Duty and Honor 

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

Part Five of “The Code of Bushido”

by Claudia Hall and Rob Hobart

A routine investigation may reveal more than is safe to know.

Story Arc Summary and 
Background 

The War Against the Shadow is ancient history to most of Rokugan, as is the Second Day of Thunder. The majority of the events that took place there are common knowledge for those who study Rokugan’s history. 

What is less well-known is that the battles fought there so warped the fabric of the Celestial Order that entirely new realms of order came into being. One of these was the Realm of Thwarted Destiny, a place where heroes who died before their destiny could be fulfilled awaited the chance to live out the end that karma had originally intended for them. Over time, this realm changed and became the Realm of Lost Heroes. The inhabitants still waited for karmic completion, but only the noblest of heroes were allowed to stay. 

When Emma-O, the Fortune of Death, reasserted his position as the judge of the dead, one soul that had been drawn into the realm of Thwarted Destiny particularly caught his attention. Bayushi Nishari was a samurai who had strived to live nobly, but who had allowed her understanding of Bushido to become so twisted by her sins that she wound up a traitor to the very Celestial Order she had pledged to protect. Nishari was never evil, just deeply, fatally flawed. When Emma-O sought to draw her back into Meido to be judged, Nishari resisted – and found help from an unlikely source: Jizo, the Fortune of Mercy. Jizo argued to Emma-O that Nishari could be redeemed, and that she indeed deserved a place in the Realm of Lost Heroes. Emma-O was not convinced, but he was reluctant to directly oppose a fellow Fortune. He decided to set Nishari the task of teaching samurai living in the Empire today the Code of Bushido. If she could show that she truly understood Bushido by teaching others to follow it properly, she might be worthy of redemption. Nishari knew failure was not an option if her soul was to be purified, so she set out to fulfill her task. 

Note on the Code of Bushido Series 
The adventures in this story arc present samurai from across the Empire with challenges based on the code of Bushido, and offer them the chance both to learn its meaning and, by doing so, to help redeem Nishari’s soul. 

This adventure, like all the ones in the Code of Bushido series, is intended to focus on and teach particular aspects of Bushido. It is important to realize that PCs should be rewarded for adhering to the virtues as Rokugani would understand it, not as it is usually understood in the modern West. The Code of Bushido series is intended to emphasize the differences between Eastern and Western thinking. GMs are encouraged to emphasize these differences more than usual with ad-hoc Honor rewards and penalties. 

It is intended that this entire series offer the players opportunities to see the important differences in mindset between an Asiatic culture like Rokugan and our own modern ideals, and especially to realize that what would be considered tragedy in the West is not always so in the East. 

This specific module is designed to pit the characters’ sense of Duty against their sense of Honor.  Sometimes it is impossible to fulfill all of the tenets of Bushido, and this module serves as a reminder of that fact.  There are no easy choices and no single best outcome.  In fact, characters who try to solve all of the problems which this adventure presents are actually “failing” the module by forsaking Bushido for the sake of expedience.  

Adventure Summary and Background

Kitsuki Jiro is a brash, arrogant, self-centered man, but his skills and relentless ambition have brought him to the heights of Rokugani society, the position of Emerald Champion. He is considered to be one of Rokugan’s most eligible and sought-after bachelors, and this spring there will be a tournament in Dragon lands to determine his bride.

Unfortunately, Jiro is already married. Ten years ago, the winter after his gempukku, he was assigned to a minor court in Unicorn lands. He met Moto Fatima, a naïve girl from the family of a Moto provincial daimyo, and they fell madly in love. The two snuck away and were married by a wandering monk of Shinsei. When her family caught up with them, they were furious at what had happened, and refused to listen to any tales of love or marriage.  Jiro fled for his life, and Fatima was sent to a monastery, where she soon gave birth to their child, a daughter.  Although the family wished for further vengeance, they knew they could not pursue Jiro back to Dragon lands without publicly admitting the shame which Fatima had brought on them, so they sullenly abandoned the matter.  

Jiro soon forgot that Fatima ever existed, and the Moto did their best to forget both of them.  However, now that Jiro is Emerald Champion, the Moto have seen a chance to win revenge and with it, wealth and influence.  They have begun blackmailing Jiro, threatening to expose his old marriage and ruin his name.  They have demanded not only money, but also that Jiro arrange for his daughter, Kanahara, to attend the Dragon schools as a samurai – a demand motivated not by compassion for her, but the urge to humiliate Jiro.  

Jiro is frantic to find a way to suppress this blackmail without exposing and ruining himself.  After searching the records of the Emerald Magistrates, he has found reports that the Moto may be involved in criminal smuggling, and hopes to use this to destroy them.  Jiro will recruit the PCs to serve as his agents, sending them to investigate the Moto and hopefully rid him of this nuisance. 

The Moto are indeed involved with smuggling, of the worst kind – not only opium, but actually selling slaves across the border to the Senpet kingdoms.  Thus, Jiro is sending the PCs on a mission of genuine importance – but he is doing so for the sole reason of protecting himself from the consequences of his dishonorable actions from ten years ago.  The PCs will thus be confronted with a choice between Duty (doing what Jiro commanded) and Honor (exposing the truth and doing what is right by Jiro’s daughter).  They cannot solve both problems, however, without forsaking the path of honor.

Nishari will become involved in this adventure by taking the form of an elderly mendicant nun.  The Fortune of Mercy is allowing her to manifest in Ningen-do in this form in order to teach her how Bushido appears to those outside the samurai caste.  She will do her best to protect Kanahara while subtly guiding the PCs toward the path of honor.  At the end of the adventure, she will appear in the PCs’ dreams in her “true” form to pass judgment on their choices.   

Note for GMs: There is a chance of intra-party conflict over the resolution of this module. GMs should be aware of this going in, and allow each of the PCs to each act according to their character, rather than letting one or two people bully the adventure into a preferred outcome. 

Player’s Introduction

The adventure begins with the PCs arriving at Shiro Okite (the Castle of Law) in the Imperial District of the Empire’s capital, Toshi Ranbo.  Clan/Imperial PCs have been sent here on behalf of their Clan and/or Family, in response to Kitsuki Jiro’s request for able samurai to assist him in an “important and sensitive matter.”  Ronin PCs have been promised an opportunity for work.  

It is a cold, sunny day in early spring.  The walls of the Imperial District pass overhead as you arrive, passing guards who inspect your travel papers carefully before directing you to Shiro Okite, the Castle of Law, headquarters of the Emerald Magistrates.  It is a modest castle compared to the mighty Imperial Palace on the other side of the square, but it is still an impressive structure, beautifully appointed and perfectly maintained despite its great age. Polite Seppun guards wearing the Emerald mon invite you to leave your weapons in an antechamber, and then servants lead you upstairs to the office of Kitsuki Jiro, the Emerald Champion.

The servants bring you to a small room paneled with shoji screens, painted with scenes from the Empire’s glorious history, tales of valor and bravery rendered with delicate inks on paper so thin it is translucent. The room is decorated with several ikebana arrangements, and a Go board sits in one corner.  An empty writing table sits against one wall.  Within minutes, other servants bring you tea and light refreshments.
The room reflects the opulence and wealth of the Emerald Champion, and anyone who rolls Intelligence/Commerce at TN 25 can tell that each of the paintings could feed a village for several years.  PCs who look around find nothing personal or interesting here – this is simply a meeting room.   

The PCs will have about a half-hour of time to wait, and this should be an opportunity for them to describe and introduce themselves to each other.  

Part One: Meeting with Kitsuki Jiro  

After the PCs have waited about a half-hour, a door slides open and Jiro enters.

The Emerald Champion is a lean, narrow-faced, handsome man, dressed in a formal kimono in Dragon colors with a large chrysanthemum mon decorating his kataginu.  He smiles in a thin and perfunctory manner and says, “You received my message then. Good. Are you ready to work?”

Jiro does not bother with the social preambles typical of Rokugani meetings – this is partly because he is arrogant, partly because his is angry about having to deal with this matter, and partly because he hopes that by appearing to be in a hurry, he will discourage the PCs from asking any inconvenient questions.  “There is trouble in Unicorn lands.  I have received disturbing reports about…things…crossing into and out of the Empire through the Unicorn lands.  In particular, I have reports that indicate there is a family of Moto who may be involved with such unpleasantness. Your job is to go there, uncover whatever they are doing, and deal with it. The sooner this is dealt with the better, before they do any more harm.  Any questions?”

Jiro is an arrogant, cocky, thoroughly unpleasant man who hides behind his Status to avoid anything that might tarnish his self-image as the ‘perfect swordsman.’  He only bothers with the minimum of courtesy, and generally treats the PCs as disposable tools. He is impatient to get them underway, and will only answer their questions briefly and grudgingly.

The PCs will most likely ask for more information on what is happening in Unicorn lands.  He replies briefly and irritably.  “I have reports that the family of Moto Samaji is engaging in banditry, smuggling, and illegal trade against the Empire.” 

· Any requests to see those reports will be met with a growl: “You question my word, samurai-kun?”  A PC who fails to immediately apologize will be ordered to leave and escorted out by the Seppun guards, suffering a loss of 3 points of Glory.  

· PCs who make a Contested Roll of Perception/Investigation (Interrogation) against Jiro’s Awareness/Deceit (Lying) of 9k4+5 can tell he knows more than he is saying, but his Status makes him virtually impossible to challenge. Anyone who directly questions Jiro’s honesty will be summarily ejected from this mission, and from the module (earning only 1 XP), although Jiro will allow them the chance for a groveling apology before this happens.

· Any Unicorn who takes offense at Jiro’s accusations will be met with a level stare as he says, “Samurai-kun, your clan has often been great, and often been wrong.  You want it to stay great, yes?  Then root out those who oppose the Son of Heaven’s laws.” Further protest will lead to ejection or apology as described above.

If the PCs ask for more information about the Moto family they are investigating, Jiro brusquely explains they are the rulers of Zenzan province.  The current daimyo is named Moto Samaji.

If the PCs ask for specific information on what they are looking for, Jiro is brief and uninformative.  “Evidence of illegal trade, whether it be Crimson Flower, gaijin pepper, opium, or any other illegal product or smuggling activity.  And of course we must have testimony connecting the crime to the family.” 

If the PCs ask what authority they have, Jiro makes an expansive gesture.  “I am appointing you as my yoriki for this investigation.  You will have authority to act on behalf of the Empire.  If this family is breaking the Emperor’s laws in this way, the punishment is death after confession.” 

If the PCs ask why he is sending them for this task instead of merely dispatching an Emerald Magistrate, he shrugs.  “Relations between Dragon and Unicorn have been strained since the Usagi war.  Political necessity and the appearance of fairness requires that I assign yoriki drawn from several Clans.”

