.  A roll of Perception/Kenjutsu (or an appropriate Lore skill) at TN 20 can determine that this katana was recently used in combat, and is snapped off as though from a severe blow.  It is of good quality, but since the hilt is broken off, there is no physical way to determine the maker or the Clan of the previous owner.

· A shugenja who Communes with the spirits in the sword will find only Earth spirits – the others fled when the sword was broken.  The Earth spirits can say the sword belonged for a long time to a ‘man of earth’ who was strong and wise, and worked with stone and metal.  Recently he died and the sword came into the possession of another man, a ‘broken man’ who was full of ‘anger and wrath.’  The sword was broken while fighting a ‘great beast, shaped like a man’ who struck it with an infusion of Earth spirits, causing it to break.  (A PC who rolls Intelligence/Spellcraft or Lore: Shugenja at TN 20 will recognize this as the spell Shatter.)  

· A PC who casts Reflections of Pan Ku on the sword blade will see an image of the sword being forged in a blacksmithy, by a man who wears the Kaiu mon.    

If the PCs search the rest of the plateau for clues, they can roll Perception/Investigation (Notice) at TN 20 to locate one of the two clues left on the hilltop.  One Raise (or more than one PC succeeding) finds both clues. 

· A scrap of filthy silk is caught among the rocks on one side of the plateau. It might once have been fine black silk, but is deeply ingrained with dirt.

· On the other side of the plateau, the PCs can find a tuft of tough hair, matted with blood, caught on the branches of a scrubby bush.  A PC who rolls Intelligence/Anatomy, Intelligence/Animal Handling, or Intelligence/Lore: Shadowlands at TN 20 can tell this is not human hair.  A PC who uses Lore: Shadowlands and hits TN 30 or better can specifically tell this is an ogre’s hair.  

Where to Now?

Regardless of whether they made it to the top of the mountain or not, the PCs should have every incentive to track down the mysterious combatants from the storm.  Miya Annai will certainly suggest this if none of the PCs think of it.  

Both Yogo Ato and the ogre Seki have left intermittent signs of their passage – occasional tracks where the rain has not reached, broken branches, the occasional scrap of cloth, etc.  The PCs can track either of them by making two successful rolls of Perception/Hunting (Tracking) at TN 20 before they fail three rolls.  Which route the PCs take (the ogre’s path or Ato’s) can potentially have significant impact on the rest of the scenario, and the following sections make provision for the PCs approaching either Ato or the ogre as enemies or allies.

If neither the PCs nor Miya Annai are able to make the Hunting rolls to locate Ato or the ogre (unlikely but possible), they can try again the next day, but with the TNs 5 higher due to time and weather slowly obscuring the tracks.  Also, some magical spells and abilities may be usable to help with tracking down the two subjects – for example, casting The Ties That Bind on the ogre’s hair will locate Seki’s lair.  

Failure?

It is possible that the PCs may ultimately completely fail to locate either Yogo Ato or Seki.  If this happens, after three more days, Miya Annai will call a halt and head back to Beiden City.  
Part Five: Seki the Ogre

The tracks of the ogre eventually lead to a deep cave in a valley between two mountains, about a quarter-mile from the ruins of Beiden Pass.  If the PCs decide to approach with stealth, all the PCs who approach the cave together should make a Combined Roll of Agility/Stealth (Sneaking) against the ogre’s Perception/Investigation.  Do not let the party know if they succeed or not. The outcome of this roll is critical as it decides where the Ogre will be when the party approaches.

If the PCs succeed in a stealthy approach, they come across the following scene:

You see a muddy pond and, beyond it, a cave mouth with what appears to be a piece of animal hide hanging across the opening.  Sitting at the edge of the pool is an enormous figure, half as tall again as a man, with gray-brown skin, a low brow, and thick tusks at the corners of its mouth.  It appears to be carefully wrapping a piece of cloth around its arm.  On the ground near it is a long spear, and you can make out what appears to be a wakizashi, ludicrously small against the huge figure, thrust through the thick rope it uses as a belt.   

If the PCs do not approach with stealth (either due to failing the roll, or simply not bothering to try to conceal their approach), they will see no direct sign of Seki – he is hiding in the rocks nearby, having cast Armor of Stone and Goblin Hands on himself, and is hoping these nosy humans will leave.  The PCs can spot him if they specifically look around outside the cave and win an Opposed Roll of their Perception/Investigation (Notice) against his Agility/Stealth (Sneaking).  If the PCs appear to have spotted him, if they settle in to wait for him to return, or if they look like they are disturbing his cave home, he will erupt from his hiding place and try and frighten them away. 

Either way, Seki’s first speech to the PCs will be a shout of “Leave me be!  Begone!” in thickly-accented Rokugani, accompanied by an angry shake of his spear.  Given the chance, he will try to cast Goblin Hands (if he has not already) to give himself a retreat option.

· Any PC who see Seki can roll Intelligence/Lore: Shadowlands at TN 15 to identify him as an ogre, if they have not done so already.  

It is up to the PCs what to do next.  Seki will not initiate hostilities unless the PCs came here in the company of Yogo Ato – in that case the ogre will immediately attack Ato, but will not threaten other PCs unless they harm him first.  Yogo Ato will of course urge the PCs to attack immediately, while casting a spell of his own.  

