Border Conflict

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

by Adam Thomas-Brashier 

and Rob Hobart

You have been sent to Lion lands to participate in a religious festival, but troubles erupt between peasants and samurai.  Now it is up to you to determine who or what is causing the unrest.

Adventure Summary and Background

Last autumn, the Dragon and Crane clans joined forces to arrange for a new shrine to Inari, the Fortune of Rice, to be built near the southern border of Dragon lands.  The Lion Clan viewed this as a provocation, particularly given that their lands suffered a peasant revolt last year due to drought and food shortages.  The Lion have decided to construct a shrine of their own on their northern border, symbolically placing it in the Kintani Valley, formerly home to the now-annihilated Crane vassal family of the Tsume.    

Unfortunately, the Kintani Valley is an ill-governed place.  For the last two years, its governor, Matsu Toshu, and the local Clan magistrate Kitsu Shioneru have joined forces to extort high taxes from the local peasants, skimming off the excess to enrich themselves. Toshu sets the tax levels high enough to allow a good profit in addition to meeting the province’s obligations, while Shioneru uses his influence and reports to conceal the higher tax burden from Lion and Imperial authorities.  The two of them secretly smuggle the excess rice to agents of the Daidoji Trading Council and keep the money themselves.  

Their scheme has worked fairly well, but has recently run into trouble: a mysterious figure known as “Kougi,” apparently a ronin bandit, has been disrupting the tax collections and even encouraging disobedience and rebellion among the local peasants.  Kougi – his name means “justice” – raids the tax caravans and tells the peasants they should resist the illegal oppression of Toshu and Shioneru.  As conditions have worsened, a few peasants have begun taking him at his word, fleeing into the nearby forest and setting up a rebel camp there.

Shioneru’s attempts to capture Kougi and the rebels have met with utter failure, not least because Shioneru is a political appointee, not particularly skilled as an investigator.  The real source of Kougi’s amazing ability to avoid detection, however, is his identity – he is actually Mirumoto Jinto, the commander of the local Imperial garrison.

Jinto has been posted to this tiny garrison throughout the period of Shioneru and Toshu’s plot, and his ashigaru soldiers escort the district’s tax collections.  He noticed some time ago that more taxes were being collected than was being reported to the Emerald Magistrates, but lacked the political power or influence to do anything about it.  As a Dragon, Jinto is a bitter enemy of the Lion and saw this improper taxation as further proof of their dishonor and perfidy.  Unable to address the problem through legitimate channels, Jinto instead created the “Kougi” identity to take action on his own, striking out at the Lion and trying to rouse the peasants to action.  Thus far, he has managed to keep his “Kougi” persona a secret, and the message of resistance he teaches has been spreading across the region.  With war looming between Dragon and Lion, this has only further increased the tensions in the area.

Recently, however, the peasant rebellion has grown beyond Jinto’s ability to control it.  An attack on a group of tax collectors while Jinto himself was guarding them resulted in the death of two of his ashigaru troops. He has begun to have second thoughts about his plan.  Unfortunately for him, others in the area – specifically the Scorpion – are in favor of further rebellion in hopes of provoking a Lion attack across the border.  Dragon and Lion armies are massing in the area, and a peasant rebellion would be just the thing to provide the final spark, especially if it persuades the Lion to strike first.  Scorpion agents are in the area as well, looking for a chance to provoke violence or spread blame that will encourage a Lion attack on the Dragon.

When the PCs arrive, Shioneru and Toshu will both seek their help to investigate Kougi.  The bandit’s ability to evade capture has made both of them believe there is a traitor within their organization (which is true), and the other is in fact that traitor (which is not).  Each believes that the other is using a ronin cat’s-paw to increase their own share of the skimmed-off taxed grain at the expense of the other.