Answers to other questions will have to be adjudicated by the GM.  However, under no circumstances will Jiro discuss his past in Unicorn lands, nor will he give the PCs access to his personal documents or records, expecting them to take his word on everything (which is, in fact, how Rokugani law typically works). 

Finishing Up

Once the PCs are done asking questions, Jiro claps his hands and a servant scurries into the room with papers for everyone, authorizing them as personal yoriki to the Emerald Champion for the purpose of this investigation. This effectively levels the Status playing field for the duration of this adventure – PCs who have appointments as Emerald, Jade, or Sapphire Magistrates are no more important than the other PCs during this investigation, since Jiro’s direct authority is shared between them all. 

All PCs receive travel papers authorizing them to go to Zenzan Province in Unicorn lands.  Ronin also receive a letter containing 2 koku and a note reading, “This payment will be doubled if the investigation is completed to Jiro-sama’s satisfaction.”

The servant also hands an additional piece of paper to the highest-Status PC (if more than one are the same rank, he will choose Imperials, then Dragon, then Lion or Crane, avoiding Unicorn or Ronin, even to the point of giving the letter to someone of lower Status). The letter is the official notice of investigation required by Rokugani law, addressed to Moto Samaji and sealed with the Emerald Champion’s chop.

Once the PCs have their documents, Jiro dismisses them and leaves the room, returning to his quarters elsewhere in the castle. PCs will be left to their own devices to provide themselves with mounts, provisions, and so forth, since Jiro is much too busy to be bothered with such tiresome matters.  The PCs are in the Imperial Capital, so any standard gear from the L5R Rulebook is available at normal prices.  Smart PCs may think of requesting provisions from the servants of Shiro Okite – this will allow them to get mounts and up to a traveling kit’s worth of extra gear (but no jade).

Research and Gossip

Some PCs may wish to look into the family of Moto Samaji before they leave, either by consulting the records of the Emerald Magistrates or simply by rooting out news and gossip.  

Looking through the records will allow a roll of Perception/Investigation at TN 30 will uncover several reports over the last ten years suggesting that the family may be involved in smuggling with gaijin from the Burning Sands.  However, no testimony has ever been produced to condemn them.  

If the PCs seek out gossip, they can roll Awareness/Courtier (Gossip) at TN 25 to unearth the following tidbits, depending on who is asked.

· Minor functionaries at Shiro Okite (who will not talk to Unicorn PCs): “Jiro-sama is very upset about something happening in Unicorn lands.  He gets letters from the Unicorn lands often these days, and he is always angry afterward.”  No investigation will turn up any of these letters.  

· The Moto family who rules Zenzan Province are known to be “old Moto” who came back to the Empire with the rest of the Unicorn Clan in the Eighth Century.  They are said to have a tradition of tattooing the old Moto mon (the red chrysanthemum) onto their sword arm at gempukku in order to demonstrate their loyalty to the family’s name and history.

· Any courtiers in the capital are aware of the upcoming tournament to determine the Emerald Champion’s bride.  

· There are rumors of war throughout the Empire, although some believe that the Imperial Herald will still be able to shut down the conflicts before they escalate too badly.  

Part Two: Attack on a Monastery

After the PC’s have prepared themselves and done any investigation in the capital, they have a lengthy journey ahead of them – it takes about three weeks for them to reach Zenzan Province in the Unicorn lands.  Thankfully, the spring weather is good, with only occasional rain showers to disrupt their journey.  

The Unicorn lands seem to have largely recovered from the drought of two years ago, and the PCs see many peasants hard at work preparing fields and rice paddies for spring planting.  They pass merchant caravans on the road and occasionally meet Unicorn patrols, who politely check travel papers.  Inns are decent (if nondescript), but rarer than they might be in other lands, since the Unicorn often travel on their own and camp outdoors.  

Some PCs may wish to start inquiring among the local villages about banditry, since this is one of the things they are supposed to be investigating.  They can pick up the following rumors:

· The villagers have heard rumors of bandit attacks in the area for years, but the problem has gotten much worse during and since the drought two years ago.  Supposedly there is now a large mounted gang in the area.  The villages which the PCs pass through have not been raided in the last couple of years, but all of them have heard stories of attacks on other villages.

· Some of the villagers have heard rumors that the bandits carry off pretty girls and young women with them when they attack.  “Only the Fortunes know what happens to those poor girls.”

· The bandits usually seem to come from the west and south, in the hill-country.    

· These lands are Unicorn, but are only lightly patrolled.  So far, the Unicorn have been unable to deal with the bandits.  If the PCs are sympathetic and none of them are Unicorn, the villagers will nerve themselves to complain that their Moto lords do not seem to be able to do anything about the bandit problem.  Petitions to the provincial Daimyo for aid have not gotten a response.

The Monastery of Jizo

As the PCs finally enter the Zenzan Province, they will encounter the aftermath of a bandit attack.  This is a fated meeting, for this bandit gang is the one Moto Samaji is using to kidnap women and children to sell as slaves.  The bandits have, in fact, struck at the very monastery where Kanahara and her mother have lived for the last ten years.

About midday you are leaving a small village, a handful of simple huts scattered on the uphill side of the road while rice paddies lie to the downhill side.  Beyond the village, the road passes between several low, densely-wooded hills.  You notice a smudge of smoke rising from near the top of one of these hills, and as you draw closer, you come across a torii arch by the roadside, with a stone-paved path leading up the hillside – the entrance to a shrine or monastery, presumably.  You are about to travel on when you see a tattered figure in blood-stained monks’ robes stagger down the path toward you.  “Help!” the figure calls, in the voice of an old woman.  “Please, in the name of Blessed Jizo, help!”  

This woman is Kiyo, an aged nun, and she is badly wounded – a spear-thrust in her side which has stained her robes with blood.  She will hardly seem to care about her own injuries, however.  Instead, she will beg the PCs to rescue her sisters.  “Bandits, samurai-sama!  They attacked us this morning, and kidnapped my young sisters!  Please, can you not help them?”  

If the PCs offer Kiyo medical help, or summon villagers to help her, she will be grateful but will continue to beg them to rescue her sisters.  She will also tell them that many others lie dead at the monastery, although the Abbess has survived.  

Although the PCs are not required to help with this situation, any honorable PC should feel compelled by Compassion to assist the nuns.  PCs of Honor Rank 4.0 or higher who fail to assist the nuns will lose 1 point of Honor, 2 points if they are Unicorn or have the Soft-Hearted Disadvantage.  

The Monastery

If the PCs ascend the path, they will find a small monastery about two-thirds of the way up the hillside.  It comprises a half-dozen buildings surrounding a modest shrine dedicated to Jizo, the Fortune of Mercy.  The smoke they noticed earlier is coming from sullen, smoldering fires which the bandits set on several of the buildings – the surviving inhabitants have managed to smother the worst of the flames.  There are bodies scattered throughout the area – many of them are the bodies of monks and nuns, mostly very old but also including three young men, cut down without mercy.  Some of them, however, are clearly the corpses of bandits, killed with hand-to-hand strikes or with improvised weapons.  The monks and nuns, although surprised, did not die easily or without courage.

Whenever the PCs arrive, they will quickly attract the attention of the surviving monks and nuns, who total eleven (nine women, two men).  All are middle-aged or older, and most of them are injured.  Their leader is Abbess Tamai, a withered but clear-eyed old woman in her seventies, whose arm is hastily bandaged while her face is a mass of purpling bruises.

This monastery tends to attract nuns rather than monks, especially retired Battle Maidens, and it was these former warriors who allowed them to put up a tough fight against the bandit attack.   

Once the PCs arrive, the surviving inhabitants will be quick to tell them what has happened – a bandit gang assaulted their monastery this morning, without warning. The bandits killed all the older inhabitants they could, and all the younger men, but took the younger nuns and girls prisoner.  The Abbess will specifically mention that they took “poor little Kanahara,” who is only ten.  She shudders to think what might happen to her sisters in the clutches of such brutal men, and begs the PCs to rescue them before it is too late.  She will mention that Kanahara’s mother Fatima died in the attack, and an elderly nun named Shirani was carried off because she refused to let go of the little girl. 

· If the PCs ask for more information about Shirani, Kanahara, or Fatima, see Part Four: Investigations.

The surviving monks and nuns are all elderly, and many of them are injured.  They are not capable of pursuing the bandits, who traveled on horseback.  They do not know who the bandits were, but remember that they called their leader, “Kogon.”  The Abbess is proud of how tough a fight her brethren put up, and notes that many of the surviving bandits were injured.  “They seemed quite eager to leave, once they had their prisoners.  Clearly they expected us to be easy prey, like some poor village of peasants.  If only there had been a few more of us, perhaps we could have fought them off completely.”  

If the PCs examine the bandits’ bodies, they can see they are all dirty, rough-hewn men, between the ages of twenty and thirty, dressed in simple commoner and ronin-type garments and wearing a mis-matched jumble of samurai and ashigaru armor.  However, their weapons are all of fairly decent quality, unusual for bandits.   

Checking in the Village

The PCs may decide to return to the village they just passed, either to get help for the monastery or to try to learn more about the bandits.  The villagers will be horrified to learn that the monastery has been attacked.  “Surely not!  Those holy men and women – what beast would do such a thing?”  They are more than willing to send help and supplies to the monastery.

The villagers will be alarmed that an attack took place so close to them, for their own defenses amount to nothing more than a handful of doshin (armed peasants) who keep order on behalf of the Unicorn Clan.  This area is relatively lightly guarded, and samurai patrols come through only once every few days – there was one through two days ago.       

· These villagers have heard the same rumors of banditry and kidnapped women as the other towns along the PCs’ route.  In addition, they have heard a more concrete story of a nearby town that was destroyed.   “Sezan’s weaving town, why, it’s just gone, samurai-samas! The whole place was just leveled!”  The town in question used to be a half-day’s travel northwest of this village. 

· Much like the other villages, these peasants are concerned about the lack of response from their Moto lords, although they will only admit this around sympathetic non-Unicorn PCs.  

If PCs investigate the stories of a razed village, they find the ruins of a town about a half-day’s travel away.  Clouds of birds circle overheard.  Several buildings have been burned, and the rotting bodies of the villagers lie in a ditch by the empty rice paddies.  The PCs can tell this happened within the last month – however, there are no tracks remaining after this much time.  PCs who look at the corpses and roll Perception/Investigation (Notice) at TN 20 realize there are no young women or girls among the dead.  

Tracking the Bandits

The PCs will have to choose whether to track down the bandits and rescue the nuns, or ignore the problem and continue on with their mission.  If they ask about their mission’s time limits, Jiro did not specify any deadline, although he clearly wanted them to act promptly.    There are no Unicorn troops available nearby.  PCs who have the “Haunted by Nishari” may decide to consult her – she will not answer verbally, but they will get the sense that intervention is probably the most honorable route.