If the PCs look to Miya Annai for guidance, she will be hesitant and indecisive – as a Miya, she prefers to avoid violence whenever possible, even when dealing with a non-human creature.  If there is a PC who holds a position such as Magistrate, Witch-Hunter, or Inquisitor, she will expect them to decide.  Regardless, the PCs should not rely on Annai to make this decision for them. 

Combat?

If the PCs initiate combat immediately, it will take one round for them to get into melee range with Seki – either to reach his location at the cave, or climb the rocks to where he was hiding.  If they are having to climb up the rocks to reach him, it will take them two rounds to climb to his level unless they can make a roll of Strength/Athletics (Climbing) at TN 20 to get there in one round.  

In the event of a fight, Seki will initially pick up a large rock and throw it at the largest or most imposing PC – this is a 1k1 weapon that cannot inflict more than 20 points of damage.  His intention is to frighten the PCs into leaving, but if they continue to attack, he will fight lethally if he must.  If he manages to cast Goblin Hands, he will use the spell to walk all over the rocks and slopes surrounding his lair, maintaining distance so he can continue casting spells.  

· PCs who are climbing over the rocks to fight Seki will suffer the penalties for fighting on uneven ground, unless they are Yoritomo or otherwise resistant to such penalties.

Seki really has no personal interest in killing humans – he will only attack those attacking him (including shugenja), and will allow PCs to run away if they retreat.  He fights intelligently and, when necessary, defensively, using his spells or his spear as seems best. Seki has no wish to be injured or die at the hands of humans – if he is clearly outclassed, or reduced to the +15 or lower Wound level, he will attempt to retreat, using his Goblin Hands spell to scale the rocks and vanish up the mountain cliffs.  The PCs will have to immobilize or disable him to prevent this.   

If the PCs actually capture the ogre without killing him, he is not above begging or his life.  However, he will be hostile to the PCs after this, and is unlikely to ever offer them assistance against Yogo Ato (see “Conversing with the Ogre” below).  

If the PCs capture or kill Seki, they find the wakizashi he carries has the Kaiu mon embossed on the hilt.  It belonged to Kaiu Makoto – he took it from Ato during one of their battles.  

Conversing with the Ogre

Seki is wary and far from stupid, fearful of a possible ambush – but he is willing to talk if the PCs make a sincere show of peaceable intentions to calm him down.  This will mean lowering weapons, promising no harm, and otherwise demonstrating a willingness to talk rather than fight.  Seki will not accept a truce unless every PC agrees to act peacefully – he is willing to swear (honestly) to be peaceable if the PCs request it.  Getting Seki to talk should involve a significant roleplaying effort on behalf of the PCs, possibly backed up with an Awareness/Etiquette (Sincerity) roll at TN 20 if the GM determines it necessary.

The ogre will not volunteer his name, and will somewhat resentfully point out that the PCs have invaded his home.  “You should give names first.”  Once they do, he smiles and names himself as Seki.  He will be insulted if the PCs address him as ‘ogre’, ‘creature’ or anything else derogatory, especially after he has introduced himself.

Although he is an ogre, Seki is an intelligent being who spends much of his time in conversation with the kami, and has even developed a penchant for chattiness.  If any PC demonstrates or speaks of their connection to the kami, he will talk with them, for hours if allowed, about the kami, the nature of the shugenja art, and the spirit realms.  He is especially interested in self-taught shugenja such as ronin, since he has no experience in the normal Clan-taught ways of prayer and magic.

· Some canny and/or dishonourable PCs might think of trading spells or learning new spells from Seki.  Unfortunately, the ogre does not think in the same way as human shugenja, and speaks to the kami in his own language, so learning spells from him will not be possible unless a PC already speaks the ogre tongue and convinces Seki to share his knowledge personally.  Learning spells from an ogre should probably be a small Honor loss for any PC with Honor Rank 1.0 or higher. 

Setting aside such considerations, Seki will generally be friendly to those who do not threaten him.  However, his manners are blunt and he lacks any sort of Rokugani refinement, and may easily give offense to samurai without intending to do so.  He does not really understand human society and will not apologize for social errors that make no sense to him.  His responses to the most likely PC questions are listed below: 

· Why are you here in Rokugan? “This is my home.  The mountains are my home.”

· If the PCs suggest Seki belongs in the Shadowlands, or otherwise argue he doesn’t belong here: “This is not your home, it is mine.  No human lived here when I came, no humans have come for a long time. You don’t belong here. Go back to your towns and your fields, leave me in my mountains.”  

· Have you hurt anyone?  If the PCs make any suggestion or accusation that he has hurt or killed anyone, Seki reacts with outrage.  “I only attack men when I am hurt first.  Never any other time.  When I travelled through your land, sometimes I take rice or animals to live.  But I leave things behind sometimes too, so men are not too angry and chase after me.  I left animals I hunted, or skins, or wood, or I ask the spirits to mend broken things.”

· Why didn’t you attack us?   “You are many, I am one. Is that battle you would choose to fight? You invade my home, and I want you to leave, but I am not wanting to die.   Besides, if I kill you, more men will come, just like you came.”  He pauses thoughtfully. “Hmmm.  Maybe, though, if I kill you, you men finally understand the danger and no more will come.”  He grins, showing his broad yellow teeth.  “Perhaps it better for you that you do not ask this question!”

· What happened to the scouts? Seki’s initial answer to this will be irritation.  “You come to find them too?  You have not yet learned it is too dangerous for your kind up here? You should stay in your towns and your fields, where you belong, where you are safe.”  If the PCs persist asking about the scouts, he snorts.  “If you must know, they were killed by one of your own kind.  There is a dangerous human in these mountains, a man who does not like other men.  He killed them, I watched him.”