Player’s Introduction

The adventure begins as the PCs are approaching the Kintani Valley and its main town, Chikuzen (once known as “Kyotei town” when the valley was controlled by the Crane).  It is a large and reasonably prosperous village located at the head of the valley.  The PCs have been sent here to participate in a festival to dedicate the new Shrine to Inari, the Fortune of Rice, which the Lion Clan has built in the valley.  If any of the PCs are shugenja, they have been invited to participate in the dedication ritual.  Otherwise, the PCs are here as representatives of their daimyo, bearing diplomatic messages of goodwill and gifts in honor of the new shrine.  

· If any of the PCs are ronin, they are coming at Matsu Toshu’s behest.  He has hired them to either participate in the temple’s sanctification (if they are shugenja) or to provide security for the festival (if they are bushi).  Toshu has been forced to look beyond the Kintani Valley for ronin to hire, since his magistrate Shioneru’s “scorched earth” policy toward ronin has driven all the local wave-men out of the area.  All Ronin PCs will have received a letter promising them employment.  

PCs who are Dragon or Crane will be aware that this shrine to Inari is a deliberate response to their own Clans’ efforts to sponsor and construct a far larger shrine across the border in Dragon lands – other PCs may become aware of this through the local gossip (see “News and Gossip” in Part One below).   

The PCs have traveled together for at least a day or so, and should have had the chance to meet and get to know one another before the adventure begins.  The GM should encourage them to introduce themselves and role-play a bit before the adventure begins with their arrival at Chikuzen:  

Late-spring rains shroud the rugged hills – almost low mountains – which surround the long, winding Kintani Valley, the most prosperous lands of the Lion Clan’s northern territories.  A large stream, almost a river, runs down the valley, swollen by rainfall.  You can see the huts of several small farming villages dotting the valley’s floor.  Closer at hand, the merchant road you are following leads to a medium-sized town, Chikuzen, clearly home to over a thousand people.  Above the town, perched on a rocky crag which projects out from the hills, you can see the shell of a castle, burnt timbers rising from the remnants of a stone foundation.  

Your journey here has been generally unpleasant, for the rains have been heavy and repeated.  The weather seems to be clearing at last, however, and late morning sunshine is peeking through the clouds as the last of the rain drifts over the hills.  On the far side of the town, within the valley proper, you can make out a large new building, evidently the shrine to Inari which is your reason for visiting.  

Any Crane PC will know that the Kintani Valley was home to the Tsume vassal family for hundreds of years before the Lion overran it and expunged the Tsume during the War of Bleeding Flowers four decades ago.  Other PCs will also know this if they roll Intelligence/Lore: History at TN 20.  Any PC, regardless of Clan, who makes TN 30 or better on Lore: History (or Lore: Lion) will know that once, long ago, the ruin above the village was Shiro Kyotei, a Lion castle conquered by the Tsume family in the 10th century.  The Tsume wiped out the Lion vassal family who held the castle, and when the Lion finally retook the valley in the War of Bleeding Flowers, they burned the castle to the ground.  

Any PC who rolls Intelligence/Commerce will know that the Kintani Valley is highly productive and, since its recapture, has been a key part of the Lion Clan’s rice production and distribution.  Due to the village’s importance to the overall tax production of the region, an Imperial officer with ashigaru is traditionally posted here to help collect and protect the taxes.  

Chikuzen

The town of Chikuzen is a major regional center for administration and commerce, and draws traffic and activity from miles around.  While the PCs will be largely occupied during their visit with the activities of Jinto/Kougi, Shosuro Kotone, and the corrupt Lion, they may have an opportunity to explore the town, particularly during the evenings.  

The most prominent buildings in the town are the governor’s mansion, the magistrate’s office, and the barracks of the tiny Imperial “garrison.”  Chikuzen also boasts a large marketplace in the center of town, a single decent-quality inn (the Inn of the Bridge), and two high-quality geisha houses (the Chrysanthemum House and the House of Nine Stars).  Within the town are two small shrines, each tended by a pair of monks – they are dedicated to Matsu and to the Seven Fortunes, respectively.  Both are noticeably outshone by the new shrine to Inari beyond the town’s borders.  