If the PCs do pursue the bandits, they will need to make a total of three consecutive Perception/Hunting (Tracking) rolls at TN 20.  This can be done as a Cooperative Roll with some PCs assisting others, if desired.  If the PCs succeed, they will reach the bandit camp in about half a day (at nightfall).  If they fail one roll, they will lose the trail until the next morning, but can try again then.  If they miss two rolls, they lose the trail completely and cannot locate the bandit camp with normal means.  

· A shugenja may be able to bypass these restrictions or ease the search with clever use of magic, and some other abilities such as Dragon Clan Tattoos may also be applicable.  The GM should adjudicate such efforts.

The trail leads the PCs southwest into an uninhabited region of rugged, thickly wooded hills.  Eventually they find an old, half-overgrown road winding through the hills, a road showing signs of recent horse traffic.  It leads to the bandit lair, which is located in a narrow valley between two wooded hillsides.  

The bandits have posted a single sentry to watch the road.  The PCs can spot him in time to avoid his gaze by rolling Perception/Investigation (Notice) at TN 20.  With a success, they can take shelter and either bypass him (by going through the wooded hills) or try to take him out.  Approaching the bandit sentry by surprise will require a Contested Roll of PC Agility/Stealth (Sneaking) against his Perception/Investigation (Notice).  

· If the sentry notices the PCs, either immediately or due to their failing to sneak up on him, he will shout an alarm and the bandit camp will be alerted.  See “Fighting the Bandits” below for details of what this will mean.

· Shugenja PCs may be able to contribute to this effort in a variety of ways, such as by using concealing spells such as The Eyes Shall Not See.

The Bandit Camp

The bandits are camped in the ruins of an old woodcutters’ encampment, a half-dozen wooden huts with rotting thatch roofs.  They have turned one of the buildings into a prison for their captives, with a heavy lock on the door.  Another hut serves as the private residence of the gang leader, Kogon, while the remaining bandits sleep in the other four huts or simply out under the stars.  Their small herd of horses (a mixture of Rokugani ponies and Unicorn horses) is normally picketed on the northern side of the camp.

If the PCs are able to approach the bandit camp unobserved (either by sneaking through the hills or by eliminating the sentry), they can watch the bandits at rest.  The bandits are quite casual – they clearly do not expect trouble at their remote base – and spend much of their time lounging around, drinking, and quarreling, especially in the evening, when they break out the sake and sprawl around campfires, drinking and swapping stories.  Observant PCs will see them deliver food and water to the slaves’ hut, with Kogon bringing forth a key to unlock the door.  They will brutally beat the old nun Shirani each time they visit, but leave the rest of the prisoners alone except for the occasional slap or curse.

· Kogon, the leader, is easily identified by his large stature and beard, and the deference which the other bandits show him.  He is less casual than the other bandits but he too clearly thinks they are safe here.

· The PCs will be able to count a total of seventeen bandits (not counting Kogon and the sentry).  However, they can also clearly see that many of the bandits are injured, nursing bandaged limbs and heads, limping, and so on.  There is also a general aura of sullenness and unease about them.  Their difficult fight with the monks and nuns has left them feeling somewhat demoralized.

The PCs have a number of options for dealing with the bandits, but the most obvious choices are outlined below.  Fighting is the most straightforward approach but is not the only one which can succeed, and the GM should reward creativity.  

Fighting the Bandits

If the sentry sounds the alarm, all of the bandits, including Kogon, will mount up and ride out to confront the PCs.  If the PCs instead strike at the bandits in their camp, they will be caught flat-footed and will have to fight as they are, without time to get on their horses.  In either case, Kogon will “lead from the rear,” shooting arrows at the PCs while exhorting his men to fight harder.  

Due to their recent battle with the monastery, ten of the bandits are seriously injured (their +10 Wound Rank is filled out).  Their overall morale is low, and if the fight goes badly they will quickly turn to self-preservation.  If eight or more of them go down, or Kogon is killed, they will break and run, scattering in every direction.  

If the fight is going badly, Kogon will try to get back to his hut, where he will burn the incriminating letter (see “Evidence and Clues” below) before trying to flee the area.  If he cannot escape he will do his best to fight to the death, preferring a quick end to torture by eta. If reduced to Down he will fall on his own sword to avoid capture.  Nevertheless, persistent and skillful PCs may be able to take him alive. 

Variant #1: Stealth 

PCs who have significant abilities with stealth or scouting may decide to sneak into the camp, either to assassinate some of the bandits or to rescue the prisoners.  As before, approaching any of the bandits covertly will require a Contested Roll of PC Agility/Stealth (Sneaking) against the bandits’ Perception/Investigation (Notice).  

Getting into the prisoners’ hut in secret will require finding a way to open the lock – it can be picked with Agility/Locksmith at TN 20, or a truly brave PC can assassinate Kogon or pick his pocket to get the key.

The GM will have to adjudicate whether the PCs’ efforts are well-planned enough to succeed, but it should be remembered that the bandits are not especially alert here even at the best of times.  Magical efforts may also be able to enhance the PCs’ success, since the bandits have no such capabilities themselves and, with the exception of Kogon, do not really understand what magic can do.   

Variant #2: Diplomacy

Bold or clever PCs may decide to take a more diplomatic approach to the bandits, such as by trying to bribe them or intimidate them.  Kogon will try to quash any such efforts, exhorting his men to ignore such words and kill the PCs, but a PC who responds with skillful role-play can potentially overcome this and persuade the gang to take an easy way out.  The bandits are not in the mood for a desperate battle so soon after their encounter with the monastery, and the chance to trade their prisoners for some quick cash, or simply to retreat from a potentially losing battle, can potentially be very appealing.   

The GM will have to adjudicate how well the PCs handle this sort of approach, and especially whether they are able to play on the weaknesses outlined here.  In addition to good role-play, the PCs will have to win a Contested Social Roll with Kogon (most likely Awareness/Courtier or Willpower/Deceit, depending on their approach).   

Evidence and Clues

Once the PCs have dealt with the bandits, they may have a variety of evidence available to them.  If the PCs investigate the camp, or the bodies of dead bandits, they will find a variety of expensive trinkets and baubles, many of them gaijin in origin – jewelry, leather-bound books with illuminated pages, cedar boxes inlaid with carved ivory, and similar items.  Any PC can roll Intelligence/Lore: Gaijin at TN 15 to recognize these foreign goods as items characteristic of the Burning Sands, and the language in the books is Senpet.  None of the items are practically useful to PCs – there are no telescopes, metal lanterns, or similar gear.  

If the PCs defeat Kogon, they can examine his daisho set, which is of good quality.  The saya of the katana has the traditional Moto red chrysanthemum mon embossed into it – this means nothing to bandits, of course, but the PCs can identify it with a roll of Intelligence/Lore: Heraldry at TN 20 or Lore: Unicorn at TN 15.  

If the PCs search Kogon’s hut, they find a locked strongbox (he carries the key alongside the one to the prisoners’ hut).  Inside are several bags of coins (a mixture of Unicorn-mint Rokugani coins and Senpet copper coins, total value 120 koku) and a journal filled with really bad Unicorn travel poetry.  A folded letter is tucked into the journal.  If Kogon has time to flee, he will take two of the coin bags and the journal, and burns the letter.  

· The letter is written in cipher, and can be puzzled out by PCs who roll Intelligence/Calligraphy (Cipher) at TN 20. If they succeed, they acquire Handout #1.

· Shugenja who cast Reflections of Pan Ku on the letter get a fleeting image of a large, scar-faced Rokugani man with dark skin.

· There is nothing else of note about the letter, which is written in a fairly typical style and on nondescript paper.  However, if the PCs later find the other letters in Sato no Uma (see Part Four) they are on the same paper and written in the same style of calligraphy.

It will be obvious that the bandits have kidnapped and sold many people in order to accumulate so much wealth. 

Interrogating Prisoners

It is probable that the PCs will be able to take at least a few bandits prisoner.  They will be sullen and uncooperative, but a few threats (especially mentioning the possibility of torture) will get them to open up fairly quickly.  They have all been recruited by Kogon within the last five years – the gang existed even before then, but the older members have died or drifted away.  Kogon pays them well, and they have prospered under his leadership, although they all grumblingly point out that he guessed wrong by having them attack the monastery.

· The bandits sometimes raid merchant caravans, but more often, they strike at villages for the purpose of kidnapping young women and girls.  Kogon sells them to merchants who take them to the Burning Sands.  In return, the bandits get money, trinkets, and weapons.

· The bandits don’t know what happens to the women after that, but they’ve heard that the people of the Burning Sands keep slaves.  If any of the PCs accuse them of abusing or misusing their captives, they grumble, “We’re not allowed to touch the prisoners.  Kogon says they fetch a better price that way.”

· The bandits do not know the name or identity of the merchants who buy the slaves, but remember that some of them have banners with a red flower-shape on it.  If they are shown the old Moto chrysanthemum mon, they identify it as the same symbol.

· They meet the merchants in a different place each time.  Only Kogon knows where the meetings will be.   

Any PC who rolls Intelligence/Lore: Law at TN 10 will know it is illegal to enslave citizens of the Empire.

It is possible, though unlikely, that the PCs may be able to take Kogon prisoner.  He will be relentlessly uncooperative, snarling curses at the PCs and struggling against his bonds.  Although he has no desire to endure torture, he is tough enough not to break under it, and goes to his death with tooth-gritted defiance.   

The Captive Women 

There are a total of fifteen prisoners in the locked hut, six peasants and nine nuns from the monastery.  All of them are young women or girls except for one tattered, badly-bruised old nun, Shirani.  Once they are freed they will prostrate themselves before the PCs, weeping with relief and happiness.  

All of the prisoners are wearing iron slave collars and are chained at the ankles, hobbling their movements – this will be a problem if the PCs are trying to sneak them out under the noses of the bandits.  Kogon’s key will open the locks on the collars and chains.  Otherwise the PCs will have to use Locksmith rolls (TN 20), or find some way of breaking the chains by brute force.

The peasants can tell the PCs they were taken from various villages over the last two weeks.  (The victims from the burned village have already been sold on to the Burning Sands.)  The nuns can, of course, recount the experience of the attack on the monastery.

Some of the prisoners have been beaten (old Shirani quite badly) but not otherwise harmed.  They know from the bandits’ words that they were destined to be sold into slavery in the Burning Sands, and they are desperately grateful to have avoided such a fate.  

· The youngest girl present is Kanahara, the girl from the monastery.  She will ask if her mother is all right.  “Mama was fighting with one of the bad men, because she used to be a samurai and she knew how to fight, and then another man snatched me up and carried me away.  Old Shirani-sama jumped on the horse behind me and held on to me, even when the bandit beat her, but I couldn’t see what happened to Mama.”  