· How were they killed?  “He threw the first man over a cliff.  The second, the woman, I think found him where he lives.  I did not see her death, but her body still lies on the path. The group of men who came here recently, that was different. He came to them one night, talked with them, shared their meal. Then he went away, and in the night came back and killed them all with his power, with fire.”  

· Who is the man that killed them? “He came to these hills several moons ago.  I don’t know where he came from.  Don’t care. At first he keep to himself, I rarely see him. But one day when I am hunting, he suddenly turn on me and started throwing fire! He also has the power of spirits, like me, but he use it for destruction.  I try to talk to him, but all he ever do is attack me.  And since he come here, the spirits change, become angry.  He demands too much of the spirits, makes them kill when he asks.  I try to drive him away, to frighten him, maybe even kill him, but his magic is too strong for me.  I retreat when he hurts me, I do not want to die.”

· If the PCs ask for more information about this man, Seki mutters and grinds his teeth.  “I not know his name, just that he has power over the spirits.  He is like you, I think, dresses like you other samurai-men.  But I never see a man act like him before.  He always talks when no-one is there, laughs and shouts.  He is so angry, always angry.”  If the PCs ask where they can find this man, Seki will consider whether he should tell them (see “Forming an Alliance?” below).
· If any PCs ask why he did not intervene to stop the man from killing people, Seki shrugs.  “Why should I? Humans rarely kind to me, never samurai.  The first man, he tried to attack me, to drive me away.  I made him run away instead.  He said more would come, and here you are.  If I try to help these men, I am dead there with them.” 

· If the PCs ask any sort of question about how Seki got here, why he isn’t Tainted, his ancestry, or any other sort of “background story,” he will seem flattered that they are interested.  Given the chance, he will recount his entire life-story (found in GM’s Aid #1). 

Seki’s Question

At some point during the conversation, Seki will ask the PCs why all these humans are coming to the mountains now.  How the PCs answer this question will have a significant impact on how he relates to them and whether he ultimately helps them.  

If the PCs merely say they have come here to find the missing scouts, Seki will press the point by asking why the scouts themselves came. 

If the PCs answer honestly and say the Pass is going to be re-opened, Seki will be unhappy and reluctant to help them. They can try and convince him of the inevitability of the project, that more and more people will be coming, perhaps suggesting he should move elsewhere. If they role-play a sincere and persuasive approach, and roll Awareness/Etiquette (Sincerity) at TN 25, he will be appeased.  If they fail to convince him, he remains obstinate but not necessarily hostile, insisting this is his home and he will not be moved. Either way he can still potentially be convinced to help the party against Ato, since he cares about getting rid of the crazed Scorpion.

If the PCs lie to Seki and give other reasons for their own presence of that of the scouts, or try to claim the road won’t be built, they will have to succeed at an Awareness/Deceit (Lying) roll against Seki’s Awareness/Investigation.  A successful roll will persuade him they are truthful, and he will be willing to help the PCs.  However, if he suspects they are lying to him, he will become much more wary, and probably refuse to help them or even to answer any more questions. 

It is possible to push Seki into anger – and potentially violence – by an insulting or continually deceptive approach.

Forming an Alliance?

Some of the PCs may conclude that an alliance with Seki would be a good idea.  In order to achieve this, they will have to make a sincere appeal to him, citing good reasons and, perhaps, promising a reward he will care about – allowing him to live in peace in the mountains.  Seki is smart and has a strong sense of self-preservation, and will not easily put himself at risk for the PCs.  However, he does want Yogo Ato to go away, and if the PCs sincerely promise to both help him with Ato and to leave him alone afterward, he will agree to help them.  (If they lie to him, they will have to defeat his Perception/Investigation with their Awareness/Deceit (Lying) roll.)   

· If Seki has any reason to think the PCs are deceiving him, or if they have shown any serious hostility toward him, he will refuse to directly help them.  A compromise of providing limited information, such as the location of Ato’s lair, might still be possible if the PCs make an effort to salvage the negotiations.

Taint?

PCs will likely assume Seki is Tainted.  He will irritably tell them he does not have the mark of Jigoku, and is more than a little annoyed if the PCs insist on testing him – however, as long as it is painless, however, he will not become genuinely angry.  Touching him with jade, Moto Death Priest or Kuni Witch-Hunter techniques, and similar methods will all show he is completely free of Taint.  Casting Jade Strike will also show he is free of Taint, but will make him angry since it is a spell designed to injure (he knows enough about magic to recognize it).  

· A PC who succeeds at an Intelligence/Lore: Shadowlands roll at TN 25 will recall tales of “free ogres” who are not touched by the Taint.  

Persuading Seki to Leave

If the PCs are sympathetic to Seki, or at least recognize that he is not a ravening Shadowlands beast, they may try to convince him to leave Beiden Pass and make his lair elsewhere.  This will require the PCs to role-play a sincere appeal, explaining that the re-opening of the Pass is inevitable and he cannot stay here without further encounters and conflict with men. If the PCs make this effort, they can roll Awareness/Etiquette (Sincerity) at TN 25 to convince Seki to relocate.  (If multiple PCs attempt to persuade him, this should be a Co-operative Roll.)  