PCs may wish to stay at the Inn of the Bridge rather than as Matsu Toshu’s guests.  (Toshu does not mind having to support fewer samurai on his personal coin, and will not object.)  The Inn of the Bridge is, as its name suggests, placed at one end of the small wooden bridge that crosses the stream running through Chikuzen.  The inn is maintained by a surprisingly young married couple, Reso and Nesuke, both nineteen years of age.  Reso inherited the inn from his father, Ejisu, who passed away over the winter.  He is trying hard to maintain the inn’s reputation, built up by his father and grandfather, as a respectable and pleasant place of business.  Fortunately, Nesuke is a sensible young woman with a good head for business, and quietly steers her slightly panicked husband down the proper path.

· Other notable individuals staying at the Inn include a middle-aged Scorpion shugenja, Soshi Takano, a young Dragon nobleman named Tonbo Hikaru and his bodyguard, Tonbo Ketsuto; and a friendly, outspoken Phoenix shugenja named Isawa Joruji.  Information on these samurai can be found under “Other Samurai in Town” in “Part One: Meeting the Locals.” 

A traveling commoner entertainer called the Candyman is also residing at the inn, sleeping in its stable – he has come to the town to take advantage of the festival atmosphere and hopefully make a few koku. PCs may have previously encountered him in the adventures “Uncertainty” and “A Day’s Sail.”  He dresses in a plain and slightly baggy kimono and hakama, but makes up for his mundane clothing with a ready smile and a great deal of charisma. He has a small wheeled cart containing various props and tools for his street performances (umbrellas, balls, tops, paper for origami, flutes and drums, and so forth). It also contains a small firepot with which he keeps a tray of sugar candy warm. His main trick, and the one which gives him his name, is to spontaneously create small edible sculptures (such as mice, birds, and butterflies) from the wax-like sugar candy and hand them out to the audience.  Other performances include juggling, various prestidigitation “magic tricks,” spontaneous origami, music, etc., all accompanied by an entertaining act and patter.

The Candyman is a friendly and personable fellow, but makes a point of being evasive about his past, substituting jokes about how far he has traveled, how sore his feet are, the holes in his sandals, etc., rather than answering any questions up front.  In actual fact, the Candyman is an eta who has escaped his caste by adopting the life of a traveling entertainer.  

Although he will not talk about his own past, the Candyman tends to be very knowledgeable about local events – he talks with everyone, after all.  If the PCs make a few small donations, he will be happy to answer their questions.  See “News and Gossip” in Part Two: Investigations below for the information he has.

Arrival in Town: Civil Unrest

Immediately after the PCs arrive in Chikuzen, and before they have the chance to visit the governor or take rooms at the inn, the following incident occurs: 

As you enter Chikuzen, the apparent peace and quiet of the village is shattered by shouts and cries of anger coming from the center of town.  You see a large, angry crowd of peasants, facing off against what appears to be a small group of ashigaru or budoka.  The warriors are led by a lone samurai in the elaborate green and gold uniform of the Imperial legions, his face concealed beneath a war-mempo.  He stands in front of the soldiers, shouting to the crowd.

The samurai is Mirumoto Jinto, the Imperial gunso assigned to Chikuzen, and the four men behind him are his remaining ashigaru (two others were killed in a bandit raid during tax collection three days ago).  A roll of Perception/Lore: Heraldry at TN 15 identifies the Mirumoto family and school mons on Jinto’s armor.

As the PCs get closer, they are able to make out Jinto’s words: “This tax increase is necessary to recover the expense of building the new shrine!  The Fortune’s favor will bless us all, and these taxes will be returned to you and more in time!  The governor has spoken!” The crowd answers with an angry rumble, occasional shouts of fury bursting forth, and presses forward before recoiling from the lowered spear-points of the ashigaru. Jinto looks around with an expression of mingled frustration and sadness while the crowd gets louder yet, and one or two rocks sail out of the mass of people to bounce off the ashigaru’s broad-brimmed helmets.  It should be clearly evident to the PCs that violence is imminent.