· If the PCs tell Kanahara that her mother Fatima is dead, her eyes fill with tears as she weeps silently.  Shirani holds her and comforts her gently, stroking her hair with a withered hand.  

· If the PCs ask Kanahara about her mother’s former life as a samurai, she says, “Mama was a samurai, and she told me Papa was a samurai too, from the Dragon lands.  But I never met him.  She told me I was going to meet him soon, and then I would be a Dragon samurai too.”  See “Part Four: Investigations” for more details of what the PCs can learn by questioning Kanahara and her fellow nuns.

The peasants and nuns will wish to return to their homes once they have been freed, and their returns will met with tears and celebrations.  The PCs will be showered with thanks and promises of eternal gratitude, and the nuns will promise to pray for the PCs’ health and good fortune every day.

Shirani the Nun

The old nun, Shirani, is clearly an exception among the prisoners.  The other nuns will explain that she is a wandering mendicant who came to the monastery about a week before the attack, and quickly became friends with Kanahara and her mother.  She allowed herself to be captured in order to try to protect Kanahara, and has endured many brutal beatings from the bandits.

Shirani appears to be a very old woman, her weather-beaten skin deeply tanned and lined, like old leather.  Her shaven head is beginning to show white stubble due to her captivity (if any PCs think to offer her a razor, she gratefully accepts). She does not speak aloud, and will attempt to ask the PCs (via gestures and pantomime) for writing materials.  If they give her anything to write with, she explains, via notes, that she is a mendicant nun sworn to silent contemplation.  Her travels brought her to the monastery last week, and she made several friends, especially the girl Kanahara and her poor mother.  She can share the “public” knowledge of their past (as outline in “Part Four: Investigations”).

Shirani will humbly ask if she can accompany the PCs on their journey, for she can see they are samurai of courage and honor, and there is much she could learn by following them.  If they refuse, she takes no offense, and tells them she will be at the monastery if they should wish to speak with her again.

· PCs who ask if there is anything strange about Shirani’s writing can roll Perception/Calligraphy at TN 30 to realize she writes in an older style, characteristic for the Twelfth Century.  If asked, she will smile and writes, “At my age, things from my youth are ancient history.”  If pressed further, she writes that she was once a student of history. “Perhaps reading all those ancient texts influenced my writing.” 

Shirani is, of course, Nishari’s physical manifestation in the mortal world – by the will of Jizo, Fortune of Mercy, she can only take physical form as a lowly mendicant nun.  She will use this humble status to deflect questions about herself.  It is generally considered rude to question monks about their past, and any PC who pesters her should lose a point of Glory and, if their Honor is 4.0 or better, a point of Honor as well.

PCs who wish to test her for Taint will find her to be clean of all such influences.  PCs who can sense the presence of spirits can tell she is not entirely human, but she is not a spirit either. If pressed, she feigns ignorance and insists she is just a monk, seeking enlightenment like all monks. If a Kitsu shugenja casts Sense Ancestors, she is revealed as a spiritual force, but she will plead with that PC in private not to discuss this.  “I have a mission to complete, Kitsu-san,” she write urgently.  “Please do not jeopardize it by revealing who I am.”  

Even if the PCs expose her spiritual nature, Shirani will not reveal her true identity as Nishari until the end of the adventure.  She will only say that she is on a mission, a mission placed on her by the Heavens.  “I cannot question the word of Heaven, samurai-san.  Do you?” 

If a PC haunted by Nishari asks what Nishari is doing at this time, her voice is silent.  This is infrequent but not unheard-of, and the PC can remember other occasions when she was silent for many days at a time. 

Overall, although the PCs may become aware that Shirani is more than just a monk, they should have no way of proving who or what she truly is.   

Part Three: Meeting With Moto Samaji

GM’s NOTE: The rest of this module generally assumes the PCs have dealt with the bandit camp and rescued Kanahara.  If not, the PCs may have the chance to do so if and when they track down the Unicorn side of the slave trade in Part Four.  

The day after you pass the monastery, you come into an open, rolling plain, the heart of the Zenzan Province.  This early in spring the land is still pale green, the grass just beginning to recover from winter’s chill, and the grain fields and rice paddies near the villages are not yet sprouting their crops.  The previously empty road now fills with merchants, traveling craftsmen and artisans, and patrolling Unicorn samurai.  The Moto bushi check your papers with brisk efficiency.

Some PCs may tell the patrols about the bandits.  The Moto will look angry, and growl that there have been more bandits than usual since the drought.  They do not know anything about why patrols might be sparser in some regions, or why their daimyo might fail to respond to a village’s petition, and they will be offended by such questions.  

· If the PCs report the destruction of the bandits, the Moto will be sincerely pleased, and praise the PCs’ courage and dedication.  

· If the PCs ask about the daimyo, Moto Samaji, the patrols will direct them to the town of Sato no Uma.  “Lord Samaji-sama usually pitches his tents there.”

Sato no Uma

After passing tiny villages for two days, you arrive at a real town, surrounded by a low wooden palisade.  Inside the gates, a riot of color assaults your eyes – there is a wide thoroughfare running through the center of the town, and it is lined on both sides in strange Unicorn tents, dyed in every shade and hue imaginable. The neighing of horses echoes all around you, and you realize that some manner of spring fair or festival is underway.  
Sato no Uma is a modest town in actual population – about 600 permanent residents – but in spring and autumn, the Unicorn families in this province come in from their nomadic travels to trade and socialize.  Consequently, the town boasts a large dojo, three temples (one dedicated to the Gods of Death, the other two to the Fortune Daikoku and the Kami Shinjo), two geisha houses, several teahouses, an enormous public bathhouse, a huge open marketplace full of merchant stalls, multiple public stables, and a garrison of Moto bushi.  There is only one inn, however, and it is only half-full when the PCs arrive – an assortment of merchants are staying there, to sell to the Unicorn, but no other samurai are present.

For the most part, this is a typical Rokugani town. The teahouses have decent food and drink, the inn is quiet and civilized, the temples are devout and meditative. What is unusual is the size of the crowds in the main thoroughfare, the herds of horses milling around in temporary enclosures outside the walls, and the young Unicorn samurai striding and riding all over the place. The impression is of a huge family reunion where everyone has horses.  The tents are dyed in different colors based on plants from each family’s grazing territory, representing where they roam in the province.  

· If Shirani is with the PCs, anyone watching her can make a Raw Perception roll at TN 25 to see a faraway look come onto her face.  If they ask her about this (a somewhat rude question, but as a nun she cannot really complain), she will smile and write down, “Ah, to be 15 again.” She will not elaborate, instead heading to the temple of Shinjo and thanking the PCs for their escort.

PCs who ask about Moto Samaji will be directed across the town to the far end of the thoroughfare.  “Look for the tents with the red chrysanthemums, samurai-san!”  

Moto Samaji’s Camp

On the far side of Sato no Uma is a cluster of six yurt-style tents, dyed dark green at the base but shading to purple at the top, each of which has a red chrysanthemum embroidered into the side. If the PCs do not already know, a roll of Intelligence/Lore: Heraldry at TN 20 or Lore: Unicorn at TN 15 will recognize this as the traditional Moto mon, originally used before the time of the Dark Moto and re-adopted after the Desert Moto returned to the Empire.  

A young bushi, Moto Somai, waits outside the largest tent, and if the PCs approach he will bow and politely asks their business with his lord.  He will take their chops and disappear into the tent, returning only a few moments later to escort them inside. 

Inside the tent, colorful opulence reigns supreme. The walls of the tent are cleverly constructed to let in light and air while warding off the lingering chill of winter. Silk buntings in shades of white and cream are draped across the ceiling, reflecting the light and drawing attention to the exotically patterned carpets that cover the floor. Designs and colors not native to Rokugan are interspersed with more traditional ones, a clash that seems at first random but then settles on the eye as a mandala of sorts, with a smoldering brazier at the center. 

An older Unicorn man reclines behind the brazier on cushions, his large hooked nose offset by his drooping white moustaches.  He is dressed in a magnificent fur-lined kimono and robes, and several pieces of foreign-looking jewelry adorn his body, including an assortment of large gold rings on his fingers.  

Seated cross-legged on a smaller cushion is a somewhat younger man, a bushi, his scarred and deeply tanned face evidence of a life spent outdoors. 

· The younger man is Moto Yurkja, Samaji’s nephew and hatamoto.  PCs who cast Reflections of Pan Ku on the letter in the bandit camp can roll Raw Intelligence at TN 10 to recognize him.

The older man rises, bows, and speaks in a rasping voice.  “I am Moto Samaji, and this is my hatamoto, Moto Yurjka. To what do I owe the pleasure of such a visit, samurai-sans?”  

While the PCs answer, servants will enter the tent, offering cushions for the PCs to sit on, bowls of scented water to wash their hands, and tea in paper-thin porcelain cups.

PCs with any ranks in Lore: Law know they are to present the writ of investigation at this time.  (Other PCs will know this if they roll Raw Intelligence at TN 10.)  If the PCs try to do so politely and inoffensively, they can roll Awareness/Etiquette at TN 20 to do say, thereby staying on Samaji’s good side, at least for now. (Dragon PCs cannot make this roll, for he hates them all, although he is too experienced to make any kind of spectacle.)

Samaji takes the Writ of Investigation and opens it, glancing through it and then tossing it aside.  If the PCs offended him when they offered it, he throws it onto the brazier at his feet, a gesture of contempt.  Regardless, he says, “Well. The bastard has upped the ante, eh? So be it.” He smirks at the PCs.  “He seems to have picked a fine collection of tools for the purpose.”  

If the PCs respond with anger or hostility (as is most likely), he shrugs.  “Enough.  Go and do your duty, samurai, I cannot stop you.”  He waves for them to leave.  

If the PCs respond with calm and/or curiosity, Samaji will give them an appraising look.  “Well, perhaps you are not mere tools after all.  Very well, proceed with your investigations, samurai.  I will be interested to see the results.”  He will still dismiss them, but does so with less overt hostility.

Asking Questions

Some PCs may wish to question Samaji before he dismisses them.  He will be unhappy about this but will allow them to ask a few brief questions before he loses patience and ends the interview.  

· If the PCs ask him any questions about the accusations of smuggling, Samaji will loudly deny any such connections.  He is lying, but the PCs will have to beat his Awareness/Deceit (Lying) of 9k4+5 with their Perception/Investigation (Interrogation) to be sure of it.  Naturally, if they openly accuse him of lying, he will throw them out of the tent and threatens to have them executed if they repeat such a slander.  “We Unicorn have a special treatment for liars, samurai, with four horses and ropes!”   