If the PCs succeed, Seki will heave a great sigh.  “I just want be left alone.  Fine, if samurai-men come here, I go somewhere else.  Maybe this time you not find me again.” 

If the PCs have allied with Seki to deal with Yogo Ato, he will agree to accompany them until that task is completed.

Seki’s Belongings

Outside the cave is Seki’s stool, formed from pieces of large tree boughs stripped and lashed together.  An animal skin is hung over the cave entrance.  Inside the cave is a firepit with smoldering embers and an empty iron kettle, probably taken from a peasant’s hut, sitting nearby.  Further into the cave is a “bed” of branches and leaves, large enough for two Crab bushi.  There are a few crude tools lined up neatly along one wall of the cave, including a large knife, a large hand-carved wooden platter and bowl, a coil of heavy rope, and several bolts of heavy cloth.  In one corner is a small basket of uncooked rice, and hanging from the wall nearby is a large bunch of wild herbs.  There is even a stack of blank paper in various shades and sizes, neatly folded and secured under a small rock, with a large hand-made brush next to them.

Anyone who examines the papers will find them completely incomprehensible, a mess of scrawling lines and dots that does not look like any language at all.  They are actually the ogre’s spell scrolls, written in his own personal shorthand – he cannot read or write in any normal language.  It will be impossible for a PC to translate or learn from these scrolls – the only way to learn Seki’s spell will be for him to teach them to the PC in person.

Part Six: Ato the Shugenja

Ato’s lair can be tracked down by PCs who follow his trail from the battle site, or who persuade Seki the ogre to show them where it is.  Alternatively, if the PCs simply search the mountains around the battle site for signs of human habitation, they can roll Perception/Hunting at TN 25 or Perception/Investigation at TN 30 to spot it.  

Yogo Ato has made his lair in an ancient, abandoned stronghold of the long-lost “Spider Clan.”  From a distance, it appears to be a slumped, half-collapsed stone building on a rocky overhang, with what appears to be a ruined, half-collapsed road ascending the mountainside toward it.  

The trail is treacherous, with rocks shifting underfoot and several places where the PCs must hug the side of the mountain to get past a collapse.  No die-rolls will be needed so long as the PCs stay on the trail.  Some PCs may decide to bypass the trail and attempt to ascend the mountain directly – this will require a roll of Strength/Athletics (Climbing) at TN 30, with the usual options for improving their chances with ropes, climbing gear, etc.  A fall on this mountain will be deadly, inflicting 4k3 Wounds.  

· As usual, shugenja PCs may be able to bypass these challenges in a variety of ways.  If the party takes this option and Seki is accompanying them, the ogre will use his Goblin Hands spell to ascend the mountainside.

The Miya’s Body

If the PCs follow the trail, they will come to an overhang about a hundred feet below the ruined building.  Lying huddled against the cliff-side is a decaying human body.   Examining the corpse shows it is the body of a woman, dressed in the rotting remains of a samurai’s kimono.  There is a sheathed wakizashi lying pinned underneath the body.

· Checking for mons or other identification will allow a roll of Perception/Lore: Heraldry at TN 15 to discover a Miya family mon on her garments and another on the hilt of her wakizashi.  If a PC is willing to search her thoroughly – which will unavoidably lead to touching dead flesh and suffering a corresponding Honor loss – they can find a chop for Miya Mai.  
· If the PCs try to ascertain how she died, they can roll Perception/Investigation at TN 20 or Perception/Medicine at TN 25 to ascertain that she suffered severe burns.  
The Defenses

Paranoid and obsessive, Ato has taken care to protect his home, and it is almost impossible to approach without alerting the shugenja and activating his Symbol spells.  If the PCs have brought along Seki the ogre, he is not aware of these protections – he has never ventured close enough to encounter them.

Not far beyond the body of Miya Mai, the path has been trapped with two spells, Symbol of Earth and Symbol of Fire, inscribed on the cliff-face above the path.  They are spaced about thirty feet apart, Earth first and then Fire.  In order to notice these mystic patterns inscribed in the rock, PCs must roll Perception/Investigation (Notice) at TN 20.  If the do see the Symbols, they can roll Intelligence/Spellcraft or Intelligence/Lore: Shugenja at TN 20 to recognise the inscriptions as a protective warding spell.  If a PC makes TN 25 or more, s/he can identify the specific Symbol spell involved.  

If the PCs trigger the Symbols, they will suffer the spell effects as described in the L5R Rulebook for the Symbol of Earth spell (page 236) and the Symbol of Fire spell (page 241). 

If the PCs are ignoring the path and climbing directly up to the shugenja’s lair, they will run into a Symbol of Air spell.  The rolls to notice and identify the Symbol spell are the same as listed above.  The Symbol of Air spell causes the target to fall asleep if they fail the Opposed Roll (see page 232 of the L5R Rulebook).  If the PC climbing falls asleep, they will most likely fall from the cliff, taking 4k3 Wounds as described earlier.  

· Destroying the Symbols normally requires destroying or altering the surface of the rockface in some way (most likely with magic) without coming within ten feet of them.  A PC who recognizes the Symbols will know that a second casting of the relevant Symbol spell, with an overlapping area of effect, will destroy the first Symbol.  

· Getting around the Symbol of Air on the mountain side will be relatively easy if the PCs manage to spot it, and will not require any special rolls.  Getting around the Symbols on the path will require the PCs to climb across the cliff-face above or below the path.  This will be a Strength/Athletics roll at TN 20, with the usual modifiers.  Failure either results in a fall for 4k3 damage.  

