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After a wedding in Unicorn lands you are asked by a Jade Magistrate to help him investigate the reports of miracles occurring near the Shinomen Mori. Will these miracles be real or merely peasant superstition?

Adventure Summary and Background

Centuries ago, shortly before the Naga returned to their long slumber, a unique abomination was born with three eyes, a third arm in the center of his chest, and a tail split into two just below the waist. He also had a close connection to a very powerful ancient Jakla through the Akasha, the Naga shared consciousness. The abomination called himself Two-Tail, for he had no name within the Akasha.  Like all abominations, he was exiled from the company of other Naga.  

Two-Tail spent decades haunting the Shinomen, but eventually his wanderings took him elsewhere, into the home of the Foul, the Shadowlands. He grew fascinated by the power of the Shadowlands Taint to change people. He noticed how it often strengthened what it Tainted, and grew convinced he would be able to change himself for the better through the Taint. There was one problem though… like all Naga, he was immune to the Taint.

Through years of experimentation on living subjects, Two-Tail learned how the Taint most commonly affects various living things. He gained a small following of human samurai and shugenja who revered him for his knowledge and power – some of them people he had captured and deliberately exposed to the Taint.  Through his connection with the ancient Jakla, Two-Tail discovered a way to meld pearl magic and the Shadowlands Taint, creating sinister gray pearls.  PCs who have played the adventures “Secluded Village” or “Into the Darkness” have already encountered these sinister pearls.  

Two-Tail is obsessed with the Taint, and he has exhausted his options for experimentation in the Shadowlands itself.  He has begun sending agents out into Rokugan itself to perform experiments on the populace and bring back the results.  The tainted pearl in “Secluded Village” was one such experiment.

Most recently, Two-Tail has discovered a ruin in the Shinomen forest that contains a small cache of un-hatched Naga eggs.  He wishes to experiment on then as well, hoping to finally discover a way to Taint a Naga – perhaps even the entire Naga race.  He sent a small expedition of his Tainted humans to the Shinomen Forest to retrieve the eggs, but the mission went awry when one of its less Tainted members, Yogo Hiroki, recovered enough self-will to break away and flee.  The PCs will find him in the villages near the Shinomen, struggling to make amends for his evil deeds by healing the local peasants – though sadly, his efforts are only further spreading the Taint.

Soon after this failure, however, Two-Tail finally discovered a way to give himself the power of the Taint: by combining a maho ritual with pearl magic, he was able to graft an oni’s arm to his chest, allowing the Taint direct access his previously incorruptible body.  The cost of this, however, was the loss of his connection to the Akasha, an event that drove him completely insane.  Unable to trust his human agents any more, Two-Tail set out for the Shinomen Forest to retrieve his people’s eggs in person.  And there, the PCs will hopefully find him, and put an end to his corruption and madness.  

The PCs will enter this adventure when they hear rumors of Yogo Hiroki’s efforts to heal the villagers at the edge of the Shinomen. A Jade Magistrate named Hoshi Karasu will recruit the PCs to assist him in looking into these tales of miracle-worker, and the trail will eventually lead them to Two-Tail.

Players’ Introduction

The PCs have been invited to Unicorn lands for the marriage of Moto Mitsuko, daughter of a provincial Unicorn daimyo, to Mirumoto Tatsuke, an officer in one of the Dragon Clan’s tiny handful of cavalry units.  This marriage has been hastily arranged to try to solidify the rather fragile alliance between the Dragon Clan and the Unicorn Clan.  

The PC are met at the border of Unicorn lands by an honor guard, escorting them to the site of the wedding.  If the PCs do not have mounts of their own, the Unicorn will provide them with riding horses for the rest of the trip to the wedding site.  The honor guard leads the PCs through some foothills and across an open plain, passing a large herd of free-roaming horses, watched over by a small number of Unicorn samurai.

The wedding is taking place in a small grove of trees in the middle of the Unicorn Plains. There are tents set up among the trees to house the guests, while the tents of the Moto patrols are located on the plain outside the grove itself.  There is a small lake in the center of the grove, with a shrine to the Lords of Death on its south bank.  Nearby is a silken pavilion and an open area where the ceremony proper will take place. 

When the PCs arrive they are shown to individual tents where they can change their clothes.  Servants will bring buckets of clean water for PCs who wish to bathe, and fresh-brewed tea for them to refresh themselves.  They inform the PCs that there will be dinner this evening at the central pavilion.   

Scene One: Dinner With the Unicorn

The central pavilion is a large silken tent with open sides.  The ground is covered with multiple garishly-colored carpets, very different from the tatami mats used elsewhere in the Empire. A long low table is set in the middle of the pavilion, flanked with thickly-stuffed pillows where the Unicorn and their guests sit.  The entire place is lit with lanterns, a mixture of conventional paper lamps and gaijin lanterns of metal and glass.   The air is scented by exotic incense burning in copper braziers.  The meal itself is exotic, but the Unicorn have toned back the seasoning carefully so that is it just within the typical Rokugani’s tolerance.

The PCs will be placed near the head of the table, near the parents of the bride, daimyo Moto Gahin and his wife Moto Michiko. Their daughter Moto Mitsuko is seated on their left.  Between the PCs and the Moto are the groom, Mirumoto Tatsuke, his father Mirumoto Kiro, and the Jade Magistrate Hoshi Karasu.

· Any PCs who have played the adventure “Secluded Village” will recognize Hoshi Karasu.  Other PCs can roll Intelligence/Lore: Heraldry at TN 20 to recognize him as a moderately famous Jade Magistrate nicknamed “the Crow.”

The PCs will have plenty of opportunities to speak with the other guests at the wedding – after the meal is completed, everyone will circulate and chat, sharing the latest gossip and news.  

Moto Gahin, Provincial Daimyo and former Taisa of the Jade Legion

Moto Gahin is a man of average height and has the bowed legs of a man who has spent the majority of his life in the saddle. He is in his mid-thirties but his hair is already starting to turn gray. He wears a long mustache in the usual Unicorn style.

· A PC who is curious about Gahin and rolls Intelligence/Lore: Heraldry at TN 30, or Lore: Unicorn at TN 20 will know that in his youth, Gahin attained the rank of gunso faster than any other Unicorn in the last century. This brought him to the attention of the Imperial Legions, and he was recruited into the Jade Legion, where he rose to the rank of taisa before his father died and he inherited the position of daimyo.  

· If any PCs ask whether Gahin has a son, or otherwise look into his current family status, they can roll Awareness/Courtier (Gossip) at TN 25 to know that Gahin’s son, Moto Gaheris, is crippled and stays in seclusion – a year ago, his horse was spooked by a snake and threw him, breaking his back.  This is generally regarded as a great tragedy, because young Gaheris was regarded as a great prodigy, an amazing rider, expert with the scimitar, and a gifted student.  

Mito Michiko, Wife and Mother

Moto Michiko is in her mid-thirties, but has aged well. She wears her hair long and bound in a braid down her back.  Michiko was born a Lion, and was married into the Unicorn Clan as a result of a treaty promoted by Miya Shikan early in his career.  She is a traditional wife and mother, loyal to her husband and family.  She avoids talking about her son Gaheris – the mention of him makes her sad – and will change the subject if any PCs mention him.    

Moto Mitsuko, the Bride-to-be

Moto Mitsuko is a pretty sixteen-year-old girl, and pleased to be making a good marriage.  Her mother has taught her the importance of being a good wife and she wants to put her skills to use. She loves her crippled brother fiercely and will not tolerate any gossip or other criticism of him.  She knows she will not be able to see him any more after she moves to Dragon lands, and this gives an edge of sorrow to her expectations of marriage.

Moto Zakarai, Priest of the Lords of Death

Moto Zakarai is is in his early forties.  His head is shaved and his short beard is flecked with grey.  He is dressed in traditional Death Priest garb complete with skull-shaped decorations.  He will preach the word of the Lords of Death at the slightest provocation, and will be more than happy to discuss their theology with anyone who is interested.  Although he is highly opinionated, he does respect anyone who makes good arguments, whether or not he agrees with them.  

Mirumoto Tatsuke, the Husband-to-be

Mirumoto Tatsuke is seventeen years of age and a chui (lieutenant) in the Dragon Clan’s very small cavalry force.  He wears his hair in a traditional samurai topknot and is trying to grow a beard (with limited success).  Tatsuke is very happy with his prospective bride, and will praise her beauty at any opportunity. He is also fascinated with horses, and the prospect of a Unicorn bride makes him very excited at the possibility of gaining a Unicorn horse as a dowry.  He will discuss horses and cavalry tactics with anyone who is interested.  

Mirumoto Kiro, Commander of the Dragon Cavalry

Mirumoto Kiro is in his late thirties, with a receding  hairline and a full beard.  He has an old scar on his forehead and walks with the swaying gait of a horseman. Kiro is the commander of the Dragon Clan’s small cavalry force, and the father of the groom, Tatsuke.  

Kiro was fostered to the Unicorn as a child and greatly respects their customs and traditions – he was the prime mover in negotiating this marriage, a fact he will happily explain if given the chance.  This is why he is allowing the wedding to take place in Unicorn lands and with Unicorn traditions, even though Mituko is marrying into the Dragon.

Kiro is a bold and aggressive man, eager for war with the Lion, and believes this marriage is an important step in securing the Unicorn as firm allies for the conflicts to come.  However, he is also highly honorable, and will carefully avoid giving offense to any Lion guests at the wedding.  

Hoshi Karasu, “The Crow,” Jade Magistrate 

Karasu is a man in his thirties, of average height, with laugh-lines in his face and a deep, pleasant voice. He is something of an anomaly among the Jade Magistrates in that he is not a shugenja, but he has learned to use his tattoos – especially his Crow tattoo, which makes him immune to the Shadowlands Taint – to assist in his pursuit of Bloodspeakers and maho-tsukai.
Karasu is known popularly as “the Crow,” and has served in the Jade Legions, where he made the acquaintance of Moto Gahin.  He is a contemplative man, and tends to spend most of his time listening, smiling often but speaking only when necessary. 

· A PC who rolls Intelligence/Lore: Law at TN 25 or Lore: Dragon Clan at TN 15 will know that Karasu is supposedly one of Jade Champion Asako Heishi’s most favored magistrates.  He is said to have broken up half a dozen maho cells over his ten-year career. 

Doji Ito, Aged Courtier

Ito is in his forties, an aging but handsome man with white-dyed hair worn in a traditional topknot.  He has served the Crane in the courts for almost thirty years, and is looking forward to retirement and a life of contemplation in the Brotherhood of Shinsei.  He is not trying to gain any political advantages by attending this wedding, and is simply here to represent the Crane Clan and enjoy the festivities.  Personally, he merely wants to live through the next year or two so he can retire.  He will adopt a fatherly attitude toward younger Crane courtiers and will offer them advice on the art of politics.

Yoritomo Atsumo, Jolly Fat Man

Atsumo is a large man who obviously enjoys eating. He wears a very traditional sea-green kimono and always carries a sake cup around with him.  He is very gregarious and friendly but always seems to be listening to everyone around him.  Atsumo is here to gather information and try to ferret out what the other Clans are going to be doing in the months ahead.  