· If the PCs ask why he could be under investigation if he is innocent, he denounces Kitsuki Jiro as a man unworthy of his post as the Son of Heaven’s champion.  He will not give any specific reasons why Jiro might be so unworthy.  Samaji is careful not to blaspheme the Emperor, but his hatred of Jiro practically radiates off of him.   

· If the PCs show him the letter from the bandit camp, he denies all knowledge of such things, and expresses anger at such vile bandit activities.  Again, he is lying.  

It should be remembered that Samaji is a daimyo.  He outranks the PCs in Status, and if he ends the interview they have no way to force him to resume it.  Openly and repeatedly insulting a daimyo is a severe violation of hospitality, and Samaji is not bluffing when he threatens to have the PCs executed.  

Moto Yurkja will not participate in any of the discussions and will be completely uninformative if the PCs question him.  If they show him the letter from the bandit camp, he will firmly deny any knowledge of it. (His Awareness/Deceit (Lying) roll is 7k3+4.)  Samaji will defend his hatamoto against the PCs.  “To insult my nephew and sworn vassal is to insult me, samurai.”

If any of the PCs are Unicorns: Samaji will be willing to meet with Unicorn PCs privately at a later time, if they ask.  He will tell these PCs “the truth” about his family’s past relations with Kitsuki Jiro, as outlined in Part Five.  He will otherwise not share this information with any PCs until and unless they accuse him directly or attempt to arrest him.

Part Four: Investigations

The PCs now have the task of investigating Moto Samaji’s family for smuggling.  They will not have any real idea of where to start, of course, and Samaji’s samurai will be as unhelpful as possible.  In fact, the one route of investigation which will initially be a solid dead-end will be questioning the Unicorn themselves.

The PCs have been told to look for trade in any sort of illegal goods, especially drugs and gunpowder.  PCs who thoroughly investigated the bandits in Part Two may also have realized the possibility of slave-trading by corrupt merchants.  

The most basic option will be for the PCs to search Sato no Uma for dens of vice, drug or opium addicts, or similar places from which to “back track” the supplies of improper goods.  The PCs may also try to investigate the merchants to locate those who might have been involved with the slave smuggling, or who might be carrying other improper goods.  

PCs who search the town for addicts (of Crimson Flower, opium, or whatever) can roll Perception/Investigation at TN 20 to find several locals (mostly commoners, but also a few Unicorn samurai) showing clear signs of opium addiction.  PCs who question these addicts can roll Awareness//Investigation (Interrogation) at TN 25, or Willpower/Deceit (Intimidation) at TN 20, to get them to spill the place where they get their fix – a gambling house and den of vice known as “The Blazing Stallion.”  Alternatively, a PC can simply ask around for such a place and roll Awareness/Courtier (Gossip) at TN 40 or Awareness/Underworld at TN 25 to locate the place.  

If the PCs question the local merchants for connections to Samaji’s family, they can roll Perception/Lore: Heraldry at TN 20 to find several merchants who have the red chrysanthemum of Samaji’s family on their wagons and tents.  Most of these merchants are innocent, but speaking with them will allow the PCs to roll Perception/Investigation (Interrogation) at TN 20 to discover one merchant, Sota, who is clearly made uncomfortable by their questions.  

Alternatively, PCs who have knowledge of the ways of merchants (especially Yasuki, Mantis, or Daidoji) can try to seek out merchants who are richer or more prosperous than they should be.  A roll of Perception/Commerce at TN 20 will again lead them to Sota, a merchant whose humble stall and small caravan contrasts with his obvious personal wealth. 

The Blazing Stallion

The Blazing Stallion gambling house is a ramshackle building on the outskirts of town, just inside the palisade wall.  It was once a prosperous stable, and it is a large U-shaped single-story structure, with three open interior walls facing an inner yard where horses were once put through their paces before prospective buyers. The entrance is the most recent construction, a 7’ tall wooden gate in a simple wall that stretches across the open side of the ‘U’.  Four burly ronin stand outside the wooden gate, watching all the guests carefully as they enter – however, they refrain from demanding the weapons of visitors.  Within, a greasy-looking merchant named Kamat rushes up to welcome the PCs fawningly. “Welcome to the Blazing Stallion, honored guests!  We have every sort of game you might wish here.  What do you want to play?” 

The open center yard has been made into a gambling hall, with woolen fabric affixed to poles creating a quasi-ceiling that keeps out rain.  Other woolen rugs cover the dirt floor, and the gamblers, mostly commoners and a few ronin and slumming Unicorns, sit or squat next to low wooden tables.  The games include typical Rokugani fare like Fortunes and Winds or Hach-Ko (Even-Odd), but also exotic imports from Senpet lands, strange games with brightly-illustrated cards and oddly-shaped dice.  A large crew of pretty commoner girls serve the guests food and drinks, and provide less appropriate entertainments in private.  

The former horse stalls which surround the yard on three sides have been walled up, and serve as dens for opium smokers.  PCs wishing to access this very illegal delight will have to persuade Kamat, requiring good role-play and, if they are trying to trick him, a Contested Social Roll of their Awareness/Deceit (Lying) against his Perception/Investigation of 7k4.  

· Kamat is a canny man and not easily fooled. He automatically succeeds in his Contested Roll if the entire group of PCs approaches him together (unless they come up with an incredibly good cover story, GM’s discretion), but if one PC approaches him, he can be fooled.  

· If the PC is ronin, Unicorn, or Scorpion, or shows actual signs of addiction, give the PC two Free Raises on the roll. 

· Bribery also influences the roll, awarding one raise for every koku the PCs offer to Kamat. 

A successful roll means the PC is taken into a small room, furnished only with a cheap futon and a chamber pot. A serving-girl will enter with a supply of opium and a pipe. 

If the PCs make trouble, try to flaunt their authority, announce they are arresting everyone, or take any other such blatantly open action, Kamat will immediately run into the building screaming, “Raid!”  The horde of customers erupts in screaming chaos, running, fighting, and clawing to escape the place – the ronin bouncers will make a brief attempt to stem the tide and then give up and run themselves.  The PCs will have to roll Strength/Athletics at TN 20 to avoid being knocked down and trampled for 4k3 damage.  Actually pursuing Kamat will require a Strength/Athletics roll at TN 30 to force their way through the crowd.  Using lethal force can open a path much more quickly, but should cost the PCs Honor unless they are Honor Rank 1.0 or less.

· Shugenja may be able to avoid or neutralize the crowd in a variety of ways, depending on their approach.  Callous PCs may actually employ terror tactics, blasting the crowd out of the way with powerful Fire or Air spells, but this approach should cost them Honor.  

If the PCs do get through the crowd, they can catch up with Kamat by defeating him with a Contested Roll of Water/Athletics.  (His roll is 6k3.)  Otherwise he escapes, along with his employees, and lies lie low for the remainder of the adventure.  PCs who search the Blazing Stallion can find abundant quantities of opium, but no clues connecting this opium to Moto Samaji’s family.

Smart PCs will choose to simply arrest Kamat himself once they have proof of opium usage here.  So long as this is done in a manner that denies him to chance to run, he will submit with a whimper.  His ronin bouncers will not fight – they are hired hands and do not want to be accused of illegal activities.  

If the ronin are questioned, they will say (truthfully) that they are working off gambling debts, and avoid the seedier activities inside, though they know such things are happening. They will testify against Kamat if asked, but they do not know who supplies his opium. 

If Kamat is arrested and questioned, he will identify the merchant Sota as his dealer.

Sota the Merchant

Sota is a plump, nervous man in his thirties, dressed in a fine commoner’s kimono (the inside lined with beautiful embroidery) and wearing a wide variety of expensive jewelry, much of it of foreign Senpet make.  (PCs who searched the bandit camp can roll Raw Intelligence at TN 15 to notice similarities with the jewelry they found there.)  He is the only one of Moto Samaji’s smuggling merchants currently in the town, and is sitting on a small mountain of incriminating evidence.

The most likely way for the PCs to discover Sota is via the Blazing Stallion, but they may also be able to discover him in other ways.  For example, a samurai who asks the local merchants pointed questions about smuggling and illegal goods can roll Perception/Investigation (Interrogation) against Sota’s Awareness/Deceit (Lying) of 8k4+4 to notice that he gets nervous and twitchy when such topics are brought up.  Alternatively, a PC who simply looks for merchants who trade with the Burning Sands will be directed to Sota’s stall.  “He’s the only one in town right now who deals in that trade.”

Although Sota is a fairly skilled liar, a necessary skill for a merchant engaged in criminal activity, he is also a coward and a weakling.  Thus, he is fairly easy to break with threats or violence – for that matter, simply arresting him will cause him to collapse in quivering terror, for he is desperately afraid of torture.  

Once he breaks, Sota will readily confess to supplying opium to the Blazing Saddle and to being one of several merchants who ferry slaves across the border.  His caravan contains many bags of opium, concealed beneath loose floorboards in the wagons, and many bags of coins in Unicorn and Senpet mint.  He also has a supply of iron slave collars hidden in one of the wagons.

Obviously, the PCs will want proof of Sota’s connection to the Moto family.  He will at first try not to give up his patrons (“They will torture me to death, samurai-sama!”) but will eventually cave under pressure and show the PCs the hut where he goes at night to drop off and collect money and orders from the Moto.  In fact, he expects to do so tonight.

Watching the Meeting Place

The PCs can observe Sota’s meeting by using concealing magic, or by using Agility/Stealth (Ambush) at TN 20 to hide in the shadows nearby.  Alternatively, clever PCs may skip arresting Sota, and simply follow him that night – this will require a Contested Roll of their Agility/Stealth (Sneaking) against Sota’s Perception/Investigation of 5k2.  

Either way, successful PCs will see Moto Somai, the young samurai who met them outside Samaji’s tent, come to hut and collect several bags of coins, leaving behind a small puzzle box.  Inside the box is are two ciphered letters.  One is to Sota, giving a location to meet with the bandits and collect slaves for shipment across the border.  The second is to Kogon, the bandit leader, telling him what to do after delivering the latest slave shipment.  These letters can be deciphered with a roll of Intelligence/Calligraphy (Cipher) at TN 20 – if so, the PCs get Handout #3 and Handout #4.  

The letters have the same handwriting as the one in the bandit camp, and as before, shugenja who cast Reflections of Pan Ku will get an image of Moto Yurkja.

Arresting Moto Somai

If the PCs arrest and question Moto Somai, the young man is clearly startled and confused by what is happening.  He initially tries to deny all knowledge, but the PCs can easily tell he is lying.  If they pressure him (well role-played interrogation, or a roll of Willpower/Deceit (Intimidation) at TN 20) he will give in and admit he delivers messages and collects money for his cousin, Moto Yurkja.  “This is Yurkja-sama’s business, not mine. I just do as I am told!”  He delivers the money and collects the letters from Yurkja’s tent in the daimyo’s encampment.  