The PCs may decide to stay out of this incident, in which case Jinto finally draws his swords and stands in front of his men.  “If you do not cease this, your lives will be forfeit!” he cries.  PCs who roll Awareness/Investigation at TN 20 can tell from his behavior that he is very upset at having to take this action.  Eventually, if the PCs still do nothing, Jinto will cuts down two of the peasants. The remainder lose their nerve and scatter, with some of them fleeing into the forests to join the rebels.   

If the PCs do intervene, they can resolve this scene through violence of their own, through diplomacy or intimidation, or anything in between.  (If the PCs attack first without trying other methods, however, Jinto, as Kougi, will not contact them to discuss the rebellion later.)

A non-violent response can be handled in a number of ways.  PCs confront the crowd should role-play an appropriate speech.  Those who attempt to calm the crowd or show sympathy should roll Awareness/Etiquette (Sincerity) at TN 25 or Awareness/Storytelling (Oratory) at TN 20.  PCs who try to threaten or browbeat the crowd into submission should roll Willpower/Deceit (Intimidation) at TN 20. 

· The GM should award a Free Raise for good role-playing and/or compelling arguments.  The crowd will respond particularly well to appeals to their piety, or invocations of Inari – such speeches get an additional Free Raise.  

If anyone in the party makes the roll, the crowd disperses, muttering but temporarily pacified.  PCs who took a merciful and compassionate approach could potentially earn 1 point of Honor at the GM’s discretion. If the PCs all fail, however, the crowd will attack.

If the confrontation descends into violence, whether through failed Social rolls or simple aggression on the PCs’ part, each PC will face two enraged peasants (similar numbers will engage the ashigaru and Jinto).   These are merely peasants, however, and they will flee after just three of them are reduced to Down, Out, or Dead.  As before, the peasants will scatter and some of them will flee into the forests to join the rebels.  Settling the matter through violence earns the PCs 1 point of Glory, but any PC who feels strongly about protecting the lower classes should lose 1 point of Honor for participating in such an act.  

Aftermath of the Riot

After the riot is resolved (one way or the other), Mirumoto Jinto steps forward and greets the PCs.  “I am Mirumoito Jinto of the Imperial Legions, assigned to command the humble Imperial presence here in the Kintani Valley,” he says with a bow.  If the PCs intervened in any way, he offers them thanks for their assistance.  If the riot resulted in bloodshed, Jinto leaves the matter there, but if the PCs were able to prevent or avoid a fight, he compliments them on their delicacy and tact.  “Peasants are valuable resources, and it would have been most unfortunate if we had been forced to kill some of them,” he explains.  He will also show gratitude if the PCs take action to treat injured peasants or ashigaru after the riot.  Regardless, Jinto does not remove his mask.  

The PCs will undoubtedly have questions about what just happened, but Jinto demurs from offering any explanations.  “It would be best to allow Governor Matsu Toshu-sama to explain the situation,” he says, his voice carefully without inflection.  If the PCs express a strong wish to speak with him further, he will explain that he is on-duty but can speak with them in the evening if they truly wish to do so.

Regardless, Jinto can direct the PCs to the Inn of the Bridge if they need a place to stay, or to the Governor’s Residence if they wish to pay their respects. He himself will go to the Governor’s Residence immediately after this incident to report .

Part One: Meeting the Locals

Once the PCs have dealt with the riot (one way or the other), they will be free to explore Chikuzen and speak with whoever they wish.  Most PCs should be aware that, as guests of the local governor, they are expected to pay their respects soon after their arrival.  If not, they can remember this with a roll of Intelligence/Etiquette at TN 15.