Otomo Jiroku, Passive Observer

Jiroku is an average looking man with a simple mustache. He has been sent to the wedding because his father once served under Moto Gahin in the Jade Legion. He has no actual agenda and, in fact, is not a particularly skilled courtier – he has the heart of an artist and is a very skilled wood-carver, but his family’s demands forced him to adopt the courtier’s life.   

Gossip and News

If the PCs are trying to pick up current news and events of the Empire, they can roll Awareness/Courtier (Gossip) at TN 20 to pick up some or all of the following, at the GM’s discretion:  

· The Unicorn have dispatched a sizable army toward the Phoenix lands, in order to avenge the slaughter of their horses at the Cherry Blossom Festival by a Phoenix-trained criminal.  They are rumored to be using the Imperial Road to pass through Dragon lands.   

· The Unicorn are also rumored to be raiding the northern borders of the Crab, as part of their alliance with the Crane, although specific information is lacking.

· Miya Shikan has reputedly dropped a bombshell in the Imperial Court: he is going to be married, after a lifetime spent serving the Emperor without a wife.  Although many of the Clans openly despise Shikan, marriage to him is a significant political victory, and doubtless every Clan will attempt to win this prize. With war erupting all over the Empire, many believe this is a desperate attempt by Shikan to reclaim power and attention in the courts.

· The recent announcement of the re-formation of the Minor Clan Alliance is a topic of conversation for many, especially the Unicorn.  Although the Alliance proclaims itself as purely defensive and economic in nature, the Unicorn suspect it may overreach itself and try to meddle in the affairs of the Great Clans.

Eventually, Moto Gahin and his family will retire for the evening, and the guests will depart for their tents and await the marriage ritual tomorrow.  

Scene Two: The Day of the Wedding

The morning of the wedding dawns warm and clear.  The PCs are treated to a small, simple breakfast in the pavilion before they are led to the clearing and the shrine of the Lords of Death where the wedding will take place. 

The unusual ceremony takes place a few hours after dawn.  The priest, Moto Zakarai, stands before the shrine with Mirumoto Tatsuke beside him.  The young Dragon is dressed in an intricately embroidered green kimono with golden dragons winding around his chest and arms. What is unusual, however, is that he is mounted on a large brown pony arrayed in green tack. Moto Zakarai invokes the blessings of the Lord of Death, and then  Moto Mitsuko rides forward dressed in a flowing purple kimono and astride a resplendent white mare. Zakarai incants more prayers to the Lords of Death, as well as invoking the other Rokugani Fortunes, as Mitsuko sheds her purple kimono to reveal a stark white one beneath. When she does so the priest formally declares that Moto Mitsuko is dead. The other Unicorns all begin chanting prayers to the Lords of Death as Mirumoto Tatsuke leads his bride-to-be away from the dais.

The couple ride around the outside of the grove of trees, stopping at each of the cardinal compass points to dismount and intone prayers to the Lords of Death.  At each stop Mitsuko sheds a piece of her white kimono, revealing a red one beneath. After the last stop she is clad completely in red, and she and her husband-to-be ride back to the dais.

As the couple approaches the dais Moto Zakarai raises his hand for silence, scrutinizes the man and woman for a few moments, then says, “The Lords of Death approve of this union. Brothers and sisters, we mourn this day the death of Moto Mitsuko, who lived a good and honorable life.  But let us also this day celebrate the birth of Mirumoto Mitsuko.  Without death there is no life, and without life there is no death.”

With the conclusion of the priest’s speech, the two are considered to be married, and the celebration begins.  The festivities include a horse race among the retainers in attendance – one of Mirumoto Kiro’s retainers comes in third, earning high praise since it is not often that a Dragon can do so well against Unicorns.  Some of the Unicorn women present a dance performance, incorporating the exotic twanging music of the Burning Sands.  Food and drink are offered in abundance, including foreign delicacies as well as Rokugani fare.  Finally, that evening gifts are presented to the married couple. 

Allow the PCs a chance to come up with gifts before this happens.  A particularly imaginative gift might result in the gain of one point of Glory when it is presented.  (Conversely, a PC who fails to present any gift has committed a minor breach of etiquette and loses 1 point of Glory.)  The other guests give fairly standard wedding gifts – the Crane, for example, presents them with two bolts of fine green silk. The Mantis gives a beautifully carved rosewood box filled with exotic spices. The Otomo unexpectedly gifts them with a three foot tall carving of a rearing horse made of cherry wood, of superb quality (in fact Otomo Jiroku carved it himself, although he will not openly boast of this).  

At the end of the gift giving Moto Gahin steps forward and offers a gift to his daughter’s new husband: a breeding pair of Unicorn riding horses. Mirumoto Tatsuke is left almost speechless, barely able to speak the proper phrases and make the appropriate twice-refusal before accepting.   

That evening is festive and the sake flows freely, while musicians circulate and entertain the guests.  

As the evening winds down, Hoshi Karasu will send a  servant to the PCs with a message asking them to meet him at his tent. 

The Crow’s Request

Hoshi Karasu looks tired but greets the PCs with a smile on his face.  He is seated before his tent next to a small fire, with a teapot bubbling atop it.  Karasu runs his hand over the crow tattooed on his scalp and looks the PCs over for a moment before speaking.  He starts by introducing himself to PCs who have not previously met him: “I am Hoshi Karasu, but people usually call me The Crow, or as the years pass more often Old Crow.” He chuckles at his own joke. 

Once introductions are past, he explains what he wants.  “Moto Gahin-san and I have been friends for over a decade.  He was once a taisa in the Jade Legion and we worked together on many cases.  He even saved my life from a maho-tsukai once.  Gahin’s son Gaheris suffered an unfortunate accident three years ago, just after his gempukku.  He was riding on patrol when a large snake spooked his horse. The beast threw him and he broke his back, losing the use of his legs.  Many families would have simply sent him to the Brotherhood to live out his life, but Gahin is a compassionate man, and he has spent the last three years doing everything he can to heal his son. He’s spoken with every shugenja he can find and tried every folk remedy imaginable.”  

Karasu pours tea from the small pot, offering cups to each of the PCs.  After a few moments of drinking the tea he says, “Recently reports have come Gahin’s attention of a healer who is traveling along the edges of the Shinomen Forest, restoring sick and injured peasants whose conditions were thought incurable. Such reports have also come to the office of the Jade Magistrates, for sadly, such healers are sometimes maho-tsukai in disguise.  The reports say this healer is traveling from village to village, asking only for food in return for his services.” 

“Tomorrow at mid day Gahin plans to set out for the Shinomen with his son, to find this healer and seek his aid.  I have agreed to accompany him, both as his friend and to investigate this matter for my own office.  I would ask for your assistance with this.”  If none of the PCs are themselves Jade or Emerald Magistrates, he will specifically ask them to serve as his yoriki.  “I am getting older, and I fear if this ‘healer’ is more than he appears to be, I may not be up to the task alone.  I have suggested to lord Gahin-san that he bring an escort, but he prefers to travel alone, in order to minimize the shame and embarrassment of his crippled son.  He cannot deny me from bringing yoriki, however.  In this way I can ensure his safety without defying his authority.”    

If the PCs agree to undertake this task, Karasu will give each of them who needs it a piece of tightly bound paper, a document appointing them as his yoriki.  He will do his best to answer any questions they might have.

· Where are we going?  “To the villages on the edges of the Shinomen Forest.  I do not know how long it will take to find this supposed healer – the mission could take several weeks.” 

· What do you know about this healer?  “The reports describe a man in long robes, shugenja robes, who speaks with a deep soothing voice.  The stories claim he merely touches people and they quickly heal from whatever ailment is afflicting them.”

· Do you really think this healer could be a maho-tsukai?  “Any reports of miracles always come to our attention, and we are obliged to investigate them to make certain there is no heretical magic involved.  This could be a genuine holy man whose deeds have been inflated by rumor.”  

· Will we be able to use our Unicorn mounts for the trip?  “Naturally.  Moto Gahin-san has already agreed to provide me with a mount for this journey, and that would extend to my yoriki and assistants as well.”  

If the PCs refuse this mission, their participation is over – they earn 1 XP and are out of the adventure.  Assuming the PCs do agree to help, however, Karasu will thank them, bid them a good night, and ask them to meet him and Lord Gahin after the wedding celebration concludes tomorrow.  

The Day after the Wedding

The next morning breakfast is served late, to accommodate guests who stayed up too late at night.  Immediately afterward, the Dragons are given a grand send off as they and their new horses set off east on their journey home.  Mirumoto Mitsuko smiles and waves as she rides away, saying a final goodbye to her old Clan. 

With the departure of the Dragon, the other guest begin taking their leave, collecting their personal belongings and departing under escort from the Unicorn.  Within an hour, only the PCs, Hoshi Karasu, and the Moto remain. All around them servants are hard at work tearing down tents and pavilions, packing them onto the backs of horses or loading them into carts.  After less than an hour nothing will remain except Zakarai’s single simple yurt – the Moto priest lives here year-round to tend the shrine to the Lords of Death. 

At this point, Moto Gahin appears, mounted, followed by another horse with his son.  Moto Gaheris is a young, handsome, but slightly plump boy of sixteen, his hair tied in a formal samurai topknot.  His legs are thin and dangle helplessly on either side of his saddle, which has an unusual design – the front and back of it are built exceptionally high in order to hold him in place.  Gaheris is a quiet and polite boy, with a feel of gloom about him, but the PCs should notice sparks of energy beneath his depression, and the affection between him and his father is genuine.

The two Moto are followed by three mounted servants   leading a small train of loaded pack animals.  This is sparse equipment for a daimyo traveling, and the absence of guards is notable.  

Moto Gahin will bow to the PCs from his saddle and politely thank them for joining him on his quest. PCs who roll Awareness/Investigation at TN 20 will get the sense that he would have preferred to travel with just Hoshi Karasu.  However, his son Gaheris will seem less unhappy about sharing company on the road.  

Scene Three: Journey to the Shinomen 

The journey to the Shinomen will take about six days.  The group spends two days crossing the Unicorn plains until they reach Mizu Mura (Laketown) on the shore of White Shore Lake, a lake renowned for its purity and for the white sand that lines the shore. From there, they go  westward through the gaps in the Spine of the World Mountains, then south to Shiro Ide, Great Day Castle, a beautiful castle set into the Seiketsu Mountains above the great Chrysanthemum Petal Lake. 

Moto Gahin will choose not to stop and visit Shiro Ide, preferring to maintain his privacy (and protect his son from the prying eyes of diplomats).   From the Ide castle the group continues south, first through the outskirts of Ide territory and then into open plains on paths so seldom used that they can barely be distinguished from the surrounding grasslands.  Three days later, they reach Shinomen Tower, a remote Unicorn stronghold that watches over the vastness of the Shinomen Mori.

Gahin will not stop at Inns during this journey, preferring to make camp outdoors.  The servants will set up a very comfortable camp each evening, with individual tents for each person and a central pavilion where they serve the evening meal.   