Somai has no other information, but his testimony can justify an attempt to arrest Moto Yurkja.

Investigating and Arresting Moto Yurkja

Once the PCs have caught Moto Somai, they should have enough evidence to attempt to arrest Moto Yurkja and have him interrogated.  They will find Yurkja at his tent on one side of the encampment.  Since the PCs are acting on the authority of the Emerald Champion, they can theoretically arrest him directly, without visiting his daimyo first – they have already delivered the Writ of Investigation, after all.  (A roll of Intelligence/Lore: Law at TN 15 will confirm this.)

Some PCs may go to Moto Samaji first, out of courtesy or perhaps hoping to trick him into a confession.  If so, he will indignantly deny any knowledge of smuggling, demands they return Moto Somai to him for justice, and summons Moto Yurkja to answer these accusations.  Naturally, he is lying, but PCs who accuse him of lying without proper evidence are courting his wrath.  

Regardless of whether the PCs confront Yurkja at his tent or in the presence of Moto Samaji, he will deny any involvement in a smuggling operation.  If the PCs have both the testimony of Moto Somai and at least two deciphered letters, the weight of evidence will be too strong, and he will have no choice but to submit to arrest.  If the PCs have only Somai and one or no letters, or only the letters, Yurkja will demand a duel of honor, tomorrow at dawn, to prove his innocence.  Since his daimyo is present and the PCs are operating under the direct authority of the Emerald Champion, there will be no need for seeking special approval, and if the PCs want to pursue the case further and arrest Yurkja, they will have no choice but to fight the duel.

Regardless of whether the PCs can arrest Yurkja immediately or have to wait for a duel, there is key evidence to be found in his tent, a fact which the PCs have hopefully picked up from Somai.  If the PCs arrest him immediately, they can search the tent without interference.  If he is able to make a challenge for a duel, however, they will have to guard the tent overnight or he will arrange to remove and hide or destroy all the incriminating evidence (the locked strongbox and the various letters and maps).  

If PCs do post guards on the tent, Moto Samaji will send servants to the tent under the guise of normal camp routines (bringing water, cleaning tents, etc) with orders to collect and remove any letters and documents in the tent.  The contents of the strongbox will be left behind – Samaji is a ruthless man and is not afraid to let his nephew take the fall.  

· Dishonorable PCs may decide to sneak into Yurkja’s tent or Samaji’s tent at some point in order to try to dig up dirt.  The GM must adjudicate such efforts – obviously any PCs with Honor higher than 1.0 should lose Honor for such actions.  Physical evidence such as the damning letters in Yurkja’s tent can potentially be used against either Yurkja or Samaji without revealing where it came from, although highly honorable PCs should feel uncomfortable with such methods.    

Evidence in Yurkja’s Tent: The most obvious evidence in Yurkja’s tent is a large locked strongbox of gaijin origin.  Yurkja has the key, or the PCs can roll Agility/Locksmith at TN 20 to pick the lock, or Raw Strength at TN 20 to force the lock without crushing the contents.  Inside the crate are 20 large pouches of opium, and beneath those, 30 iron slave collars, identical to the ones worn by the slaves at the bandit camp.  If the PCs did not find the bandit camp, they can roll Intelligence/Anatomy (Torture) or Intelligence/Lore: Gaijin at TN 25. 

There is a writing table in one corner of the tent, covered with bundles of papers and scrolls.  Searching through these and rolling Perception/Investigation at TN 20 will ferret out several letters of interest.   Some of these are identical to the letters which the PCs have intercepted so far, written to people identified by euphemisms or initials, and discussing the transport of various illegal goods (primarily opium).  These are letters written by Yurkja and can be deciphered with a roll of Intelligence/Calligraphy (Cipher) at TN 20.  

However, there are also two letters written in Senpet, which discuss the sale of slaves to merchants in the Burning Sands.  These letters have unbroken wax seals, a gaijin practice seldom used in Rokugan, and the seals have been impressed with a symbol from Moto Samaji’s signet ring.  PCs can read these letters if they have the Advantage Language: Senpet or if they can roll Intelligence/Calligraphy (Cipher) at TN 50.  If Yurkja is interrogated, he will identify these letters as written by his lord and impressed with Samaji’s signet ring.  

If Yurkja or the servants were able to destroy evidence, the only proof of the letters’ existence will be a few charred bits of paper in the tent’s brazier.  These can be located with a roll of Perception/Investigation (Notice) at TN 30.  Unless the PCs have the spell Fires From the Forge, they will have no way of re-creating these letters.  

Dueling Yurkja: If one of the PCs is forced to duel Yurkja, it will be held in the center of the town at dawn the next morning, with over a hundred Unicorn bushi watching.  Yurkja will give the PC the choice of fighting a duel to first blood, to the fall, or to the death – the PCs should hopefully not select a duel to the death, since their goal is to arrest Yurkja.

Regardless of what kind of duel is fought, Yurkja will strike as hard as he can, hoping to at least take one of the PCs with him.  

· If Yurkja loses the duel, assuming he is not killed, the PCs can arrest him.  Moto Samaji will consider ordering the PCs killed – anyone watching him and rolling Awareness/Investigation at TN 20 can sense he is considering this – but with so many witnesses he does not dare take such a step.

· If Yurkja wins, Moto Samaji triumphantly declares him vindicated and the PCs’ investigation is effectively over – they can no longer achieve the Duty ending of the scenario, although an Honor ending might still be possible if they can learn the truth about Kitsuki Jiro.

Interrogating Yurkja: If the PCs successfully arrest Yurkja – either due to having enough evidence, or as a result of winning the duel – they can have him interrogated by the local eta torturer.  He will eventually crack under interrogation and confess that the smuggling and slave trading operations are masterminded by his uncle and daimyo, Moto Samaji.  See Part Five for details of what happens if and when the PCs try to arrest Moto Samaji.

Intercepting the Bandit Meeting

If the PCs did not deal with the bandits in Part Two, the letters delivered to Sota will offer them another chance to accomplish this.  Sota can easily be browbeaten into leading the PCs to the correct time and location to rendezvous with the bandits.

Depending on their capabilities and strengths, the PCs could easily choose to take a low-key approach here, arranging for Sota to collect the slaves from Kogon without combat – this will save Kanahara and Shirani, along with the other prisoners.  (Shirani is in very bad shape indeed by this point, having endured repeated daily beatings, but the bandits have somehow not been able to nerve themselves into killing her.)  

If the PCs do decide to take a more violent approach, this combat will be more challenging than the one at the bandit camp.  The full bandit force will be present (18 bandits plus Kogon), and the ten injured bandits have healed back to the +5 Wound Rank.  All of them are on horseback and are ready for a fight.  The PCs will have to kill/disable at least 12 of the bandits before the rest will retreat.

If the PCs are smart, they will use their temporary magistrate powers to enlist a troop of Unicorn bushi to assist in dealing with the bandits.  Moto Samaji cannot honorably refuse this, and the bushi sent along will be brave men, ignorant of their lord’s perfidy.  With these troops coming along, the bandits are easily defeated – there is no need to roll out a combat in this case.  

Returning to the Monastery 

The PCs may decide to return to the monastery at some point, either to follow up on the bandit raid, to learn more about the mysterious Shirani, or to investigate Moto Samaji’s statements about Kitsuki Jiro (once he spills the beans).  

Kanahara is recovering quickly from her experience, although she still becomes sad and tearful when the PCs mention her late mother.  She is a very serious and dedicated girl in a cute 10-year-old way, and insists quite firmly that her mother was once a samurai, before she was born.  “Mama was a samurai, and she told me Papa was a samurai too, from the Dragon lands.  But I never met him.  She told me I was going to meet him soon, and then I would be a Dragon samurai too.”  

· Kanahara does not know her father’s name, but her mother told her he is a Dragon and an important man in the capital. 

The Abbess and the other nuns can confirm that Shirani’s mother, Fatima, came to the monastery ten years ago, heavy with child.  “She was clearly a former samurai, and several men in Unicorn colors escorted her here.  Such things happen – young women make mistakes, and their families send them to the Brotherhood so their shame will not be known.”  

· The nuns can recall that Fatima got a letter a few weeks ago, and became very bright and cheerful.  She seemed to think good news was on its way.  If the PCs cross-check this information with Kanahara, they can confirm that it was after this time that her mother told her she would be going to meet her father.

If the PCs ask to search Fatima’s belongings, the nuns will hesitate, upset at this violation of her privacy so soon after her death.  The PCs must roll Awareness/Etiquette at TN 20 to convince them to allow this.  PCs can simply override the nuns with their magisterial authority, but this crude approach should cost a point of Honor for any PC with Honor Rank 2.0 or better.  Regardless, Fatima’s belongings include a letter from her father, Samaji (this is Handout #2). 

If the PCs ask about the nun, Shirani, they can learn that she arrived at the monastery about a week before the bandit attack.  She was a kindly old woman and got along well with the younger nuns and girls, especially Kanahara.  Shirani never spoke, always using paper or charcoal to communicate with writing.  “Many of the Brotherhood take a vow of silence, to free to mind to seek enlightenment, samurai-sama,” the Abbess says.

· The nuns know nothing about smuggling, and prior to the attack had heard only the vaguest rumors of bandit raiders in the area.

Part Five: Confronting Moto Samaji

Eventually, the PCs should try to confront and arrest Moto Samaji.  The key element here will be accumulating enough evidence to overturn Samaji’s Status as a provincial daimyo.  If the PCs have managed to both arrest and interrogate Moto Yurkja, have recovered the Senpet letters from Yurkja’s tent that have Samaji’s seal on them, and match that seal to Samaji’s signet ring, they will have enough evidence to arrest the daimyo.  If they have only the testimony, and have not matched the letters to Samaji’s signet, their evidence will not be strong enough, and Samaji will have them thrown out of his lands (this will make a Duty ending impossible, although the PCs can still achieve an Honor ending).  

Even if the PCs have enough evidence for an arrest, Samaji will try to bluff the PCs and dismiss their charges.   A roll of Intelligence/Lore: Law at TN 20 will tell the PCs they have enough evidence to override Samaji’s authority.  

· Once the PCs arrest Samaji, they can search his tents.  They will find several letters from the Burning Sands, written in Senpet, addressed to Samaji and making arrangements with him for slave trading.  They will also find a set of maps, detailing the lands of Zenzan Province, with numbered meeting places indicated on them in Rokugani.