Once the PCs have passed the Symbol traps they can approach the ruined building where Ato lairs.  

The Non-stealthy Approach

If any of the Symbol spells are triggered, they make a loud noise which alerts Yogo Ato that intruders are approaching his lair.  Likewise, if the PCs call out or otherwise approach with noise that makes their presence obvious, Ato will be alerted to their impending arrival.  Either way, he will use the spell Reflective Pool to examine the PCs (he is of course familiar with the area around his home). 

If the PCs appear hostile – e.g. weapons ready, trying to be sneaky, etc. – or if the ogre Seki is with them, he will react quickly to protect himself.  He will immediately cast the spells Way of Deception and The Eyes Shall Not See.  He has practiced the art of throwing his voice, allowing him to seem to be speaking through his illusory “double” and keeping all attention on it.  After preparing these protections, he waits for the intruders to come to him (or to be defeated by his Symbol spells).  If and when the PCs arrive, they find him seemingly meditating inside his lair.

In order to pierce this deception, the PCs must make an Opposed Roll of their Perception/Investigation (Notice) against Ato’s Awareness/Acting.   With a success, they notice the voice does not come from the image.  This also allows them to pierce the effect of the Eyes Shall Not See spell concealing Ato, since his voice has drawn attention to him.  

Stealthy Approach?

If by some chance Yogo Ato has not heard the approach of the party, they will be able to approach his lair unnoticed.  He will have no spells prepared, hunched at the back of the cave, eyes closed, apparently talking to himself (in fact he is arguing with his ancestor about how to deal with their supposed enemies, although the PCs will only hear Ato’s side of the conversation).  When he realizes the PCs are there, his eyes spring open and his body tenses, like an animal ready to flee – or to fight.

Yogo Ato and His Lair

Ato’s home appears to be an ancient stone building with a tile roof, perhaps a portion of a small castle, slumped and wedged into the mountainside.  A PC who sees this ruin can roll Intelligence/Engineering at TN 15 to deduce that it was built after the rest of the Pass collapsed, but was ruined by some natural collapse or subsidence, possibly an earthquake.  One wall is gone, leaving a low rim of rubble and broken stone, and the PCs can easily see inside.  

Ato himself is a thin man in a muddy, slightly ragged kimono of black silk.  His hair is long and a little unkempt, as is his beard.  He has a simple half-face mask with subtle red highlights that almost seem to shift in poor light – however, this mask normally lies on the floor rather than being worn.  

PCs who can sense Ancestors in any way will be able to detect a presence hovering continuously at Yogo Ato’s side.  It appears to be a Scorpion woman, a lithe form in simple black clothes with a simple black mask. She is whispering to him incessantly.  If anyone points her out, Ato will angrily deny her existence – her relentless pressure has driven him mad, and while he still resists being directly possessed, he now thinks of his ancestor as an aspect of his own mind.  

PCs who look around the lair (now or later on) may roll Perception/Investigation (Notice) at TN 20 to notice a broken katana lying on a large pile of rocks and collapsed wall at the back corner of the room.   If the PCs examine the katana, they will find the hilt has the Crab mon on it.  It is actually Kaiu Makoto’s blade, used and broken in the fight with Seki.   

If the PCs examine the building itself in detail, they can roll Perception/Investigation (Search) at TN 20 to locate a mysterious spider-shaped mon on the room’s capstones.  This mon does not match any known to the PCs, but a roll of Intelligence/Lore: Shadowlands at TN 20 or Lore: History at TN 25 will recall a vague story from hundreds of years ago about a maho-tsukai cult which called itself “Spider Clan.” 

Negotiation?  

If the PCs are hostile or accusatory, or if they brought Seki the ogre with them, Ato will quickly fly into a rage, making combat all but inevitable.

On the other hand, if the PCs did not bring Seki and take a calm and polite approach, Ato will belatedly remember his manners as a samurai.  He will cautiously welcome the PCs to his home, seeing them as a potential opportunity to take on Seki the ogre.  

If the PCs mention the “Spider Clan,” or say they have come here to scout the Pass or to rescue Kaiu Makoto’s party, Ato will immediately become suspicious, and accuses them of being assassins sent by the Scorpion Clan to look for him.  If they do not deny this quickly and persuasively (Awareness/Etiquette (Sincerity) at TN 20), he will more then likely attack.

Assuming the PCs manage to keep him talking, Ato will identify himself as “Yogo Ato, loyal servant of the Scorpion and the Empire.”  This is a partial lie, since he has somewhat succumbed to his ancestor Aikoku’s treachery.