Conversations on the Journey

During the trip the PC’s can spend time getting to know young Moto Gaheris. He is a very intelligent young samurai, but is also very quiet unless addressed directly. However, if the PCs speak with Gaheris for any length of time, he will begin to open up and become more talkative – the PCs should sense that he is starved for company and friendship. He can recite the stories of the great deeds of his ancestors with amazing clarity and near-perfect recall, including the story of the Moto’s return to Rokugan from the Burning Sands. 

If the PCs make friends with Gaheris, he will eventually confide in them that he is worried about his father’s obsessions with healing his injury.  “I think my father somehow blames himself for sending me on the patrol where I was injured.”  Gaheris feels guilty for making his father worry so, but also fears that if he becomes daimyo, he will not be respected because of his disability.  “But my parents have no other heirs, so if I do not become daimyo, Lord Temujin-sama will reassign our lands to another family.”  

Moto Gahin, on the other hand, remains generally optimistic during the entire trip, firmly proclaiming his belief that this healer will be the one who can finally cure his son.  He claims he had a vision from the Lords of Death while meditating in the grove.  “They told me I must travel to the ‘Forest of Spirits’ to find a way to make my boy whole again.  Who am I to doubt the Lords of Death?”  

Hoshi Karasu is quiet for most of the trip.  He hopes that Gahin does find what he is looking for in this healer, but that he has seen too many “miracles” that were either peasant superstition or something more sinister.  He will listen with interest, however, to any PC stories of encounters with maho-tsukai or the Shadowlands.  

Shinomen Tower

Shinomen Tower is a tall guard tower, almost twice as high as a typical Rokugani watchtower.  The top of the tower is flat in the center, and a large iron firepot is blazing there day and night so that the Shinomen Guard will always be able to find their way home through the forest. The area immediately around the tower (about a mile in circumference) is a mix of fields and light forest, but to the south of that is the Shinomen itself – a vast sea of trees that stretches out of sight.   

Shinomen Tower is a functioning military watch-tower, so there are few amenities. There are a handful of servants that do the washing, cooking, and cleaning – they are not assigned to individuals but rather serve the tower as a whole. Meals are taken in a large common room on the ground floor.  They are not served at specific times of the day; rather, food is available any time of the night or day, since scouting patrols can return at all hours.   

The tower is home to the Shinomen Guard, a peculiar group of Unicorn samurai. They range widely in size and aspect, some as tall as Crabs and others barely adult.  Their armor is a mismatched assortment, a mixture of pieces from ashigaru and light armor, and many of them wear heavy scimitars sheathed across their backs rather than at their waist in the Rokugani fashion.  Since they spend most of their time patrolling the outer edges of the notorious and dangerous Shinomen Forest, they tend to be somewhat lacking in social graces – Crab PCs will find such attitudes familiar.

A total of 200 samurai are officially based out of Shinomen Tower, although typically only about one-third of that number will be present – the rest are out patrolling or are temporarily stationed at one of the small villages in this area.  The commander of the garrison is Shinjo Horika, a veteran bushi who once served in the Jade Legion with Gahin and Karasu – PCs can identify him with a roll of Intelligence/Lore: Heraldry at TN 30, or Lore: Unicorn at TN 25.  

PCs staying at Shinomen Tower will notice an oddity: when they pass through the corridors of the watchtower they will never hear anyone’s footfalls but their own. Even the servants seem to have mastered the ability to travel across the floors and tatami mats without making a sound.

Meeting Shinjo Horika

When Moto Gahin and the PCs arrive at the gates to the Tower, a pair of bored-looking Moto bushi will ask for their papers.  Gahin steps forward and asks to see the local commander, and after a few minutes Shinjo Horika strides out to greet them.  Horika is a tall bow-legged man with long mustaches and a bald head.  He looks to be in his mid-thirties.  He smiles as he sees Moto Gahin and bows deeply.  “Moto Gahin-sama!  What can this old warhorse of the Shinomen Guard do for you?” 

Gahin and Karasu will banter back and forth with Horika – it should be apparent that they all served together in the Jade Legion in former times.  Eventually Horika will ask again what brings them out here, to the edge of nowhere.  “Surely it can’t be a chance to reminisce about old times. This is quite a trip from your lands.”

Gahin hesitates, and Karasu steps into the gap.  “Lord Gahin-san and I are following reports of a miraculous healer who’s said to be traveling between the villages on the edge of the Shinomen.”

Horika will nod, his gaze traveling briefly from Gahin to his son before he answers.  “I can’t say I’ve heard anything about a miraculous healer but, well, it’s usually only the reports of bad things that cross my desk. I don’t deal much with the villages on the outskirts except to ride in occasionally and save them from bandits or wild beasts.  I’ll send out a query to my men, if any of them have heard anything we should know in a day or two. Until then, feel free to avail yourself of all the hospitality this little tower in the middle of nowhere can offer.”  He grins and claps his hands, calling the tower’s servants.  “Tea for our guests!” 

Karasu and the PCs are given interior rooms in “officer’s country” on the middle levels of the six-story tower.  Gahin and his son will stay with Horika in the tower’s upper levels.  

The Reports Arrive

After two days in Shinomen Tower, Gahin, Karasu, and the PCs are summoned to Shinjo Horika’s office in the tower’s upper floors.  Horika explains that some of his scouts had returned with news of a healer who sounds like the man Gahin is looking for.  He orders two men brought in to give their report.  

The first man to speak is Ide Akahiro, a large man wearing a brown headband to hold back his loose black hair.   “We were scouting out near Roku no Mura and came across a couple woodcutters we know from the town.  We noticed right off that something was different about them.”  

The second man, Moto Yosh, an older fellow of average height with a large nose and gravelly voice, chimes in.  “Hai. Tanaka, the old woodcutter, always walked with this crook-legged limp on account of breaking his leg when he was a kid and the healer setting it wrong.  And the other one, Ritsu… well.”  He shrugs.  

Akahiro steps back in.  “Ritsu cut his left hand off while chopping wood two years ago. But when we saw them in the forest Tanaka was walking around straight as you please and Ritsu had his hand back.  We asked them how it happened and they said a couple weeks ago a fellow came through their village, offering to heal the sick and asking for food.  Food’s often scarce around the Forest,  the villagers didn’t want to feed a beggar, but he could actually do as he claimed.  Supposedly he touched a sick child and the boy was suddenly well.  And he healed Tanaka and Ritsu as well.” 

The PCs can ask the scouts whatever questions they might wish.  The two men have been working together for many years, and sometimes finish each other’s sentences or even each other’s thoughts.

· They encountered the woodsmen about a week ago.  They didn’t visit Roku no Mura itself – their patrol route didn’t take them there.  

· They did ask the woodsmen for a description of this “healer.”  Supposedly he was a middle-aged man of average height, wearing a long hooded robe. They seemed to think he was wearing a mempo (mask) under the hood.  The man’s voice was deep and soothing like a lullaby. 

· The scouts didn’t think to ask the woodsmen where the healer traveled after Roku no Mura.

With this, Moto Gahin will immediately wish to set out for Roku no Mura to follow the healer’s trail.  Shinjo Hiroka will detail the two scouts to guide the group to the village, and grants access to the tower’s quartermaster should they need any traveling supplies. 

The quartermaster will not give out any weapons or armor, but will allow the PCs to take food, standard supplies, and arrows.  He does not have jade or anything else exotic.  

Scene Four: Roku no Mura

The next morning, just before dawn, Gahin’s group will set out for Roku no Mura.  It comprises Gahin, Gaheris, Karasu, the PCs, the servants, and the two scouts (Moto Yosh and Ide Akahiro).  Akahiro is riding a gray Unicorn riding horse with a missing eye, while Yosh is mounted on a shaggy oversized Rokugani pony with a long tail. If any of the PCs ask, the grey horse is named Spotter, “on account of he’s always the first to notice danger,” and the shaggy pony is named Jumper.

The trip to Roku no Mura will take two days, skirting the lightly-forested edges of the Shinomen Mori.  

The edges of the Shinomen Mori are wild indeed compared to the rest of the Empire. Trees frow everywhere, thicker and denser the closer you get to the forest proper, and the native wildlife seems strangely unwary of human presence.  A rabbit poke its head out of its warren and watches you pass, a family of deer stands fearlessly in a small grove of trees as you ride by, and birds are everywhere. 

The scouts watch the forest carefully and set watches at night when the group makes camp.  Moto Gahin seems unperturbed by the presence of the forest, and regards the scouts’ caution as excessive.  He and his son Gaheris are both too excited about meeting the mysterious healer to be very worried about a mere forest.  Karasu seems more cautious, but does not know enough about the Shinomen to contradict Gahin.  

If the PCs ask the scouts about possible dangers, they will explain the Shinomen is never a safe place.  “Its a haunted place, they say… we’ve never seen a ghost ourselves, but we’ve heard plenty of tales.  And even without ghosts there’s plenty of danger.  Wild animals are more aggressive around here, and sometimes beasts from the Shadowlands slip past the northern edge of the Wall and get into the forest.  And bandits like to hide out on the edges of the forest, to raid the villages.” 

On the morning of the third day, the group emerges from a grove of trees and into a wheat field. Ahead of them, a small village crouches in a clear patch of land near the edge of the forest proper.  The forest embraces the village on three sides, seeming almost to be trying to devour it, and trees encroach on the edges of the grain fields and rice paddies.  
Village Number Six

Roku no Mura is a simple village with about twenty huts, a well in the middle of town, several craftsmen’s shops, a large lumberyard, and an ox pen.  There is no Inn, teahouse, or other such amenity for travelers – the town hardly ever gets visitors.  

Roku no Mura literally means “Village Number Six,” and local legend says the town got its name because this was the sixth place the inhabitants tried to build a village before they were finally successful.  The village’s limited income derives mainly from harvesting wood from the fringes of the Shinomen – there are a dozen woodsmen who go into the forest regularly, collecting fallen wood and cutting down dead trees. The rest of the villagers, about 300 in all, are normal farmers and craftsmen.  

When Gahin and the PCs reach the village, the headman will quickly emerge and fall prostrate before them. He is named Ito, a sturdy farmer in his early forties.  He humbly welcomes the samurai to his village and offers them the use of his hut if they wish to stay.  

Presumably, someone will ask about the two woodsmen, Tanaka and Ritsu – if the PCs don’t do so, Gahin will.  Ito says they lef the previous morning and will be back some time in the next two days.  

Investigating the Healer

If anyone asks ask about the mysterious healer (again, Gahin will speak if the PCs are silent), Ito will be quite happy to tell them all he knows.  “The man walked out of the Forest about three weeks ago and asked for food.  At first none of us wanted to give him anything – he looked like a beggar in his tattered brown robe, and he was wearing a mask.  We wondered if he might have been a bandit.  But then the man touched one of the sick children and healed him!  He helped many others too, ten of us altogether, including the two woodsmen.  We were more than happy to give him all the food he might wish.  In fact, we asked him to stay here, but he said he had to move on and help others.”  

· Ritsu’s hand was the most extreme injury to be healed. Other villagers were cured of coughs, fevers, or badly-healed broken bones (like the woodcutter Tanaka), and one old men who was on his death bed was freed from pain for the last few days until he perished of old age.

· If the PCs ask where the healer went afterward, Ito tells them he asked for directions to the closest village.  Ito told him the route to Yitsu no Mura, a day’s travel to the south. One of the woodsmen, Taroku, guided him there out of gratitude for the healing of his child.