Samaji Tells the Story

Regardless of whether the PCs have enough evidence to arrest Samaji, once they start making formal accusations against him, he will tell them what is “really going on” from his perspective: “You are being used, samurai, to protect the crimes of that dog Kitsuki Jiro.  Do you want to know the truth, or are you just mindless puppets?”  

If the PCs offer to listen to his story, Samaji will recount the tale below.  He will also tell this story to Unicorn PCs who approached him privately, although in the latter case he will be less aggressive in his tone.  

“See, Jiro and my family go way back. He didn’t tell you that he knew me, did he? Jiro came to Unicorn lands for Winter Court just after his gempukku, about 12 years ago now. He was just as arrogant and cocky then as he is now, but back then he was nobody special, just a young samurai with something to prove.  He came to the Moto court, and he met my daughter.” Samaji scowls. “She was young, pretty, and stupid. Do I need to bore you with details? No? Good. She fell in love, followed him around like a lost foal. I tried to talk sense into her, but she wouldn’t listen. Right at the end of court, they disappeared. I tracked them down. We kicked him off our lands, and when she wound up with child we sent her off to a monastery.”   

“We tried to forget it ever happened, shameful, the whole thing. But now he’s holding a big festival to get married and have an heir! Should I let him get away with this? He has an heir already, like it or not. And she deserves better than to be forgotten by the likes of him!” He pauses and unclenches his fists before continuing.  “Well. When I heard about this pkan, I sent Jiro a note, reminding him he had an heir already. And what does he do? Sends a bunch of samurai out here to accuse me of smuggling. See what he is doing? Covering his tracks is what. I disappear, who’ll make him claim the kid, eh?  You, samurai?  Without a daimyo like me to back you up, he can laugh you out of court.”  He sits back, folding his arms against his chest. “So, now what, samurai? Still want to make me into a criminal?”

PCs who ask about Samaji’s honesty can make a Contested Roll of their Perception/Investigation (Interrogation) against his Awareness/Deceit (9k4). Success means the PC knows Samaji is being truthful overall about what happened, but is holding something back.  Pressing him on this will infuriate him, and he will accuse the PCs of being Jiro’s dogs.  He throws them out unless they have enough evidence to arrest him. (Alternatively, the PCs could role-play a groveling apology and roll Awareness/Etiquette (Sincerity) at TN 25 to mollify him.)  

Samaji is not being completely honest, of course.  He really is a smuggler and slave trader, and his concerns with Jiro are focused on revenge rather than on what is best for little Kanahara.  If the PCs mention that she was almost kidnapped by the bandits, he will be non-plussed but not truly angry, suggesting he does not actually care about her except as a weapon against Jiro.  

If the PCs continue to insist that Samaji must pay the price for his crimes, he shouts at them in fury: “Don’t you understand?  You are not here for justice!  You are not here to uphold the law!  You are here so that dog Jiro can cover up his crimes by killing me!  You are Jiro’s tools, his dupes, nothing more!”

Resolving the Case

Ultimately, it will be up to the PCs whether to carry through with arresting Samaji, or conclude that it is more important to confront Jiro about his past misdeeds and his current abuse of power.  It is possible that this may lead to bitter disagreements between the PCs, with some choosing the path of Duty while others try to follow Honor – the GM should allow these disagreements to play out as seems appropriate.

· If the PCs proceed with the arrest of Moto Samaji, go to Ending #1: Duty.

· If the PCs return to confront Jiro (either due to calling off the investigation, or due to being unable to convict Samaji), go the Ending #2: Honor.

· If the PCs take a dishonorable/pragmatic approach, trying to “solve” both the smuggling problem and help Kanahara, go to Ending #3: The Path of Dishonor.

Ending #1: Duty

If the PCs have enough evidence to arrest Moto Samaji, and go through with it, he will eventually confess (under torture) to the crimes of smuggling drugs, supporting bandits, and slave-trading.  His execution brings an end to these vile crimes, and the PCs have successfully fulfilled Duty.  

When the PCs return and report to Kitsuki Jiro, he will clearly be pleased with their actions.  Ronin will receive an additional payment of 2 koku.  

If the PCs bring up Kanahara, however, he will become angry and tense.  He dismisses any accusations or claims by Samaji as “the word of a condemned criminal, utterly worthless.”  He absolutely refuses to admit any wrongdoing, and if the PCs continue to pursue the matter, he condemns them as dupes, eventually throwing them out of his office.  In this case, all PCs gain Jiro as a Sworn Enemy.

Ending #2: Honor

If the PCs return and confront Jiro without arresting/executing Moto Samaji (either because they lack evidence, or because they choose to halt the investigation after they realize they are being used by Jiro), he will be in a much more precarious position.  With Samaji’s word backing the PCs, they have enough social weight to force Jiro into acknowledging his daughter and giving her a place in the Dragon Clan.  (He will not admit to marrying her mother.)

Some PCs may wish to take things further, trying to force Jiro to take full responsibility for his dishonorable actions by demanding that he commit seppuku, or perhaps face one of them in a duel.  This will require an extremely well role-played appeal by a PC, invoking honor and condemning Jiro’s failings.  If the GM judges the PC has delivered a sufficiently eloquent appeal, the PC can attempt a Contested Social Roll of either Awareness/Courtier (Manipulation) or Awareness/Storytelling (Rhetoric) against Jiro’s Willpower/Etiquette.   

Whether or not the PCs succeed in this effort, Jiro will write a letter acknowledging Kanahara as his daughter.  If he does not die of seppuku or a duel, he will regard all the PCs as Sworn Enemies hereafter. 

· If a PC wins the roll for demanding seppuku, Jiro will throw the PCs out, but then kills himself privately, overcome by shame and self-loathing.  He leaves a note behind acknowledging all his deeds, including his secret marriage to Moto Tamai.

· If a PC wins the roll after demanded a duel, Jiro will furiously agree and immediately takes the PC to the dojo of Shiro Okite, fighting an unauthorized duel to the death.  Should Jiro win the duel, he will consider himself vindicated and will resume his selfish, dishonorable ways, revoking any acknowledgment of Kanahara and regarding the surviving PCs as Sworn Enemies henceforth.  

If the PCs took this ending, there will be no further opportunity for them to continue the investigation of Moto Samaji.  His smuggling operations will continue until some future magistrate is able to shut him down.

Ending #3: The Path of Dishonor

Some PCs may try to find a way to “win” in both tasks, by ending the smuggling operations while getting Jiro to acknowledge Kanahara.  The only way to do this will be to first come to an arrangement with Moto Samaji, allowing him to live in return for his pledge to end the smuggling and slave-trading operations.   He will be willing to let his nephew Yurkja “take the fall” so that the PCs can have the credit for ending the smuggling.  If the PCs take this option, the smuggling and slaving operations will indeed end, at least temporarily – there is no true guarantee that Samaji will not resume them eventually.  

The PCs can then use Samaji’s information to blackmail Jiro into acknowledging his daughter.  He will do so, while snarlingly pointing out how slimy and dishonorable the PCs are behaving.  He will regard the PCs as Sworn Enemies as a result of this action.

Conclusion: The Price of Honor

After the PCs conclude the adventure, each of them will be visited in their dreams by Nishari:   

You find yourself on a road in a land of rolling green hills, white clouds drifting overhead through a blue sky, a pleasant breeze on your face.  Ahead of you, a woman sits on a large rock by the road, waiting while her horse grazes.  She seems to shimmer and change before your eyes – sometimes a young woman in the garb of the Unicorn, at other times an elderly lady in a kimono with the colors of the Scorpion.

PCs who have met Nishari in previous adventures (“Compassion,” “Honesty,” or “Courage”) will recognize her.  She rises and bows to the PCs in greeting, and as she does so, her form shifts again, to the nun Shirani.  “Greetings, samurai-sans.  I am called Nishari, and I have been watching you.  You have faced a difficult task, a choice between two virtues of Bushido.”   

If the PCs ask how or why she was able to appear in the waking world as a nun, she smiles sadly.  “The Fortunes have offered me the chance to learn the ways of Bushido, even as they have tasked me with teaching those ways to others.  As part of that learning, I am required to visit Ningen-do from time to time in the form of a humble nun, so that I may see what honor means to those not of the samurai caste.  So the Fortunes have dictated, and I do not question their wisdom.”

Honorable Ending

If the PCs chose either Duty or Honor, Nishari praises them for their decision.   “There are times when the path of Bushido is not clear, and one must make a choice between competing virtues.  You made that choice.”  She will praise the PCs for having the courage to choose, and acknowledges the virtue in their choice.  

The PC with the highest Honor who is not already haunted by Nishari will gain the “Haunted by Nishari” cert.  “The path of Bushido is a difficult one, samurai-sans, one I could not follow in my own life.  You have shown the strength to keep to it, and I pray you will continue to do so.  I will be watching.”  She sketches a gesture of blessing, and the dream fades away.     

Dishonorable Ending

If the PCs took the path of dishonor, rejecting both Honor and Duty in favor of trying to “fix everything” by whatever means possible, Nishari looks at them sadly.  “I once thought as you do, that success justified any action, any choice.  I learned otherwise, to my sorrow and the sorrow of the Empire.  You have abandoned Bushido. Your choices will lead you to endless pain and torment. I weep for your souls.” She shimmers out of existence, and the dream fades away.

In this case, any of these dishonorable PCs who have the “Haunted by Nishari,” “Nishari’s Mask,” or “Blessing of Nishari” certs immediately lose them.  Nishari has withdrawn her attention from these lost souls.  

Voluntary Rejection

If, at any time during the module, a PC expressed disgust with Nishari or wished her attentions gone, she will specifically address those PCs during this final scene.  “I have heard your wish to be rid of my guidance, samurai-san. Is this true?”  The GM should ask the player whether their character sincerely dislikes Nishari and/or wishes to be free of her.  If so, Nishari says, “So be it.” The character loses any and all Nishari certs.  

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 

PCs play the adventure:


1 XP

Good role-playing:


+1 XP

PC takes path of Duty (Ending #1):

+2 XP


OR

PC takes path of Honor (Ending #2)

+2 XP

Total Possible Experience:

4 XP


Other Awards/Penalties

If the PCs rescue the peasants and nuns from the bandits, all PCs with Honor of less than 4.0 gain +1 point of Honor. 

If the PCs achieve one of the two honorable endings (Ending #1 or Ending #2) they gain 2 points of Honor, +1 additional point if their Honor Rank is less than 3.0.

PCs who choose Ending #3 (Dishonor) lose 3 points of Honor, +1 additional point if their Honor Rank is 4.0 or higher.

PCs who take Ending #1 (Duty) or #3 (Dishonor) gain +2 Glory for successfully breaking up the smuggling/slave-trading ring.

PCs who take Ending #2 (Honor) lose 5 points of Glory if Jiro survives, as he slanders them in court.