· If the PCs ask why he is here, pick up on hios references to his “true targets,” or otherwise try to probe his purposes, he claims, “I am doing my duty to the Scorpion and the Empire. I cannot discuss my specific task.”  If the PCs press this question, Ato will become unsettled. Unless he is speaking only to Scorpion, he will refuse to describe his task or what he has been doing.  If Scorpion PCs speak with him alone, he says he is working to investigate the “so-called Spider Clan.”  He knows this place is one of their bases, and he plans to use it to begin infiltrating them.  (Ato seems to genuinely believe this.) 
· If the PCs ask about Miya Mai, Ato looks unhappy and a touch fidgety.  “That was … unfortunate.  I was not here when she arrived, or I would of course have greeted her properly. Alas, she encountered the protections I have been forced to place on my home, and perished of her wounds before I returned.  When my task here is done, I will arrange eta to retrieve her for proper burial.” (This is not a lie, it happened as he describes, although his promise of summoning eta is a bit dubious.) 
· What happened to the other scouts?  If the PCs mention Kaiu Takeo or any of the other missing scouts or engineers (except for Kaiu Makoto), Ato will respond differently depending on whether or not he is suspicious of the PCs.  If he distrusts them, he will lie and claim, “I have never met the person you describe. The Pass is a dangerous place to venture right now, perhaps he was unprepared for what he encountered?”  However, if the PCs have come across as potentially trustworthy allies, he will offer his version of the story: “I came upon a Crab scout while searching the Pass for my true targets.  He said he had been sent to scout for the ‘reopening’ of the Pass, and commanded me in the name of the Emperor to assist.  Which is nonsense, of course!  It was obvious the man was a dupe sent to unmask me.  I could not allow him to escape and report on my presence here, so we fought.  He now lies somewhere at the bottom of a ravine not far from here, a fitting death for a traitor.”  
· If the PCs ask what happened to Kaiu Makoto, or accuse him of attacking the Crab engineers, he indignantly denies any wrongdoing.  “That treacherous Crab and his men refused to help me deal with the monstrous ogre which haunts these mountains!  They deserved their fate, the traitors!  I took his sword to aid in my task, as a traitor does not deserve respect or honour as a samurai.”  (Insane, Ato believes this to be true.) 

· If the PCs ask about the battle they saw the previous night, pick up on Ato’s reference to the “monstrous ogre,” or otherwise bring up Seki, Ato will snarl in anger.  “Yes, the ogre. It is a problem, a threat to the plan, and I have been trying to eliminate it.  The disgusting Shadowlands creature turned up a while ago and has been plaguing my steps ever since. But I have not yet been able to track it to its lair. Perhaps you have come to assist me?”

The PCs may have many other questions.  Due to his ancestor’s relentless degradation of his sanity, Yogo Ato firmly believes he is engaged in a secret mission to infiltrate the Spider Clan, and suspects everyone who approaches him of being Spider agents sent to kill him.  However, he also recalls his own childhood and training, and will recognise the names of current Yogo sensei or Scorpion leaders.  Pressing the truth on him is very dangerous, as it is more likely to anger then to calm him.  The GM should create answers to additional questions based on Ato’s character and the examples listed above.  They will typically display a mix between history and reality that only Ato truly understands. 

Forming an Alliance?

If the PCs in any way indicate their interest in joining Ato to battle Seki the ogre, the Scorpion will immediately start issuing orders and preparing to depart to confront the creature.  If the PCs resist this course of action, he will take it as either a sign of weakness (for Scorpion) or disloyalty (for everyone else), and he will turn on those characters, accusing them of being cowards or traitors.  Otherwise, he will gather his scrolls, disable his Symbol spells (if any remain), and demand the party accompany him to defeat the ogre.  

If the PCs have fully won over Ato’s trust, they can try to convince him to wait here while the party conducts this mission on their own.  This will require a roll of either Awareness/Etiquette (Sincerity) at TN 20 or Awareness/Deceit (Lying) at TN 20, depending on whether the PCs are being truthful or not.  Otherwise, he will assist on accompanying them to ensure the job is done properly.

Miya Annai’s Attitude

The Miya scout will normally be more favourably inclined toward Ato, since he is a samurai and not a monster.  However, if the PCs have already found evidence of Ato’s crimes (such as the body of Miya Mai, the spirits’ account of his murder of the Crab engineers, etc), she will be suspicious of him and will urge the PCs to use caution.  

Regardless, Annai will not make decisions for the PCs, and will follow their lead in whatever manner they ultimately decide to deal with Ato.  

Dealing With Ato Peacefully 

If the PCs do not want to kill Ato, the best method of dealing with him is to play along with his delusions.  If Scorpion PCs can convince Ato they have been sent by his superiors, either Bayushi Paneki or the current Clan Champion Bayushi Tenmaku, at the time, they may be able to get the shugenja to trust them enough to stand down and return to Beiden city.  This will require role-playing a persuasive argument, explaining that it is no longer necessary to infiltrate the Spider Clan, and then rolling either Awareness/Etiquette (Sincerity) or Awareness/Deceit (Lying) – depending on what sort of approach they are taking – against his Raw Willpower.  This may be a Co-operative Roll if multiple PCs are involved in convincing him. 

If this roll fails, Ato will assume they are all traitors and enemies, and immediately attacks, trying to ensure that no one gets away.  If the roll is successful, however, he will agree to accompany the party back to Beiden City.  However, he will insist that the PCs help him defeat the ogre before leaving – a creature of the Shadowlands cannot be tolerated within the Empire, he declares. 

Battle?

If the PCs came here with Seki the ogre, combat will be inevitable.  Likewise, if they are openly hostile, threatening, or accusatory, Yogo Ato will fly into a rage and attack.  As outlined above, there are also a number of ways for a negotiation or discussion with Ato to turn into a combat.

Once a battle begins, Ato will lose control completely, screaming abuse, calling the PCs traitors and pawns, and declaring they will never escape his righteous fury. He will do his best to kill them all and prevent them from getting away, as he thinks they are spies who will betray him to the Spider Clan.   