If the PCs ask for a physical description, everyone in the village will tell the same story (including Ritsu and Tanaka if the PCs wait for them to return): he was a man of average height, dressed in a tattered brown robe with a hood.  His face was shadowed by the hood of the robe but they could see he wore a mask underneath. The skin of his hands was pale and cool, but not unnaturally so, and his voice was deep and soothing.  He never gave a name, and the villagers stopped asking after he displayed his healing powers.  “Many holy men do not wish to speak of themselves,” they observe piously. 

· If the PCs carefully ask whether there was anything strange or disturbing about the healer, and roll Awareness/Investigation (Interrogation) at TN 25, some of the villagers will reluctantly mention that the healer never seemed to sleep – he simply stayed up meditating all night.

If the PCs speak with those who were healed, they all remember that the place where the stranger touched them tingled for a few minutes, but they were healed almost immediately.  Ritsu will be especially wondering and happy about this.  “One moment I had my stump, and the next, my hand was back!  Wonderful!”  

Taroku the woodsman escorted the healer to Yitsu no Mura.  He says the man was quiet for most of the trip, bu remembers that they came across a sick deer on the way and the healer cured the deer just as he had the villagers. 

Moto Gahin will be very excited by the villagers’ reports and will urge Karasu and the PCs to leave for Yitsu no Mura as soon as possible.  Karasu will be more cautious – clearly this stranger does have magical powers, but he wonders where they come from.  If the PCs support him he will wish to stay and investigate for a bit longer.   

When the group is ready to move on to Yitsu no Mura, Ito will provide them with a woodsman guide.  At that point, Gahin will dismiss the two scouts to return to Shinomen Tower, conveying his thanks and gratitude to Shinjo Horika.  

Finding the Taint

In point of fact, everyone Yogo Hiroki healed here has become mildly Tainted.  Most of them only have 1 to 5 points of Shadowlands Taint (Ritsu has 9 points, dangerously close to being truly Tainted).  This is not enough to be detectable by most methods – jade will not burn these villagers, neither will they be affected by jade spells or similar effects.  However, a Moto Death Priest can sense the seeds of darkness within them by using his Technique.  

The amount of Taint the villagers have is so minor that, with the possible exception of Ritsu, it is not really a threat to them.  However, if the Taint is discovered, Karasu will immediately order their execution to prevent any possibility of spread.  In this case, Moto Gahin will clearly be shaken, but will not be ready to give up on his quest quite yet – he insists on traveling on to Yitsu no Mura to track down the healer.
Scene Five: Yitsu no Mura

The trip to Yitsu no Mura takes just under a day.  The route is to the southeast, and the village is located some distance from the edge of the Shinomen Forest, although the PCs can still see the dark wall of the Forest on the horizon.

Yitsu is a larger and more “normal” village than Roku.  There is only light woodland near it and the village is surrounded by grain fields and rice paddies as well as a large grazing field where the villagers are tending a her of Rokugani ponies.  The village derives most its income by raising ponies for the Unicorn to sell to other parts of the Empire.  When the PCs arrive, they will be met by a bow-legged old man, Ichiro, the headman of the village. 

Ichiro tells a very similar tale to Ito’s story from Roku no Mura.  The main difference is that in this case they knew the stranger was a healer, since the woodsman who accompanied him told them so. Also, in this village the healer actually saved a man from death.  Shortly after he arrived, a villager named Rojo was trampled by two of the ponies and most of the bones in his body were broken.  He seemed on the brink of death, but the healer touched him, his bones knitted, and his internal injuries healed. 

If the PCs speak to Rojo, he is very grateful to the healer but seems rather irritable and unhappy otherwise.  When they approach him he will snap at them, then realizes they are samurai and prostrates himself, apologizing.  If they ask about the healer he says,  “I thought I was a goner. When the herd turned and ran me over… all I can remember is the pain.   Then I looked up and there was this man in brown with the sun shining behind his head. He said to me, ‘Be still. The pain will end soon and you will be well.’ I thought he was Emma-O, here to fetch me off to the afterlife, but instead he put his hand on my left arm.  It felt all cold for a moment, and then everything hurt.  And then I was fine! .I thank the Fortunes every day for bringing that man to our village.” 

Rojo continually scratches his left arm through his shirt.
If asked about this, he says, “Hmm?  Sometimes it tingles in the spot the healer touched me. It’s nothing.  Why do you care anyway? I mean, uh, it is nothing, samurai-samas.” If they examine the man’s arm, there is nothing unusual about it save redness from all the scratching. 

Because of the extreme injuries he sustained, Rojo gained an entire rank of Shadowlands Taint when Yogo Hiroki healed him.  The PCs may suspect something is wrong with Rojo, especially due to his unstable temperament.  A PC who can detect Taint, such as a Witch-Hunter or Death Priest, will be able to sense that he is Tainted.  Jade will burn him as well.   

· A PC who inquires as to whether any of Rojo’s symptoms match the Shadowlands Taint can roll Intelligence/Lore: Shadowlands at TN 30 to confirm that these symptoms are characteristic for low levels of Taint.

· Karasu will be suspicious of Rojo’s behavior and story, but will not take the initiative to test him with jade unless a PC confirms his suspicions.  

Rojo is seriously Tainted, capable of passing it on to his wife and children – only execution will save his soul.  If his Taint is detected, Karasu will immediately order his execution and will begin a full investigation of everyone in the village.  

Moto Gahin will be shaken by this discovery, and the realization that the “healer” he was seeking for his son is probably some manner of maho-tsukai.  If the PCs have not detected the Taint in the other healed individuals, Gahin will try to suggest the idea that perhaps Rojo became Tainted in some other way – after all, the others do not show any sign.  

· If there is Moto Death Priest in the party, the PCs can confirm the Taint, forcing Gahin to accept the truth.

Regardless, Gahin will wish to continue the pursuit of the healer (either to treat his son or to determine if he is truly spreading the Taint).  

Tracking Yogo Hiroki

From Yitsu no Mura, the healer moved on to other villages in the region.  Gahin and the PCs can follow the healer from village to village through half-a-dozen more settlements.  In each village the PCs hear the same story and description of the healer.  Finally, however, they will be able to track him down at the village of Hashi no Mura. 

Hashi no Mura is another small village, this one built in wooded lands near a bridge over a wide stream that runs into the Shinomen.  Much like Roku  no Mura, Hashi no Mura is primarily a wood-cutting village, though at certain times of the year they also catch a large number of migrating fish from the stream.  The village is home to several wood-carvers whose work is valued by some Unicorn merchants.   

Scene Six: Meeting Yogo Hiroki

When the PCs arrive at Hashi no Mura, they will find what appears to be almost the entire population gathered in the center of the town.  The peasants are watching raptly as a man in a ragged brown robe touches a young girl with a shortened arm (it ends at the elbow).  Suddenly the arm grows back, so quickly it almost seems to appear from nothing.  The girl laughs delightedly as she moves her new arm around, wriggles her fingers, etc. A sigh of awe arises from the villagers and a tearful woman rushes forward to hug her newly-healed daughter. 

What happens next depends on whether the PCs have already realized that Hiroki is Tainting the people he heals.  Hiroki himself does not realize that what he is doing is spreading the Taint – he believes he is doing good.  Regardless, he does not want any trouble and will be extremely cooperative with Gahin, Karasu, and the PCs.  If the PCs threaten violence or draw blades he will throw up his hands in surrender – he has no weapons and will make to effort to defend himself or to flee.  

· The girl who has just been healed has gained a full Rank of Taint, and jade will burn her.

Yogo Hiroki is dressed in a long tattered brown robe with a hood, and wears a grubby, ragged kimono underneath.  (PCs who examine the kimono can roll Perception/Lore: Heraldry at TN 20 to determine it was originally of Scorpion color and design, although it is so warn down that it almost cannot be identified.)  His mask is made of wood, and is carved to resemble the face of a tanuki (badger-dog, reputed to be shapeshifters).  His face, if the PCs see it, is pale, narrow, and handsome, but there are unnatural dark red lines around his eyes, the symptoms of his Taint – thus, he normally keeps the mask on at all times.  His voice is deep and pleasant, soothing as warm milk (the Voice advantage).   

Healing Gaheris

If the PCs and Karasu do not yet suspect that Hiroki is Tainting those he heals, then Moto Gahin will dismount, step forward, and bow deeply.  “Honored stranger, I have heard of your gifts, and I would humbly ask that you bestow them on my son, who has lost the use of his legs.”  Karasu will ask the daimyo to wait a moment, pleading that he should interview the ‘healer’ before he is allowed to touch Gaheris.  Gahin, however, will be very hesitant to wait.  If any of the PCs speak up in support of Karasu, they can roll Awareness/Etiquette (Sincerity) at TN 25 to convince Gahin to back down.  Otherwise he will override Karasu and bring his son forward to be healed.  The Crow watches uneasily as the healing takes place.

If Hiroki is allowed to heal Gaheris, he steps forward and lays a single pale hand on the young man’s arm.  A look of intense pain crosses Gaheris’s face for a moment, then he breaks out in a smile.  He swings out of the saddle, stumbling and almost falling when he hits the ground, then righting himself and throwing up his hands, shouting with joy.  For a brief moment tears are visible in Gahin’s eyes before the daimyo reclaims his face and bows deeply to the healer.  “I thank you, healer, with all sincerity and joy.  I never thought that I would see my son walk again.  You have saved him. What can I do to repay you?”

Hiroki will humbly refuse all reward.  “My reward is the good I can bring to the world, honored daimyo-sama,” he says in his soothing voice. 

Whether or not Hiroki performs the healing, Karasu will wish to speak with him and learn the truth of his power.  Wise PCs will wish the same.  Hiroki will reluctantly show them his gray pearl – “it has great power” – and, if they continue to press him, he will eventually tell his tale.  (He will try to do so out of earshot from the peasants.)   

Confronting the Taint

If Karasu and the PCs have realized that Hiroki is spreading the Taint, they will likely try to arrest him, if not attacking him immediately.  (He will not resist violence – his burden of guilt for his past actions prevents him from trying to save himself from just punishment.)  However, he will initially firmly deny any guilt for spreading the Taint.  He believes he is genuinely doing good with his healing powers.  Likewise, the peasants – grateful for their miraculous cures – will initially be startled and horrified at the thought that their noble healer might be Tainted. 

· It should be noted that Hiroki himself, of course, is deeply Tainted and, if confronted, will not try to deny it.  The peasants will recoil from him in horror if this is revealed.    

If the PCs confront Hiroki with the reality that he has Tainted previous beneficiaries of his power, he will be badly shaken, and readily cooperates with them.

Either way, if the PCs demand to know how he is healing people, he will reluctantly show them the gray pearl he carries.  “It has great power,” he tells them.  He will not readily reveal how he got the pearl, but if they press him, he will eventually break down and tell his story (see below).  

The Gray Pearl

If Hiroki does not show the PCs the gray pearl, they can find it if they search him and roll Perception/Investigation at TN 15, or cast By the Light of the Moon.  He keeps the gray pearl hidden in a pouch under his obi.  (Searching him will also discover the map to the ruins in the Shinomen Forest.)   