A PC who defeats Moto Yurkja in a duel gains +1 point of Glory.

A PC who defeats Jiro in a duel gains Bad Reputation (Fought an Illegal Duel) but also gains +5 Glory.

If the PCs get one of the honorable endings, the PC with the highest Honor who is not already Haunted by Nishari will gain the Haunted by Nishari cert.

If some or all of the PCs choose the dishonorable ending, or personally rejected Nishari’s guidance, all those PCs lose any Nishari certs they might have.

Appendix: NPCs

Standard Bandits (Interchangeable)

	FIRE 3
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2
	WATER 2

	
	Strength 3

	VOID 2


TN to be Hit: 21 (26 in light armor) 

School/Rank: None (Insight Rank 1)

Honor/Status/Glory/Infamy: 0.3/na/1.0/2.0 

Skills: Athletics 2, Commerce 1, Deceit (Lying, Intimidation) 3, Defense 3, Etiquette 1, Games (Gambling) 2, Horsemanship 2, Investigation 2, Kenjutsu 3, Kyujutsu 2, Lore (Law) 1, Peasant Weapons 2, Sleight of Hand 2, Stealth 2, Underworld 2. 

Mastery Abilities: May declare full defense posture after initiative is rolled on first round. 

Advantages/Disadvantages: Allies (bandit gang)/Bad Reputation (bandit), Social Disadvantage (bandit). 

Equipment: Ronin clothing, light armor, sandals, daisho set, bow (yumi) with 15 arrows, traveling pack, steed, 1 bu in coins.

Kogon, Bandit Leader 

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3

	
	

	VOID 2


TN to be Hit: 30 (35 in armor)

School/Rank: Ronin Warrior 3

Warrior Rank One: When the declared target of an attack, gains one additional rolled and kept die to attack or damage rolls against that opponent each round.  (Must be declared at beginning of round, and may be switched on subsequent rounds.)


Warrior Rank Two: If wounded by an opponent, gain an Initiative bonus on the following round equal to the Wounds received.  If attacking that specific opponent on that round, roll two extra dice.


Warrior Rank Three: Gains an additional attack per round.

Honor/Status/Glory/Infamy: 0.0/na/2.0//2.0

Skills: Animal Handling (Horses) 2, Athletics 3, Battle 4, Commerce 2, Deceit (Lying) 3, Defense 5, Etiquette 2, Horsemanship 5, Hunting (Trailblazing) 5, Iaijutsu 2, Investigation (Notice) 3, Kenjutsu 5, Kyujutsu (Yomanri) 4, Stealth 3. 

Mastery Abilities: Can fight and use full attack and defense while mounted.  Steed uses his TN to be Hit if it is higher.  Wound Penalties are reduced by skill rank when wielding a katana/wakazashi.  Free Raise with all Skills at Rank 5 or higher.

Advantages/Disadvantages: Absolute Direction, Luck (rank one), Way of the Land (Zenzan Province)/Bad Reputation (Bandit), Cruel, Dark Secret (Slaver), Social Disadvantage (bandit/ronin). 
Equipment: Katana, wakizashi, bow (yumi), 20 arrows, light armor, ronin clothing, steed, traveling pack, 3 koku.
Moto Yurkja, Corrupt Hatamoto

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3

	Willpower 4
	Strength 4

	VOID 4


TN to be Hit: 30 (35 in light armor)

School/Rank: Moto Bushi 3

Rank One: Wield any non-polearm two-handed weapon in one hand (no increased damage from heavy weapons) and roll an additional attack die when doing so. When in Full Attack or mounted, add two more dice (total of three, Full Attack and mounted do not stack). Add Earth ring to damage rolls.

Rank Two: Subtract Willpower + School rank from Wounds caused by any damage roll, to a minimum of one Wound per attack. Add Water ring to attack rolls.

Rank Three: Gain an additional attack each round. Add twice Earth ring to damage rolls (this replaces the Rank One benefit).

Honor/Glory/Status: 0.8/3.5/6.0

Skills: Animal Handling (Horses) 2, Athletics 4, Battle 2, Commerce 3, Deceit (Lying) 4, Defense 5, Etiquette 2, Horsemanship 5, Hunting (Trailblazing) 3, Iaijutsu 4, Investigation (Notice) 2, Kenjutsu 5, Kyujutsu (Yomanri) 3, Spears 4, Stealth 2, Theology (Lords of Death) 2. 
Mastery Abilities: Can fight while mounted and use full attack and defense while mounted.  Steed uses his TN to be Hit if higher.  Free Raise with all skills at Rank 5 or higher.  May declare Full Defense when Initiative is rolled.  Wound Penalties are reduced by Kenjutsu Skill rank when wielding a katana/wakazashi.  May focus one additional time in an Iaijutsu duel.  

Advantages/Disadvantages: Ally (Moto Samaji), Apparent Honor (rank 1), Social Position (hatamoto)/Dark Secret (smuggler and slaver).
Equipment: Kimono, light armor, daisho set, steed,  bow (dai-kyu) and 20 arrows, yari, traveling pack, 15 koku.
Moto Samaji, Corrupt Daimyo

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 3
	WATER 2

	Willpower 4
	Perception 4

	VOID 4


TN to be Hit: 23 (33 with heavy armor)


School/Rank: Moto Bushi 4

Rank One: Wield any non-polearm two-handed weapon in one hand (no increased damage from heavy weapons) roll an additional die when doing so. When in Full Attack or mounted, add two more dice (total of three, Full Attack and mounted do not stack). Add Earth ring to damage rolls.

Rank Two: Subtract Willpower + School rank from Wounds caused by any damage roll, to a minimum of one Wound per attack. Add Water ring to attack rolls.

Rank Three: Gain an additional attack each round. Add twice Earth ring to damage rolls (this replaces the Rank One benefit).

Rank Four:

Honor/Glory/Status: 0.1/4.0/7.0

Skills: Animal Handling (Horses) 4, Athletics 3, Battle (Mass Combat) 4, Commerce 5, Courtier 3, Deceit (Intimidation, Lying) 5, Defense 4, Etiquette 4, Horsemanship 5, Hunting (Trailblazing) 3, Iaijutsu 3, Investigation (Notice) 4, Kenjutsu 5, Kyujutsu 3, Spears 2, Theology (Lords of Death) 3.
Mastery Abilities: Can fight while mounted and use full attack and defense while mounted.  Steed uses his TN to be Hit if higher.  Free Raise with all skills at Rank 5 or higher.  May declare Full Defense when Initiative is rolled.  Wound Penalties are reduced by Kenjutsu Skill rank when wielding a katana/wakazashi.  May focus one additional time in an Iaijutsu duel.  Add +5 to all Contested Social Rolls.

Advantages/Disagvantages: Allies (Senpet traders), Apparent Honor (rank 2), Clear Thinker/ Bad Reputation (possible smuggling), Dark Secret (Smuggler Mastermind), Driven (destroy Kitsuki Jiro), Weakness (Strength).

Equipment: Fine kimono, daisho set, tanto, jewelry (including signet ring), fan, 25 koku. 

Kitsuki Jiro, Arrogant Samurai and Emerald Champion

	FIRE 4
	  AIR 4

	Agility 5


	Reflexes 6

	EARTH 4
	WATER 3

	
	Strength 4

	VOID 5


TN to be Hit: 48


School/Rank: Mirumoto Swordmaster 5


Rank One: May use Kenjutsu for all Iaijutsu rolls.  Add Fire Ring to TN to be Hit.  When opponent chooses Traits for a duel, he must choose two, and you pick which is used.  


Rank Two: Once per opponent per round, you may spend a Void to attack someone who attacked you and missed (this may be done in Full Defense).  If you win the Assessment roll at the start of an Iaijutsu duel, you may forego gaining information in order to gain 2 extra focus attempts.  


Rank Three: In a duel, may spend a Void to reduce opponent’s Focuses by 1.  Any time someone misses you, you may add Fire Ring to your attack rolls against him until next round. 


Rank Four: Gain an additional attack per round.  You now add Fire x 2 to your TN to be Hit (replacing Rank 1).


Rank Five: Spend a Void point at start of a round or duel to force all enemies to spend a Void.  If they don’t, they cannot spend Void or make Raises until next round.  Roll and keep an extra damage die against all opponents with fewer Void points than you.  

Honor/Status/Glory: 1.8/9.0/7.0

Skills: Athletics 5, Calligraphy 2, Courtier 3, Deceit (Lying) 5, Defense 5, Etiquette (Sincerity) 3, Games: Go 3, Games: Shogi 3, Iaijutsu 5, Investigation 2, Jiujutsu 2, Kenjutsu (Katana) 7, Knives 2, Kyujutsu 3, Lore: Heraldry 5, Lore: History 3, Lore: Law 3, Meditation 2, Storytelling 3, Theology 2.

Mastery Abilities: Free Raise with all Skills at Rank 5 or higher.  May declare Full Defense when Initiative is rolled.  May subtract Skill Ranks from Wound penalties when using Kenjutsu.  May focus an additional time in an Iaijutsu duel, and rolls +1k0 when focusing.  May spend an extra Void point on damage with a katana.  May add +5 to Contested Social Rolls.       

Kata: Striking as Air, Striking as Fire, Striking as Void, Time Between Breaths.  He normally uses Striking as Void at the start of the day to prepare Time Between Breaths and Striking as Air as his two kata for the day.

Advantages/Disadvantages: Quick, Social Position (Emerald Champion)/Dark Secret (married, unacknowledged daughter), Driven (attain fame and high office)

Equipment: Fine kimono, daisho set, 28 koku.  He possesses the Mask of the Emerald Champion but does not normally wear it.

Player Handout #1

K- bring the merchandise to the third meeting place at the usual time. Go the long way and avoid attention. We need at least 10 younglings and 8 ripe ones to meet the order. You stand to make a solid profit on this group.- Y

Player Handout #2: Fatima’s Letter

My daughter,

The time has come at last for revenge.  I have learned the man who dishonored you, the filthy Dragon dog who stole our family Honor, has been named Emerald Champion, and a tournament will soon be held to choose his bride.  Of course, he has already married, and now he will pay the price for his misdeeds.  We will make it a high price indeed.  The very least we shall demand will be for him to acknowledge you as his wife, and Kanahara as his daughter.  

Moto Samaji

Player Handout #3: Letter to Sota

S- You will meet K at the third meeting place next week, at the usual time.  He should be bringing at least 10 younglings and 8 ripe ones.  Pay him the usual rates, don’t let him bully you into more, and make sure he receives my next letter.  -Y

Player Handout #4: 

K- Things are heating up around here and you should take a break from further operations for a while.  Once we’ve dealt with these magistrates sniffing around, you can start rounding up a new batch of merchandise.  - Y

For Honor & Duty

Page 21