If the fight occurs in or near the Spider ruins (which is quite likely), the GM should remember that the terrain is quite restrictive – the PCs are fighting on a narrow ledge halfway up a mountain, with a single small building.  Ato will try to use his magic to take advantage of this, such as by trying to shove PCs over the edge of the cliff (such PCs should be allowed an Agility/Athletics roll at TN 20 to catch the edge before they fall).  In general, this fight should be dramatic and atmospheric. 

Ato will rely primarily on his Fire and Air spells for offense, and will also try to use Way of Deception to make copies of himself as a defense.  If Seki is present, the ogre will be his primary target, though he will try to hit multiple targets whenever possible.  He will also prioritise attacks on any Scorpion PCs (since he thinks of them as traitors).

Ato is insane and fanatical, fighting to the death and showing no mercy. If the PCs manage to defeat him without killing him, he will scream abuse and incoherent curses, and if he is allowed any freedom he will use it to try to kill his captors, even willingly sacrificing himself if he thinks it will help him defeat his foes.

Conclusion: Return to Beiden City

Once the party has confronted both Seki the ogre and Yogo Ato, and either defeated them or convinced them to leave, their mission will be effectively over.  They have dealt with the problem and must report back on the results.   

The PCs may wish to search for the body of the first missing scout, Kaiu Takao.  However, even if one of the shugenja shows them the ravine where he was killed, they will not be able to recover the body or possessions – the narrow, deep ravine has been scoured by flooding, and no trace of Takeo’s remains as been left behind.  

In order to find their way safely back out of the Pass, the PCs and Miya Annai must succeed in a roll of Perception/Hunting (Trailblazing) or Perception/Navigation at TN 20 for each of the three days it takes to leave the Pass.  If any of these rolls are failed, the party becomes lost, wandering through the crags and fissures of the collapsed Pass.  They can roll again the next day.  

If the PCs are stuck in the Pass long enough, their food may run low (they should have 10 days of supplies).  Although water is not difficult to find, food may become a problem if they are in the Pass for more then 10 days.  The party may use hunting to search for food, as per the Hunting skill, but the TN to hunt successfully is 25 due to the relatively sparse animal life in the Pass.

Every day a person goes without food requires a roll of Raw Stamina, beginning at TN 5, with +5 difficulty for each day without food.  Each failed roll causes the character to lose one Wound Rank due to starvation.  (PCs may be able to use Meditation (Fasting) to avoid some of these effects and penalties.) 

Eventually, if the PCs are able to navigate their way back to the mouth of the pass, they will have to climb back down the rockfall at the mouth of the Pass.  Since they are descending rather than climbing, however, the TN to climb down safely will be only 15.  

Arrival at Beiden City

The PCs’ return to Beiden is greeted with celebration, and not a little surprise, by the heimin laborers.  The samurai are more restrained but still pleased to see the PCs back alive.  They will escort the PCs directly to Kaiu Kiseki’s tent to report their findings.  

Kaiu Kiseki will listen patiently to everything the group has to tell him (Miya Annai will allow the PCs to take the lead, only speaking if they leave out something significant from their account).   

If the PCs managed to remove the two rogue shugenja from the Pass, either by convincing them to leave or by killing them (or driving Seki away), Kiseki will be pleased.  However, if the PCs actually report that they voluntarily let the ogre live, Kiseki will frown, demanding to know why they allowed a creature of the Shadowlands to survive.  The PCs will have to convince him that Seki is not a threat, requiring a well role-played argument followed by a roll of Awareness/Etiquette (Sincerity) at TN 25.  

If Kiseki is convinced the threats to the project have been removed, he publicly declares the mission a success and congratulates the PCs on their efforts. Each PC receives 1 point of Glory.

If the PCs are able to present part both Miya Mai’s wakizashi and the remnants of Kaiu Makoto’s daisho set, this will draw a slight smile from Kiseki, and he will speak well of the PCs to her superiors.  The PCs will receive 1 point of Glory for this as well.  

If the PCs were successful, the work on the Pass moves forward with new spirit, free of accidents, and Kiseki expresses hope that the Pass can be re-opened by next year.  

Failure?

If the PCs report either failing to kill/drive/ away/remove the ogre, or leaving the crazed Yogo Ato in the mountains, Kiseki frowns and speaks coldly.  “You have allowed what is probably a great threat to remain in the Pass.  How do we know that this (ogre/shugenja) will not cause more incidents, more delays?  I shall have to send another group to deal with this problem.  Return to your lords, samurai-sans.”

News of Kiseki’s displeasure gets around the city quickly.  Each PC suffers a loss of 2 points of Glory.

Yogo Ato’s Fate

If the PCs persuaded Yogo Ato to return with them to Beiden City, the local Scorpion authorities will quickly take him into custody.  The PCs are politely informed that Ato “will be taken care of properly.”   No further explanation of his fate will be given unless some of the PCs are themselves Scorpions – they will be told that Ato will pay “the proper price” for his crimes.  

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 

Total Possible Experience:


Playing through the adventure: 

  1 XP 

Good role-playing: 


+1 XP 

PCs eliminate Seki as a problem (relocate 

Him, drive him away, or kill him): 






+1 XP 

PCs eliminate Yogo Ato as a problem (bring 

him out of the Pass or kill him):
+1 XP 

Total Possible Experience: 

  4 XP 
Other Awards/Penalties

PCs may earn +1 Glory for successfully ending the threat to the Pass, and an additional +1 Glory for retrieving the lost weapons of Miya Mai and Kaiu Makoto.  