The pearl is about the size of the end of a man’s thumb, and is an iridescent gray in color. The surface looks like the reflection of light off an oil slick. PCs who have seen the gray pearls in the adventures “Secluded Village” or “Into the Darkness” will recognize it.  Hoshi Karasu will also recognize it – he saw the pearl in “Secluded Village” and will discuss it with the PCs.  “An item like this Tainted an entire valley in the Lion lands.  It is a receptacle for the power of Jigoku.  Anyone who touches it will be marked with the Taint, no matter what miraculous healing powers it has.”

The pearl does, indeed, have miraculous healing powers. Anyone carrying the pearl can heal someone by touching them.  The pearl will heal all Wounds with a single touch, but this inflicts a number of Taint points equal to the number of Wound Ranks healed.  It can also heal serious physical injuries or disabilities (such as those represented by physical Disadvantages such as Permanent Wound, Lame, Missing Eye, Missing Limb, Epilepsy, Bad Sight, or Bad Health) and diseases or infections.  However, the recipient will gain a Rank of Taint each time this is done.  The pearl has no effect on curses or other supernatural problems.  

Anyone who touches the pearl with bare skin will gain 1 point of Shadowlands Taint each time.  

The pearl can be destroyed with Jade Strike or any similar powerful anti-taint magic (such as Tomb of Jade, Evil Ward, or the kiho Rest, My Brother).  Karasu knows this and will ask if anyone among the PCs has such a spell.  If none do, he will carefully wrap the pearl in cloth and take it with him to be destroyed.   

Hiroki’s Story

Yogo Hiroki is reluctant to tell his story, since he knows by doing so he will be admitting to Taint and treason.  However, if the PCs press him on who he is and where he got his healing power, he will eventually tell them the truth (as he knows it).  If the PCs have revealed that he is spreading Taint, he will be more cooperative, as he will be overwhelmed with guilt.

“My name is Hiroki. I think it was once Yogo Hiroki but I have a hard time remembering.  Every day it becomes harder to remember the time before I met her.  Her name is Yamiko – I think she had another name once as well.  I met her in a court, long ago.  I don’t know which one.  She told me if I came with her to serve her master we could be together forever.  It seems like so long ago, but I think… it was only a year.  I can’t remember…”  

· If the PCs ask him who “Yamiko” was, he frowns with effort and finally ventures that he thinks she was a Crane.

“I followed her into the Shadowlands. I knew I shouldn’t go, but all I could think of was her, spending my life with her, it was the only thing I could think about.   And there I met her Master.”  He shudders and falls silent.  

· Hiroki will not readily describe or discuss “the Master.”  If the PCs ask for more information, he will shake his head and hug himself, and finally says, “Those who follow him mostly just call him the Master, but he called himself Two-Tail.” 

· The PCs will have to press Hiroki to get him to describe Two-Tail in more detail.  Finally he will say, “The Master is a great serpent, half-man and half-snake, with a third eye in the center of his forehead.  The eye that looks into us and sees everything.  His snake-body splits into two tails, with strange shells on the end that rattle when he is displeased with us.  He has… great power.  The Taint could not touch him, though he wished it to.”

· Hiroki has no knowledge of the Naga, and does not recognize “the Master” as a naga.  PCs who roll Intelligence/Lore: History at TN 40, or Lore: Naga at TN 15, will realize he is describing a Naga abomination.  PCs who roll Intelligence/Lore: Shadowlands at TN 20 will be confident this description does not match any known Shadowlands creature. 

Hiroki claims he left the Master’s service when he was sent to the Shinomen Forest.  “The Master said there was a ruin in the Forest, a place that contained special eggs he needed.  He sent several of his servants, including Yamiko-chan and I.  We found the ruins and searched them for the eggs, but something happened to me there.  I became filled with horror at what I had become.  I knew I had lost my name, betrayed what was right.  I stole this pearl and fled.  I knew the Master gave us this pearl to heal ourselves if we became hurt, and I decided to use it to help others, to try to make amends for my deeds.”

· If the PCs have revealed that Hiroki is spreading Taint with his “healing,” Hiroki will break down with guilt at this point.  “I have been cursing them instead of saving them!  I never meant… I am so sorry.  So sorry.”  He slumps to the ground, weeping.  

Questions for Hiroki

The PCs may have other questions for Hiroki, not covered by his initial story.  The following section summarizes how he will answer their most likely questions.  

· Who is Yamiko?  Some PCs may suspect this to be Daidoji Yamiko, the Lost woman they encountered in “Into the Darkness.”  He describes her as the Master’s right hand, and says she used to travel into the Empire and gather information and recruits. “Like me,” Hiroki says, miserably.  He describes her as “once the most beautiful woman I have ever known,” but says that last fall, something happened while she was away on a mission for the Master.  “When she returned, she was… dead.  Yet still walking, and serving the Master as before.”
· If the PCs ask what she is like now that she is undead, he shudders. “She was once beautiful  but now her eyes are dark pits glowing with green fire.” 
· Who else serves the Master, and how many of them came to the Shinomen?  “Many Lost served the Master in the Shadowlands, and sometimes also other creatures, ogres or demons.  Myself, Yamiko-chan, and five others came to the Shinomen.  Yamiko summoned a demon to dig up the ruins for us.”

· What did the Master want with the eggs?  “Yamiko-chan said the eggs would be taken back to the Master, and he would make a whole army from them, an army of snake-creatures like himself, but serving him.”

· What were these ruins like?  “They were very ancient, and like nothing I can remember.  There were many strange shapes, and a writing carved into the stones that I could not read.  There were statues, too, of snake-men like the Master, but with only one tail.”  A PC who hears this story can roll Intelligence/Lore: History at TN 30, or Lore: Naga at TN 10, to recognize this as describing the ruins of a Naga settlement.   

· Where is this ruin?  Hiroki has a map made for him by Master Two-Tail.  The map gives very detailed directions through the Shinomen Forest to the ruin.  Unfortunately, it is written on a strange parchment that is actually preserved human skin, which can be determined with a roll of Intelligence/Anatomy at TN 15 – PCs who realize this lose 1 point each of Glory and Honor if they voluntarily touched it.  

· How long ago did you leave the others at the ruin?  Hiroki is a little vague about time.  However, by questioning him carefully, the PCs can ascertain it was about six weeks ago that he fled the Shinomen.  He does not know if Yamiko and the others are still there.  “We thought it would take several weeks to dig out the eggs.”

What Now?

Once the PCs have unmasked Hiroki, they must decide what to do next.  Hiroki is not Lost, but he is deeply Tainted and is guilty of spreading the Taint, even if inadvertently.  This is potentially a death sentence. 

· If Hiroki healed Moto Gaheris before he was exposed (thereby Tainting Gaheris), Moto Gahin will be filled with rage and draws his sword, demanding the death of this “filthy maho-tsukai.”  Karasu will not object, merely insisting he be allowed to finish questioning Hiroki before the execution.   

· If Gaheris is not Tainted, Gahin will still call for his death (in part out of anger at having his hopes crushed).  His son will suggest the possibility of mercy.  “Father, honored magistrate.  This man has done what he has done with the best interests of the people in mind. That has to count for something.  Perhaps he could be placed in the care of the Brotherhood of Shinsei.”  Gahin will look at his son with surprise.  

If the PCs suggest delaying the execution, Karasu will agree and place Hiroki in confinement until his fate can be decided (execution or confinement at a monastery).  

If the PCs suggest that Hiroki commit seppuku to purge his evil actions, the former Scorpion will be somewhat confused – he barely remembers his upbringing as a samurai – but, if they persist, he will eventually agree.  The PCs will have to offer him a blade to perform the ritual, since he has no weapons of his own.

Regardless of whether Hiroki is executed, the PCs can retrieve the map from him (it can be found readily by searching him).  

Hoshi Karasu, as a Jade Magistrate, will now undertake the task of carefully ferreting out all those who have been Tainted by Hiroki.  “With luck,” he says, “we can contain this outbreak before it does as much damage as the one in Lion lands.”  However, he will also wish to look into what is happening in the Shinomen Forest.  “Whatever this ‘Master’ is plotting could represent a threat to the Empire.  If nothing else, we need to learn whether these ‘eggs’ were indeed Naga eggs.”  He will ask the PCs, as his yoriki (or as his fellow Magistrates, if appropriate) to follow Hiroki’s map and learn what is happening in the Shinomen.  “If these Lost are still there, defiling the Empire, they must be destroyed.  Such is the duty of Imperial magistrates.”     

Moto Gahin and his son will head back home via the Shinomen Tower.  Gahin will pledge to alert Shinjo Horika to the danger and have him send reinforcements.  He will also leave some of his supplies and gear (though not his servants) on a packhorse for the PCs.  
Scene Seven: To the Ruins

The remainder of this adventure assumes that the PCs accept Karasu’s request to go into the Shinomen Forest and learn what is happening at the Naga ruins.  If the PCs decline this, the adventure is effectively over, and they earn a maximum of 2 XP.   

If the PCs do proceed, they will reach the edge of the Shinomen proper within an hour of leaving Hashi no  Mura.  

Entering into the Shinomen Mori is like stepping in an instant from noon to twilight. Little sunlight makes it through to the floor of the ancient forest.  However, your visibility is still surprisingly good – little undergrowth can be seen.  Strange mushrooms of exotic sizes and colors seem to be the most prevalent life at ground level.  The forest is silent save for the sound of your horses’ hooves crunching through years’ worth of fallen leaves. 

A few hours into the forest, the PCs will reach the large rock that is the first of the landmarks on Hiroki’s map. From there the route turns west deeper into the Shinomen Forest.

After the first landmark, however, the PCs will have to navigate their way through the forest using the map and their skills.  This will require a roll of Perception/Hunting (Trailblazing) at TN 30.  (A PC with a useful Advantage such as Absolute Direction or Way of the Land (Shinomen) will gain a Free Raise on the roll.)  If all of the PCs fail this roll, they will become lost, wandering through the forest unable to locate the landmarks on the map.  They can make one more skill roll at TN 40 to try to relocate the trail.  If they fail, they wander for several days and finally emerge from the forest near the Shinomen Tower.  They can return to the forest if they wish but will be unable to locate the ruins in time to defeat Two-Tail.

The Naga Guards

If the PCs do not become lost, they will spend almost two days working their way into the forest.  Eventually they reach a deeper region of the forest where the undergrowth becomes much thicker, with many vines, creepers, and tangling shrubs.  They also begin to notice strange, half-ruined statues of snakes with human heads and arms interspersed between the ancient trees.  A roll of Intelligence/Lore: History at TN 30 or Lore: Naga at TN 10 will identify these as Naga-style carvings.

At this point, allow the PCs a roll of either Perception/Investigation (Notice), Perception/Battle (Ambush), or Perception/Stealth (Ambush) at TN 30 to notice a serpentine form in the trees, barely visible through the leafy vines and strange blooming flowers.  Regardless of how the PC reacts, an instant later an arrow slams into a tree next to one of the PCs.  Two Naga rise up into sight, each with drawn and knocked bow.  

· If the PCs react with violence, the Naga will reciprocate, fighting to the death.