The Governor’s Residence

The governor’s residence is a large, expensively decorated dwelling on a sculpted and terraced slope to the south of the village, near the forest.  Sprawling gardens cover the grounds below the main building, and a mountain stream has been diverted to send artfully sculpted trickles of water through and around the manicured rocks and plants before flowing down to join the larger stream that runs through the town.  A low wall surrounds the residence and a Lion bushi stands guard at the gates.  He will summon a servant to take the PCs’ chops, and all Clan/Imperial PCs will be admitted after a few minutes.  Ronin PCs will get to cool their heels until later (see below).

Inside the residence, it is clear that Matsu Toshu’s position as Governor has been extremely good to him. Elegant artwork is displayed in every room, albeit with restraint and taste, and every visible item, from the furnishings to the tatami mats on the floor, is of the highest quality.  

When the PCs come to visit, they will be shown into a large central hall, the walls of immaculate white paper. Here they meet Matsu Toshu and Kitsu Shioneru.  Toshu is a large man with a fine golden kimono, his hair tied back in a strict samurai topknot.  Shioneru is a shorter, slimmer man with gold-dyed hair and a pinched, angry expression.  His left leg is twisted and he carries a wooden cane.  When the PCs arrive he is showing Toshu a scroll with a map of the Kintani Valley.  PCs who roll Perception/Lore: Heraldry or Lore: Law at TN 20 recognize that he is a Clan magistrate.

· If the PCs arrive immediately after the riot in the town, Mirumoto Jinto will accompany them.  He will cross the room, bow, and deliver a whispered report to the two Lions.  They listen to the report, nodding and grunting occasionally, while studying the PCs.  When Jinto finishes, Matsu Toshu briefly responds in the same low tones.  Jinto bows and departs.  

Toshu will rise and welcome the PCs to Chikuzen.  “Noble samurai, you are most welcome to my humble village.  Mirumoto Jinto-san has told me of your worthy deeds in suppressing the unfortunate incident in town.  It would seem your presence carries the blessings of the Fortunes.  Please allow me to introduce Kitsu Shioneru-san, magistrate of the Lion Clan.”  Shioneru offers the PCs a careful bow while leaning heavily on his cane.  

Toshu will explain that the dedication of the new Shrine to Inari will take place in five days, and invites the PCs to be his guests at the preliminary celebrations, starting with the feast to be held at his residence this evening.

With those pleasantries out of the way, Toshu will return to the topic of the local unrest. He will bring up the topic even if the PCs do not ask about it, while apologizing for the poor welcome the PCs received in his village.  Perceptive PCs should realize this is a little unusual, since more typically, samurai prefer to ignore such embarrassing incidents.  “The peasants have been resisting paying their legitimate taxes,” Toshu explains with a scowl. “The harvest has been poor, with too much rain last year and the drought the year before.  But they would be behaving properly if it were not for this ronin bandit ‘Kougi’ who has been plaguing us.  He has disrupted our tax collections and encouraged the locals in their intransigence.  My magistrate’s effort to capture him have been in vain – in fact, recently the man even murdered two of Mirumoto Jinto-san’s ashigaru.”  Any PC who listens to this speech and rolls Awareness/Investigation (Interrogation) at TN 20 will pick up a tone of hostility and suspicion from Toshu toward Shioneru.

Regardless of what the PCs say, Kitsu Shioneru will quickly step into the conversation to defend himself.  “Preparations for the festival and consecration of the new shrine have taken up time and manpower I could have otherwise dedicate to apprehending this criminal,” he says in an icy tone.  PCs can again roll Awareness/Investigation (Interrogation) at TN 20 to detect a similar hostility and suspicion from Shioneru toward Toshu. 

“Perhaps these good samurai could assist you in this task, since they have already proven so helpful with the unrest in our fair village?” Toshu asks.  Shioneru looks uneasy but, caught by circumstance, will reluctantly agree.  

· The PCs can decline this task if they wish, although this will impede their options for the rest of the module. Toshu will be disappointed and Shioneru will seem relieved.