Appendix: NPCs and Creatures 

Miya Annai, Scout
	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 3
	WATER 3

	
	Perception 4

	VOID 2


TN to be Hit: 24 (27 in ashigaru armour)


School/Rank: Miya Shisha 2


Rank One: Movement is Water x 12 instead of Water x 10.  Add Air Ring to TN to be Hit at all times.  Roll additional dice equal to School Rank on Etiquette and Lore: Heraldry.


Rank Two: Spend a Void point to gain Way of the Land for wherever you are.  Free Raises per day equal to School Rank on any Hunting or Perception roll.  Add Water Ring to total of all Perception rolls.

Skills: Athletics (Running) 4, Calligraphy 2, Courtier 3, Defence 3, Etiquette 3, Hunting (Survival) 4, Investigation 2, Kenjutsu 4, Lore: Heraldry 3, Lore: History 1, Medicine 3, Meditation 2, Navigation 3, Stealth 1, Storytelling 1, Tea Ceremony 2.

Advantages/Disadvantages: Fleet

Equipment: Ashigaru armour, daisho, travelling clothes and equipment.

Seki, Free Ogre
	FIRE 3
	  AIR 3

	Intelligence 4


	

	EARTH 6
	WATER 3

	
	Strength 5

	VOID 3


TN to be Hit: 26


School/Rank: Treat as equivalent to a Ronin Militant Shugenja, Insight Rank 3

Attacks:  Spear 7k3, Boulder 4k3

Damage: Spear 6k2, Boulder 3k3

Skills: Athletics 3, Defence 3, Deceit 1, Etiquette 1, Investigation 2, Stealth 3, Hunting (Survival) 5, Lore: Shadowlands 4, Medicine 2, Meditation (Fasting) 5, Spellcraft 2, Calligraphy 1, Yarijutsu 4, Jiujutsu 3, Heavy Weapons 3 (all other weapon skills at 1 because of Ogre Hands).

Spells: Commune, Sense, Summon, (Earth 1) Earth’s Stagnation, (Earth 2) Goblin Hands (treat as Hands of Clay) (innate), Grasp of Earth (innate), (Earth 3) Earth’s Protection (innate), (Earth 4) Armor of Stone (treat as Armor of the Emperor) (innate), Shatter, (Fire 1) Burst, Extinguish, (Fire 2) Aura of Flame, (Water 1) Reversal of Fortunes.  
Advantages/Disadvantages: Friend of the Kami, Large, Ogre Hands (treat as identical to Crab Hands). 

Special Abilities: Carapace 2
Equipment: Spear (1k2), hand-written spell scrolls.

Yogo Ato, Possessed Scorpion
	FIRE 4
	  AIR 4

	
	

	EARTH 4
	WATER 3

	
	

	VOID 3


TN to be Hit: 26


School/Rank: Yogo Shugenja 4


Technique: 

Honor/Glory/Status/Infamy: 0.3/4.0/1.0/-5.0

Skills: Acting (Ventriloquist) 5, Athletics 2, Calligraphy 3, Deceit 5, Defence 3, Etiquette 4, Explosives 1, Hunting 3, Investigation 2, Kenjutsu 3, Lore: Scorpion 4, Meditation 4, Spellcraft 5, Stealth 3.

Spells: Commune, Sense, Summon, Banish, Counterspell, (Earth 1) Fires from the Forge, (Earth 4) Symbol of Earth, (Fire 1) Fires that Cleanse, (Fire 2) Fires from Within, (Fire 3) The Fist of Osano-Wo, (Fire 4) Symbol of Fire, (Water 1) Path to Inner Peace, (Water 2) Reflective Pool, (Air 1) Way of Deception, (Air 2) Call Upon the Wind, The Eyes Shall Not See, (Air 4) Symbol of Air.

Advantages/Disadvantages: Haunted (Yogo Aikoku).
Equipment: Wakizashi, kimono, spell scrolls.
Hungry Mountain Lion

	FIRE 1
	  AIR 2

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 4

	
	


TN to be Hit: 20

Attacks: 4k4

Damage: 5k2

Wounds: 16: +5; 32: +10; 64: Dead.  

Skills: Hunting 3; Stealth 3

GM’s Aid #1: Seki’s Backstory

Ever since he can remember, Seki has heard the voices of the spirits of the elements. Being born somewhat of a runt among his people, he left the company of other ogres as soon as he was able, simply to avoid the thrashing he received every time he met a stronger ogre.  He moved closer and closer to the lands of men, drawn by the voices of the spirits that grew stronger the closer he came to the unTainted lands.  Seki eventually found his way out of the Shadowlands by crossing the River of the Last Stand and then passing through the northern mountains of the Crab lands.  He climbed the highest peaks and roughest terrain, with the help of the kami, in order to avoid meeting the Crab patrols and traps. Once away from the Shadowlands, Seki found that the taint of Jigoku no longer held any power over him, and the voices of the kami were clearer then ever.  He wandered across the plains, quickly learning to keep away from men.  He traveled for a time through a great forest, but did not settle there, as he felt all the time that he was being watched and was not welcome.  Drawn ever onward by the spirits of the mountains, he braved the populous Scorpion heartlands, traveling carefully and only at night, hiding in woods or peasant animal pens. Eventually he reached the mountains, and knew this was his home.  He found the ancient Beiden Pass an easier path to take among the peaks, and so eventually he made his home there, at his cave. 

Shadows of Beiden
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