· If the PCs attempt to negotiate, the Naga will not immediately attack, but instead demand to know why the PCs are intruding in their sacred lands. 

· The PCs’ horses will be panicked by the scent of the Naga, rearing and whinnying angrily.  PCs must roll Awareness/Horsemanship at TN 15 or be thrown, leaving them stunned and helpless for one round.

The lead naga is called The Kosh, and it is he who will speak to the PCs, since he knows some basic Rokugani.  He and his companion are angry and on edge.  They know there are intruders in the ruins of Navikazin, intruders marked by the power of “the Foul,” and they assume the PCs are here to join them.  “Too many already walk in the ruinsss of Navikazin,” The Kosh hisses at the PCs.  “No more!  Leave now!” 

The PCs must convince the Naga they are not their enemies, and are trying to drive out the Foul from the ruins of Navikazin.  The Naga are suspicious and do not trust humans.  Further, their link to the Akasha allows them to detect the presence of Taint (“the Foul”) – if any PC has at least one full Rank of Taint, the Naga will detect this and single out such PC(s) for hostility.  “You are alssso of the Foul,” The Kosh hisses.  “You come to join the othersss, to continue wrecking our sssacred Navikazin!”  

To win the trust of the Naga, the PCs must speak persuasively and show a lack of hostility.  This will require good role-playing backed up with a roll of Awareness/Etiquette (Sincerity) at TN 25.  Only two rolls total may be made, and only PCs who role-play an effective effort to negotiate may make the rolls.

· If any of the PCs are being overtly hostile (brandishing weapons, etc), the TN is increased by 5.  

· The TN is increased by 10 if any of the PCs are Tainted.  

If the PCs successfully convince the Naga of their good intentions, the two snake-men lower their bows and slither forward to speak with the humans in a more friendly manner.  If the PCs are unable to convince the Naga, they will have to either fight, give up and retreat, or try to sneak past the Naga guards later (using magic or the Stealth skill).  

Speaking With the Naga

If the PCs do convince the Naga of their good intentions, they can learn more of what is going on.  The Naga explain that they are guards who watch over the ruined city of Navikazin, where others of their race are sleeping. Right now, several humans consumed by “the Foul” are in the city.  The Naga have not been able to attack them, since they have great power.  “They have ssssumoned thingsss of the Foul,” The Kosh snarls.  “But there isss worssse.  There isss one among them, a demon of the Foul, who knowsss our pearl magic.  The wardsss on the city do not withssstand him.  With hisss power they are too ssstrong for usss.  All we can do isss try to keep othersss from reaching them.”  

If the PCs ask about this “demon,” the Naga describe him as a serpentine mockery of their form, with a great claw emerging from his chest.  If the PCs discuss their previous knowledge of “the Master” and suggest perhaps this being is a Naga, The Kosh will shake his head.  “If one of oursss, even a mad one, came to thisss place, we would sssense him through the Akassha.  It mussst be a demon.”  

The Naga have only seen the intruders from a distance, and describe them as a group of seven or eight humans.  The terrible demon came later, after they had already summoned other demons within the ruins.  They have been here over two months – the terrible demon got here a month ago.  

If and when the PCs mention Hiroki’s claim that ‘the Master’ wants Naga eggs, The Kosh will hiss in alarm.  “Sseeksss our eggsss? That cannot be allowed to happen.”  His gaze turns inward as he consults the Akasha, the Naga collective consciousness.   “I tell all of my peoplesss who are awake, they will travel thisss way. I go to meet them!”  Without another word he and his companion turn and slither away at a tremendous face, faster than a man can run.  The PCs are left alone and are free to travel on into the ruins if they wish.

· PCs who roll Intelligence/Lore (Naga) at TN 25 will remember that the Naga race is connected by the Akasha that allows them to communicate instantaneously with each other.  Otherwise, The Kosh’s behavior will be a mystery to them.  

If the PCs do not mention the eggs, The Kosh will eventually agree to let them travel on into the ruins.  

Scene Eight: The Ruins of Navikazin

About an hour after their encounter with the Naga, the PCs emerge through a belt of thick, tangling vegetation and sight the ruins of the Naga city.  Strange minarets, onion-shaped domes, and stone walls covered in alien, sinuous script stretch in every direction, half-crumbled and overgrown with vines and brush.  Many buildings have collapsed, creating walls of rubble that must be crossed slowly and painfully.  Stone channels, originally intended to carry water through the city, are now choked with mud and dead leaves.  Statues of snake-like beings peer at the PCs with blind stone eyes, and their feet crunch over tiles which once displayed brightly colored patterns.  The place feels simultaneously empty and weirdly alive, as though invisible eyes are watching the PCs from every direction.  

As the PCs begin to search the ruins, allow them to roll Perception/Investigation (Notice) at TN 20.  With a success, they hear distant crashing noises, like stone being dropped and broken.  If they follow this noise, they will find the excavation site (see below).

If the PCs do not hear this noise, choose to ignore it, or bypass it, they can attempt to search the ruins for tracks by rolling Perception/Hunting (Tracking) at TN 30.  With a success, they will find what appear to be the tracks of human beings (sandals and bare feet), as well as drag-marks from a huge serpentine body.  Following these tracks will lead to Two-Tail’s lair (see below).  

The Excavation Site

If the PCs did not make the Investigation roll to hear the noise from this site (see above), they will hear the noise of this place either when they approach Two-Tail’s lair, or when they have spent at least half a day wandering through the ruins.  Regardless, when they approach the noise, they will see the following:

A massive, irregular pile of rubble appears to be the ruins of a giant domed building of some kind.  The side the rubble pile has been torn open and great heaps of spoil are piled up to either side.  Two men, dressed in dirty armor and rags but carrying swords, are standing near the rubble as though watching something inside the vast hole.  After a moment, a massive creature staggers out of the hole, carrying a great block of stone in its clawed hands.  It tosses the stone aside with a great crash and stands for a moment, breathing heavily and regarding the two men as though it would like nothing better than to tear them to pieces.  It stands a good thirteen feet tall, with a bloatedly muscular body as if its purple skin can hardly contain the muscles beneath. Its claws are as long as a wakizashi, and a long tongue lolls past the fangs of its great mouth.   Its head is surmounted by a pair of large curving horns.   

· Any PC who rolls Intelligence/Lore: Shadowlands at TN 25 can identify the monster as an Ugulu no Oni, a powerful creature from the Shadowlands. Ugulu are known to be exceptionally strong, and reports say they are immune to certain spells, though stories vary as to which spells they can resist.  This particular Ugulu is immune to the spell Tempest of Air, and Fury of Osano Wo, although the PCs will have no way of learning that other than to fight it.

· PCs who look carefully at the two men can roll Perception/Lore: Heraldry at TN 25 to make out a strange mon of a snake with two tails on their grubby armor.  PCs who played the adventure “Into the Darkness” have encountered this mon before.  

If the PCs watch without approaching, they will see the two men go into the tunnel which the creature has torn into the side of the ruin.  The monster waits, shifting irritably from one foot to the other.  After a few minutes the men emerge, shaking their heads.  One of them barks a command and the creature, after a malignant pause, goes back into the tunnel and resumes digging.  One of the men turns and trots off elsewhere in the ruins, while the other remains and continues to watch the excavation.

The two men are, of course, Lost in the service of Two-Tail.  Smart PCs will follow the Lost who heads off to report to his master.  This will require a Combined Roll of the PCs’ Agility/Stealth (Sneaking) at TN 25.  Alternatively, the PCs can circle around the excavation site (TN 20 to avoid being noticed) and then look for tracks.

· Following tracks from here to Two-Tail’s lair is much easier than simply wandering the city looking for them.  The Perception/Hunting (Tracking) roll is only TN 20.

If the PCs are “blown” due to failing to make a Stealth roll, or if they simply decide to attack, the Ugulu will utter a ferocious roar (on its first Initiative) that echoes off the walls of the ruined city.  It and the Lost will both fight to the death.  Ten minutes after the Ugulu roars, three more Lost will arrive from Two-Tail’s lair to investigate the disturbance. If the PCs have defeated the oni and the other Lost, they can either fight these reinforcements or potentially follow them back to Two-Tail’s lair.  

Two-Tail’s Lair

The PCs can reach Two-Tail’s lair either by finding tracks in the city or by following the Lost from the excavation site.  If neither of these options works, the PCs will eventually stumble across one of the Lost who is out scouting the city, and can follow him back here.  

· Alternatively, if the PCs manage to take one of the Lost alive (difficult but possible), they can torture him into telling them the location of the lair by rolling Willpower/Deceit (Intimidation) at TN 30 or Willpower/Anatomy (Torture) at TN 25.  This will cost the participating PCs 1 point of Honor.

· If the PCs stay in the city past sunset, they can roll Perception/Investigation (Notice) at TN 20 to detect an unnatural golden light coming from this place.

It appears as though something very strong moved the debris away from the front of this huge dome-shaped building.  A smooth stone ramp leads up to the arched entryway, the newly-cleared rubble piled to either side.  From within spills a strange golden light.  

The entrance leads into a large antechamber with a curving vaulted roof (very alien to Rokugani eyes) and a floor tiled in a vast spiral pattern.  An archway at the far end of the chamber leads into a vast domed chamber.  If the PCs arrive at night, this inner archway is the source of the eerie golden light.  

The antechamber is home to several Lost bushi, servants of Two-Tail.  There are several tattered blankets along the edges of the room, along with bones (animal and otherwise), bits of rotten flesh, and other detritus.  During the day, these Lost are usually out roaming the city, looking for signs of other Naga egg deposits (three of them will respond to the Ugulu no Oni roaring at the excavation site).  They will report back to the lair after seeing what happened there, and if the PCs follow them back, they will have to deal with them as well as with Two-Tail and Yamiko.  

At night, however, all three Lost will be here in the antechamber, keeping watch over the Master’s lair.  

· All of the Lost are dressed in tattered armor and ragged, filthy clothing.  Their armor displays the twin-tailed snake mon of the Master on its chest and back.

· The Lost will fight to the death, and on their first action of the combat they will shout warnings to their master.  Two-Tail will not emerge from his lair, but he will be fully alert and will unleash his power on the PCs the moment they enter his chamber. 

· Clever PCs can disable the Lost or prevent the warning through the use of magic or stealth.  For example, the spell Quiescence of Air could be used to block sound from reaching the Master’s chamber, or an invisible shugenja could put the Lost to sleep with Wind-Born Slumbers, allowing them to be quickly and silently killed.      

The Inner Chamber: Final Battle

Beyond the antechamber, the archway leads to a vast open domed chamber, a sort of indoor amphitheatre.  There are many holes in the roof and rubble scattered across the floor where bits of the ceiling landed and shattered.  A wide ramp circles down to the floor of the chamber, about 100 feet down, where a huge glowing golden pearl, the size of a man’s head, rests on a dais carved to resemble a huge coiled snake.  The crumbling, flaking walls show the remains of the sinuous Naga writing.  

Two-Tail spends most of his time here, studying the golden pearl (a relic of the Naga civilization) and trying to find a way of tapping into its power.  His most loyal servant, Yamiko, is normally here with him, waiting on his demands.  Two-Tail is in a bad mood – the excavation has so far failed to uncover any Naga eggs – and his inability to control the power of the giant pearl has made him more angry yet.