Assuming the PCs do agree to help with the investigation, Toshu will urge the PCs to try to locate Kougi before the shrine dedication ceremony.  “We would not wish to offer the murdering scum any chance to disrupt the festivities.”  He turns to Shioneru and commands, “Shioneru-san, I am sure you can offer these samurai the assistance of your knowledge.”  The magistrate nods, offering agreement, but PCs who roll Awareness/Investigation (Interrogation) at TN 20 can tell he is uneasy about the PCs’ involvement.

Shioneru will, somewhat defensively, share what he knows about Kougi:  

· The mysterious bandit first appeared in the province roughly a year ago.  He seems to be a skilled swordsman and horseman, since most of his raids are conducted from horseback.  Shioneru has put together a rough description of him from eyewitness reports – he is described as a tall, lean man, unarmored, equipped with swords and bow.  All the reports mention a livid scar on the left side of Kougi’s face.  

· Kougi has disrupted tax collections several times over the last two years, driving off the ashigaru sent to protect the Imperial tax collectors and stealing the rice.  The early attacks were made by Kougi alone but the most recent one was by a group.  This assault took place just three days ago, striking at a shipment of rice being brought to the governor, and resulted in the deaths of two of the ashigaru from the local Imperial garrison.  

· Shioneru’s yoriki have been picking up rumors from the peasants that Kougi is holding secret meetings with unhappy villagers to foment rebellion.  Whether this is true or not, it is indisputable that in the last few months several peasants have simply disappeared from their homes and farms.  Shioneru believes these men are now rebels.  He can identify their families for the PCs if they ask.

· Neither Shioneru nor Governor Toshu have any idea who Kougi really is.  They know his name means “Justice” and assume it is a pseudonym.

· Shioneru has placed a reward of 20 koku on Kougi’s head.  He and his yoriki have interrogated every ronin they could find in the village and the Kintani Valley, with no results.  Increased protection on the rice collections doesn’t seem to have had any effect, nor has sweeping through the forests.

Some PCs may wish to ask Toshu and Shioneru for more general information about the area (or about themselves). The Lion will answer any questions that seem pertinent to the investigation – other questions will be ignored or dismissed, and PCs who come across as rude or threatening will be ejected from the residence and the investigation, losing 3 points of Glory and largely ending their participation in the adventure.   

· Matsu Toshu has been governor for four years, succeeding from his father (who retired).  He appointed Shioneru as magistrate three years ago (the two men met in their youth during their training in the Matsu school). 

· They blame the peasant unrest on the bad fortune of the last two years – the drought two years ago and the heavy spring rains last year, both of which damaged the harvest and made it difficult for the peasants to meet their tax obligations. If the PCs ask why the taxes are still burdensome this year, they blame the war and the cost of the new shrine (which was mandated by their superiors in the Clan).  Under no circumstances will they say anything suggesting the true reason for the high taxes.

· If any of the PCs ask about Mirumoto Jinto, the two Lion shrug him off.  “He’s the local Imperial official – the Legions have kept men in the area ever since the War of Bleeding Flowers, though all they really do is collect taxes.”  They know little about Jinto, describing him as “dutiful, but a little soft, typically for a Dragon.”  They consider his “softness” to be exemplified by his hesitant reaction to the unrest in the village when the PCs arrived.  “Our own troops would have dealt with the problem more decisively – and may have to do so, if these disturbances continue.”  They can confirm that Jinto has been assigned to the Kintani Valley for five years, longer than Toshu has been governor. 

Once the PCs have finished speaking with Shioneru, Matsu Toshu will thank them again and dismiss them with a reminder that he expects them as his guests at dinner that evening.  

PCs who try to get a stronger “read” on Toshu and Shioneru’s attitudes after this conversation can roll Awareness/Investigation (Interrogation) at TN 25.  With a success, they sense a deep undercurrent of suspicion between the two Lion.

Ronin PCs

After the Clan/Imperial PCs meet with the governor, any ronin PCs will be invited in.  Matsu Toshu will brusquely offer them a job looking into Kougi and the associated peasant unrest.  He will explain that his own troops and Shioneru’s yoriki are busy with preparations for the shrine festival, and cannot spare resources to search for this “troublesome bandit.”  If the other PCs have already agreed to hunt for Kougi, he will suggest the ronin PCs work under them.

Toshu and Shioneru will supply the same basic information to ronin PCs but will do so in a much more abrupt and unfriendly manner, answering questions in the briefest and most uninformative manner possible.  They will direct the PC to seek additional information from Mirumoto Jinto.  “Our local Imperial Gunso is the man who has suffered the most from this bandit’s depredations, and he is known to be sympathetic to those of… lower station.”   

Other Samurai in Town

Aside from the Governor and his magistrate, there are a number of samurai at the Inn of the Bridge who the PCs can meet and socialize with if they wish.  

Soshi Takano is a senior shugenja from the Shosuro lands, a thin, narrow-faced old man with a shaven head and deep-sunken eyes.  PCs may have encountered him in the adventure “Winter Court: Shiro no Shosuro.”  Takano is a highly pious and spiritual old man, here to attend the dedication of the shrine to Inari, but he is also a dedicated Scorpion, and his other mission here is to learn more about the strife in the Kintani Valley and, if possible, find a way to blame it on the Dragon, thereby encouraging Lion aggression.  

Although Takano is trying to scrounge up as much information as possible about Kougi and the peasant unrest, he will never be so foolish as to ask about such things directly.  Instead, he will speak with PCs (especially pious PCs, shugenja, or fellow Scorpion) about the festival, the governor, and other mundane things, using such topics to try to draw out information. He will also use his Air magic to spy on everyone else at the Inn, including the PCs, allowing him to stay well-informed about everything that it happening.  

Takano finds Tonbo Hikaru’s behavior amusing, and will say as much to his fellow Clan-mates (if any Scorpion PCs are present).  “I imagine the young fellow thinks he’s being very clever, prodding the Lion in its lair,” he chuckles.      

Tonbo Hikaru is an up-and-coming nephew to the Tonbo family daimyo.  He comes across as an arrogant and supercilious young man, and deliberately needles any Lion samurai in his vicinity (without pushing over the line into direct insult). Hikaru is not as full of himself as he pretends to be, but finds it useful to appear to overestimate his own abilities.  He is trained as a shugenja, but is not here to sanctify the shrine of Inari – he will make a point of mentioning that he helped sanctify the shrine to the Fortune of Rice in Dragon lands a few weeks ago.  “Quite typical that the Lion would feel the need to emulate the piety of the Dragon Clan and our good friends of the Crane.”   

Hikaru will be quite interested in any stories of peasant unrest or hunger in the Kintani Valley.  He is already aware of the disturbance when the PCs arrived in town and will make a point of asking about it.  Given the chance, he will speak to any Crane PCs and discuss the fact that the Kintani Valley has long been known as one of the most fertile and prosperous territories in the Empire.  “It seems strange that the Kintani could be troubled with hunger, especially under efficient Lion management.”  

Tonbo Ketsuto is Hikaru’s bodyguard, a tough-looking bushi with narrow eyes and several duelist scars. If a PC (Lion or otherwise) should challenge Hikaru for his words, Ketsuto will fight on his charge’s behalf.  Duels will normally be to first blood, with the loser apologizing or otherwise making amends. 

Isawa Joruji is a heavy-set man with a broad smile and a taste for pretty women and crude jokes (although he avoids telling such jokes where anyone female or of higher rank might hear).  Joruji is an Earth shugenja and is here to help dedicate the shrine to Inari.  He avoids talking about politics or war, finding such topics boring and distressing.  PCs may have met him before in the adventure “Bloom of the White Orchid” and he will greet them in a friendly fashion. 