If the PCs come here during the day when the other Lost are absent, or if they come at night but manage not to raise the alarm, Two-Tail will be engrossed in his research, and the PCs will witness the following scene: 

Beside the huge golden pearl is a monstrous abomination. It is twelve feet tall, with the torso of a well-muscled man atop a giant split snake’s tail, the two tails each ending in bulbous rattles.  A third arm sprouts out of the creature’s chest, an arm covered in red scales and with wickedly serrated claws, in contrast to the less monstrous arms on its shoulders.  The creatures head is framed by a hood, as if from a cobra, and a swollen, yellow eye gazes from the middle of its forehead, above two more normal eyes.  It is slowly circling the great golden pearl, reaching out with all three hands as though to caress it, but then snatching them back with hisses of discomfort.

. 

Standing near the creature is what appears to be a human woman dressed in a dirty, ragged kimono that is slit up the sides in a grotesquely immodest way.  Her skin is chalk pale, and her long black hair, bound in a maiden’s foxtail, has a dull and lifeless tone. Her eyes are glowing pits of green fire. 

· If the PCs arrive after the alarm has been sounded, Two-Tail is waiting for them.  Both he and Yamiko hit the PCs with their magic the moment they come through the archway, before Initiative is rolled.  (If the PCs take precautions and enter the chamber cautiously or in an aggressive “combat mode,” they will be able to roll Initiative normally.)  

Regardless, the PCs are looking at a tough fight if they confront Two-Tail and Yamiko.  

· The ramp that circles down to the floor is 100 feet long – a PC on normal movement will thus typically take about three rounds to get to the bottom, although a running PC can do it in one round.  

· A PC can jump down from one level of the ramp to the level below, shortening the travel time by one round per jump – thus two jumps will get the PC right to the bottom.  Each jump will require a roll of Agility/Athletics (Jumping) at TN 25 to avoid taking 2k2 damage.  

Two-Tail and Yamiko are formidable opponents, with extensive selections of spells and abilities which they will use to optimal effect.  Two-tail will not hesitate to rip the PCs to shreds with his oni arm if he must.  Neither combatant will give up or retreat.  

Yamiko was killed by arrows before (her Shadowlands Power allowed her to return as an undead abomination), so Two-Tail has gifted her with a pearl amulet which triggers with the spell Aura of Flame the moment an arrow is fired at her.  

Victory?

If the PCs defeat both of these enemies, a momentary hush falls on the vast chamber.  The PCs look around to see several of the Lost, newly arrived, staring down at the twitching corpse of Two-Tail.  The Lost are overcome with terror at the defeat of “the Master.”  Wailing in despair, they flee the building and the city, leaving the PCs victorious.  

In the aftermath of this moment, the PCs become conscious of a strange presence in the air, the feeling of something watching them.  Any PC with the cert “Minor Gift of Prophecy” or an Inner Gift of appropriate type (Prophecy or Empathy are obvious examples) will see that a translucent golden Naga is coiled in the air above the great golden pearl in the chamber.  The Naga speaks directly into their mind.  “Thank you, human, for saving me from the abomination I have been trapped in for centuries. I may now return to the Akasha and rest. Moreover, you have probably saved dozens of my brothers and sisters from falling prey to the Foul. The Naga will always be grateful.”  The ghostly Naga fades from sight, and the sense of presence leaves the room, leaving behind a sense of warmth and safety.

If the PCs search Two-Tail’s body, they will find that the gray pearls he carried have crumbled into a dull, inert powder.  It is still Tainted but no longer contaminates with a touch.  

The giant golden pearl cannot be moved – it is bound to this place, and any attempt to relocate it will be futile.  Any PC with at least one full Rank of Taint who touches the pearl will suffer 1k1 Wounds of damage.

The Naga Arrive

If the PCs informed The Kosh of the danger to the Naga eggs, the Naga will arrive in Navikazin at a dramatically suitable moment. 

· If the PCs are in serious danger of losing the battle with Two-Tail and Yamiko – e.g. more than half the PCs are down or dead, and the GM judges that the remaining PCs probably cannot win the fight – seven Naga will come slithering into the chamber, lead by The Kosh, and unleash a barrage of arrows on Two-Tail.  This may not be enough to turn the tide of the fight but it should, if nothing else, allow the PCs a chance to retreat from a losing battle.

· If the PCs win the battle, the Kosh and his companions will arrive shortly after the end of the fight, when the Lost are fleeing through the city and Two-Tail’s soul is delivering its final message.    

Either way, if the fight ends in victory, The Kosh will thank the PCs for their effort and courage.  “You are noble humansss, like thossse the Mara told to usss in ancient timesss.  Take thisss pearl, token of our gratitude. If sssswallowed it will heal any ill, any injury save that causssed by the Foul.  Ussse it wisssely.”  The Naga presses his hands together before him and bows his head, the namaste, the Naga gesture of greetings, farewell, and respect.  One of the other Naga will volunteer to guide the PCs back to the edge of the Shinomen Forest.  

Conclusion

Whether or not the PCs meet the Naga one last time, as they approach the edge of the Shinomen Forest they will encounter a sizable patrol from the Shinomen Guard, dispatched by Moto Gahin to investigate what is happening.  They will take the PCs’ report and escort them the rest of the way out of the forest.

At the Shinomen Tower, Hoshi Karasu is waiting, along with a newly arrived squadron from the Jade Legion.   He listens to the PCs’ report and informs them that he and Moto Gahin have decided to relocate all the potentially Tainted villagers to a single village in Imperial lands where the Jade Magistrates can monitor them.  (If they were unable to destroy the gray pearl earlier, he also tells them that it has crumbled into dust.)  Karasu thanks the PCs for their vital service to the Empire, and promises to remember them well in the future.  

The Naga Pearl and Moto Gaheris

Some PCs may realize that the Naga Pearl which The Kosh gave them has the potential to cure Moto Gaheris.  This will have no effect if Gaheris was already healed by Hiroki, but if not, it can indeed cure him.  If they give the pearl over for this purpose, the following scene occurs: 

Moto Gaheris looks at you for a moment as if questioning whether you truly wish to give such a great gift to him.  Then he nods, bows, and swallows the golden pearl.  For a moment a look of intense pain crosses his face, then golden light spills from his eyes.  When it fades, a delighted smile crosses his face and he rises from the cushions where he was propped up.  The young Unicorn samurai and his father both visibly struggle to hold back tears and keep their face as they deeply to you.  Moto Gahin speaks: “You have my eternal gratitude.  If you ever need anything, do not hesitate to ask.”

The Tainted Pearl and Moto Gaheris 

If Gaheris was healed with Yogo Hiroki’s gray pearl, he will travel to Crab lands to be tested by the Kuni.  Once they confirm his Taint, he retires to join the Brotherhood of Shinsei, leaving his father Gahin without an heir.  

Epilogue: The Gathering Darkness

If the PCs defeated Two-Tail, this should be read to all the players once the adventure is over:

The Lost gather around the corpse of Two-Tail, stunned and bewildered.  “What will we do now?” one of them asks.  “Jigoku offers us no guidance.  Who will be our Master now?”  The corrupted warriors look at each other, confused and angry.  

Then a new figure appears among them, a lean warrior whose undead flesh clings to his skeleton.  His eyes blaze with unnatural vitality, and power radiates from him in waves.  His form seems to ripple and shift, and the tattered armor on his chest suddenly blazed with red light as the mon of the fallen Moto takes form.  

“I can offer you a master,” he says, in a voice that echoes through the great dome of the Naga city, tolling with doom.  “A master approved of Jigoku, far more worthy than this dead fool.”  He spurns the mutated Naga’s corpse with one foot.  “A master I serve willingly, for he offers us all we have ever wanted, all Jigoku has ever demanded, and does so willingly.  Follow me, and we shall trample the Empire, the world, beneath our feet.”

One by one, the Lost drop to their knees and prostrate themselves before Moto Yoshi.   

Rewards for Completing the Adventure 

At the end of the scenario, any PCs with Shadowlands Taint must make a Simple Earth roll with a TN of 5 + (5 x Taint Rank).  If the roll is failed, the PC acquires one additional point of Taint.  

Experience Points 

Playing the adventure:


1 XP

Good role-playing:


+1 XP

PCs prevent Gaheris from being 


healed with the gray pearl:

+1 XP

PCs defeat Two-Tail:


+2 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

If the PCs give the Naga Pearl to Moto Gaheris, healing him, they each gain 2 points of Honor for exemplifying the Virtue of Compassion, and gain Moto Gahin as a 7-point Ally (3 points Influence, 4 points Devotion).

If the PCs defeated Two-Tail, Hoshi Karasu and Moto Gahin talk them up in court as capable and noble samurai.  The PCs each gain 1 point of Glory. 

Appendix: NPCs and Enemies

Hoshi “the Crow” Karasu, Jade Magistrate

	FIRE 3
	  AIR 3

	
	Awareness 4

	EARTH 3
	WATER 4

	Willpower 4
	

	VOID 4


TN to be Hit: 15


School/Rank: Three Orders Tattooed Man 3

Honor/Glory/Status: 3.3/4.3/4.5

Skills: Athletics 3, Calligraphy 3, Courtier 3, Defense 2, Etiquette 4, Investigation (Notice, Search) 5, Jiujutsu 2, Lore (Shugenja) 3, Lore (Maho) 3, Lore (Law) 3, Shadowlands Lore 4, Medicine 3, Meditation (Zanjin, Void Recovery) 3, Staves 4.  

Mastery Abilities: Free Raise with any skill at Rank 5.  Adds +5 to TN of Social rolls made against him.  

Tattoos (may be used a number of times per day equal to Insight Rank, except where otherwise noted):
Arrowroot (heal self or another of 30 wounds. May heal self four times per day, when healing another take Wounds equal to half those healed), Crow (immune to Shadowlands Taint, Shadowlands beasts attack you first), Centipede (increase movement to Water x 100 for up to one full day, when deactivated you are effectively Out until rested for time run x2), Cloud (may cast Sense and Commune as a rank 3 shugenja, can see invisible spirits) 
Advantages/Disadvantages: Social Position (Jade Magistrate), Allies (Many), Fleet (Rank 2)

Equipment: Badge of office, traveling pack, bo staff, seven jade fingers, sumi-e kit.

Moto Gahin, Provincial Daimyo and Former Taisa in the Jade Legion

	FIRE 4
	  AIR 4

	Agility 5


	

	EARTH 4
	WATER 4

	Willpower 5
	Strength 5

	VOID 3


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

School/Rank: Moto Bushi 4

Honor/Glory/Status: 3.5/4.3/6.0 

Skills: Athletics 3, Courtier 3, Defense 5, Etiquette 3, Horsemanship 7, Hunting 3, Investigation (Notice) 3, Jiujutsu 2, Kenjutsu (Scimitar) 5, Lore (Unicorn) 3, Lore (Maho) 1, Shadowlands Lore 2, Yarijutsu 5. Heavy Weapons (Ono) 5. 

Mastery Abilities: Free Raise with any skill at Rank 5.  May enter Full Defense when Initiative is rolled.  Adds +5 to Opposed Social Skill rolls. 

Advantages/Disadvantages: Allies (Many), Gentry, Magic Resistance (1 rank), Leadership, Servants, Social Position (Daimyo), Wealth/Gaijin Name.

Equipment: Daisho set (scimitar in place of katana), light armor, Unicorn riding horse, traveling pack, 20 koku. 

Hiroki, formerly Yogo Hiroki, Repentant Tainted Shugenja

	FIRE 3
	  AIR 4

	Intelligence 4


	

	EARTH 3
	WATER 3

	
	Perception 4


Shadowlands Taint Rank: 3.4 

TN to be Hit: 24

School/Rank: Yogo Shugenja 3 

Yogo Shugenja Technique: Symbol spells count as Mastery Rank One for a Yogo shugenja. Learns a new Symbol spell at each School Rank.

Honor/Glory/Status: 1.5/0/na 

Skills: Calligraphy (Cipher) 3, Courtier 2, Deceit (Lying) 3, Defense 2, Etiquette 3, Investigation 2, Knives (Tanto) 3, Lore: History 3, Lore: Maho 4, Lore: Shadowlands 4, Meditation 4, Spellcraft (Maho) 3, Stealth 2, Theology 5. 

Spells: Hiroki has left his scrolls behind, and can only cast his three Innate spells: Symbol of Earth, Symbol of Fire, and Symbol of Water.

Advantages/Disadvantages: Dangerous Beauty/Tainted, Yogo Curse (discharged) 

Special Abilities: Unholy Stamina (may go without rest or sleep indefinitely).

Equipment: Kimono, robes, mask, gray pearl of healing.

Naga Asp Warrior 

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3 
	WATER 2 

	Stamina 4
	Strength 3

	AKASHA 2


[Wounds are treated as though Earth is 4 – benefit of Asp bloodline.]

TN to be Hit: 21


School/Rank: Naga Warrior 1


First Lesson: Drawing From the Deep. The Naga gains a number of Free Raises per day equal to his Akasha ring.  These may be used on any Athletics, Battle, Defense, Hunting, Jiujutsu, Kyujutus, Swordsmanship, or Spears roll.  Add a bonus equal to Akasha to all attack rolls.  

Skills: Athletics 3, Battle 2, Defense 3, Jiujutsu 3, Kyujutsu 5, Swordsmanship 4, Spears 4, Stealth 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with Kyujutsu and may subtract Kyujutsu rank from Wound penalties.
Equipment: Spear, bow with 40 arrows (20 normal, 20 armor-piercing). 

Ugulu no Oni

	FIRE 2
	  AIR 1

	Agility 4


	

	EARTH 6
	WATER 2

	
	Strength 8


TN to be Hit: 10

Attacks (two claw attacks): 6k4

Damage: 8k3

Carapace Armor: 5

Wounds: 24: +5; 48: +10; 72: +15; 96: Dead.


Special Abilities: Fear 3, Partial Invulnerability (half damage from mundane weapons, full damage only from jade, crystal, obsidian, or magic), Special Resistances (Ugulu no Oni is invulnerable to all arrows except armor-piercing arrows.  It is also unaffected by the spells Tempest of Air and Fury of Osana Wo).  
Generic Lost Bushi (Servants of Two-Tail)

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	


Shadowlands Taint Rank: 4.0

TN to be Hit: 24 (29 in light armor)


School/Rank: Daigotsu’s Legion 1

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

Honor/Glory: 0.0/1.0/0.0

Skills: Athletics (Swimming) 3, Deceit 2, Defense 2, Hunting 2, Investigation (Search) 2, Juijutsu 2, Kenjutsu (Katana) 3, Kyujutsu 2, Shadowlands Lore 1, Spears 3, Stealth 1.

Advantages/Disadvantages: Shadowlands Taint

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Unholy Stamina (may go without rest or sleep indefinitely). 

Equipment: Light armor, daisho set, ragged clothing, sandals, knife, yari, tainted gray pearl.
Yamiko (formerly Daidoji Yamiko), Undead Maho-Tsukai

	FIRE 2
	  AIR 4

	Intelligence 3


	Awareness 5

	EARTH 5
	WATER 3 

	
	


Shadowlands Taint Rank: 6.3

TN to be Hit: 26 

School/Rank: Otomo Courtier 1/Maho Tsukai 3 

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

Maho Tsukai Technique: While casting maho the caster may make a bonus or reduction to the roll by any amount that does not exceed the caster’s rank in Spellcraft (Maho). 

Honor/Glory/Status: 0/2.4 /na

Skills: Athletics 2, Calligraphy (Cipher) 3, Courtier (Manipulation) 3, Deceit (Intimidation) 3, Defense 3, Etiquette (Bureaucracy) 3, Investigation 2, Knives (Tanto) 5, Lore (Law) 3, Lore (Maho) 4, Meditation 2, Spellcraft (Maho) 3, Stealth 2. 

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  May subtract Knives Skill rank from Wound penalties.

Spells: (Maho) Fear, No Pure Breaths, Obsidian Armor, Summon Undead Champion, Tomb of Earth.

Advantages/Disadvantages: Clear Thinker, Voice/ Small. 

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Unholy Stamina (may go without rest or sleep indefinitely), Unholy Vision (see clearly in darkness, smoke, or when magically blinded), Unearthly Regeneration (every minute recover Wounds equal to Taint rank).

Equipment: Kimono, knife, red pearl amulet (triggers with the spell Aura of Flame the moment an arrow is fired at her).  

Two-Tail, Tainted Naga Mastermind

	FIRE 4
	  AIR 5

	Intelligence 6


	

	EARTH 6
	WATER 5

	Willpower 8
	Strength 6

	AKASHA 0 


Shadowlands Taint Rank: 3.0

TN to be Hit: 31

Attack (oni claw): 9k4

Damage (oni claw): 7k3

Wounds Per Rank: 12

Carapace Armor: 3 (bypassed by jade or crystal)

School/Rank: Naga Jakla 3/Maho Tsukai 2

Naga Jakla Technique: A number of times per day equal to School Rank (3), Two-Tail may channel the elements through a pearl in a blast of elemental energy, generating a ranged attack.  Due to his Tainted nature, this is less effective than it would be for a pure Jakla, however.  He rolls Ring/School Rank for the attack, and the DR is a number of kept dice equal to 1 less than his Rank in the Element.  This attack does not count as a spell for the day and may use any Ring except Earth.  

Maho Tsukai Technique: While casting maho the caster may make a bonus or reduction to the roll by any amount that does not exceed the caster’s rank in Spellcraft (Maho). 

Skills: Anatomy (Nonhuman Anatomy, Torture) 5, Artisan: Pearl Carving 5, Calligraphy (Cipher) 5, Defense 3, Juijutsu 5, Knives 4, Lore: Pearl Magic 5, Lore: Maho 5, Lore: Shadowlands 7, Meditation 7, Theology (Moksha) 4.

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  May subtract Jiujutsu skill from Wound penalties when fighting with oni claw. 

Spells: (Maho) Blood Command, Drain Soul, Obsidian Armor, (Pearl Magic – function like normal spells of the same name, but cast in one action regardless of Mastery Level) Aura of Flame, Hands of Jurojin, Know the Mind, Regrow the Wound, Silent Waters, Sympathetic Energies, Wind-Borne Slumbers.

Advantages/Disadvantages: Abomination, Amphibious, Rattler (in combat Two-Tail generates a Fear effect of 3), Fear Resistant (Two-Tail may ignore Fear effects of level 4 or less)/Driven (to gain the power of the Taint), Shadowlands Taint.

Special Abilities: Unholy Stamina (may go without rest or sleep indefinitely).

Equipment: Maho scrolls, pouch of gray pearls (including spell pearls).

Appendix #2: Maho Spells

Maho spells are cast by rolling dice equal to the caster’s (Ring + Lore: Maho), and keeping dice equal to the caster’s Ring.  The TN to cast the spell is equal to (10 + 5 x Mastery Rank) and the caster must spill Wounds in blood (their own or another’s) equal to twice the spell’s Mastery level.  Casters may take Free Raises for each additional amount of blood (equal to twice the Mastery level) which they spill.  The caster gains a number of points of Taint equal to the difference between the TN and the actual roll. 

Casting time is equal to the spell’s Mastery level in rounds.  This can be reduced with Raises, just like normal magic.   

Blood Command (Mastery Rank 2)

Element: Earth

Duration: 1 hour

Area of Effect: 1 target person/creature

Range: 50’

Make an Opposed Earth roll with the target.  This may be done once per round (as a Free Action) for the duration of the spell.  If the target wins, he feels only a faint churning in the gut.  If the caster wins, the target is wracked with crippling pain, and suffers penalties to all Skill, Trait, and Ring rolls equal to the difference between his roll and the caster’s roll.

Drain Soul (Mastery Rank 1)

Element: Earth

Duration: 5 minutes

Area of Effect: 1 target person/creature (+1 target per Raise)

Range: 10’

The target’s Stamina is reduced by 1 Rank for the duration of this spell.  This cannot reduce Stamina below 1.

Fear (Mastery Rank 2)

Element: Maho, Air

Duration: One month


Area of Effect: 1 target

Range: 10’

The target becomes absolutely terrified of something of the caster’s choosing.  The chosen object has a Fear rating of 4 for the victim.  The caster cannot choose something vital to life (such as air or skin), but anything else is fair game.

Obsidian Armor (Mastery Rank 3)

Element: Maho, Earth

Duration: 10 rounds

Area of Effect: 1 target

Range: Touch

This spell protects the caster from Taint-targeting spells and effects – Jade Strike, Rest my Brother, etc.  The first such effect to strike the caster is dispersed without effect.  This removes the Obsidian Armor.  

No Pure Breaths (Mastery Rank 4)

Element: Maho, Air

Duration: Instant 

Area of Effect: 1 target

Range: 300’

The air in the taget’s lungs becomes Tainted and explodes violently out of the body.  This inflicts damage with a DR equal to the caster’s Air Ring.  The target suffers a +10 TN penalty until magically healed, due to ravaged and agonized lungs.  The caster may Raise for more targets, at the rate of 1 target per 2 Raises.

Summon Undead Champion (Mastery Rank 1)

Element: Maho, Earth

Duration: Permanent

Area of Effect: Dead body

Range: Touch

This spell creates and animates an undead creature from an available corpse, the undead taking the form of a zombie or skeleton depending on what is available.  (In this case it will create a skeleton from the bones built into the hut.)  The undead creature is mentally controlled by the caster as long as it stays within 25’.  The caster may Raise to create additional Undead Champions, at the rate of one per Raise.  

Tomb of Earth (Mastery Rank 3)

Element: Earth

Duration: Variable

Area of Effect: 1 target person/creature

Range: 100’

An inversion of Tomb of Jade, this spell turns the target to stone.  Each round, the target must resist the spell with his Simple Air against the caster’s Simple Earth.  If he wins the roll, the spell’s effects end.  If he loses the roll, he takes 2k2 damage and is held immobile as he slowly turns to stone.  Targets killed with this spell are turned completely to stone, and crumble into dust in 1-10 days.  Victims who survive the spell may heal normally.

Fall Before the Master
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