Mirumoto Jinto lives in a small residence adjacent to the barracks where his ashigaru are posted.  He is a lean, athletic man with a plain, unremarkable face and a traditional samurai topknot.  He holds the rank of nikutai (corporal) in the Imperial Legions, and has been posted to the Kintani Valley for five years. While on duty he always wears his Imperial armor and, outdoors, his war mempo, but he removes the mask when in his residence.  

If the PCs speak with Jinto (as opposed to meeting his “Kougi” persona, see Part Two below), he is quiet, dutiful, and cooperative.  He comes across as a very self-controlled and intelligent man, but the PCs will have difficulty perceiving his real opinions.  He will refrain from saying anything against Matsu Toshu or Kitsu Shioneru, claiming it is not his place to speak about his betters.  Likewise, he will carefully express no opinion on current Lion-Dragon relations, the wars in the Empire, or other such political hot topics.  “Those of the Imperial Legions are expected to hold above such things.”  

If the PCs ask Jinto about Kougi, he explains that he has not witnessed any of the man’s attacks himself – they have all targeted either Lion tax collectors, or tax caravans escorted by his ashigaru.  The earlier attacks all consisted of Kougi attacking alone, driving off or disabling the defenders and then carrying away the rice and grain which had been collected for taxes.  Kougi did not participate in the most recent attack, the one which killed two ashigaru, and Jinto expresses doubt as to whether he was involved in it at all. 

· If the PCs ask for more details about the recent attack, Jinto will oblige, recounting the tale as it was reported to him by the survivors.  “The attackers were peasant bandits, perhaps a dozen of them.  They caught the tax caravan while it was spread out along a road that runs beside a small lake, about four miles from here.  They attacked from the trees with arrows, killing one of the ashigaru immediately, before rushing down on the soldiers.  By all descriptions they were peasants armed with simple weapons, but they had the advantage of surprise and numbers.  None of them were killed.”  

· If the PCs ask to speak with the ashigaru who survived the attack, Jinto will direct them to the barracks (see Part Two: Investigations for details of what the ashigaru will say).

PCs who try to get more of a feel for Jinto’s views can make a Contested Roll of their Perception/Investigation (Interrogation) against his Awareness/Deceit (Lying) – with a success they can tell that he actually has a very low opinion of Toshu and Shioneru, and knows a great deal more than he is saying about what is happening in the Kintani Valley.  However, confronting him with accusations will not produce any results – he will simply stonewall the PCs, politely denying their accusations.      
News and Gossip

Many PCs will wish to catch up on the local rumors or the latest political gossip.  The Inn is a good place to do so, or the dinner and other festival events.  PCs who try to learn the latest juicy news about war and politics can pick up the following tales:

· War has erupted in the south between the Crane and the Crab, and rumor has it that Lion troops are assaulting the northern Crane territories in support of their Crab allies.  Many expect war to arrive in this part of the Empire soon as well, for Dragon daimyo Mirumoto Daikabe has made it clear that he expects to win vengeance for the War of Bleeding Flowers.   

· Miya Shikan, the Imperial Herald, has announced he will take a bride from the Phoenix Clan.  The Lion consider this a political victory, since they are allied with the Phoenix, while the Dragon are disappointed that Shikan did not choose a Crane wife instead.     

· There are rumors of imminent military conflict between the Unicorn and Phoenix, and possibly between the Unicorn and Scorpion as well. 

· The Mantis have been speaking in court on the importance of the Emperor naming an official heir from his remaining children.  Most regard this as a political gambit on their part, since the Emperor’s eldest surviving son, Hizatoru, has been raised by the Mantis and still lives on the Islands of Spice and Silk.

PCs who are hunting specifically for rumors about the activities of the mysterious “Kougi” will need to roll Awareness/Courtier (Gossip) at TN 20.  A PC who makes this roll can learn the following:

· None of the local gossips can provide any information on Kougi beyond what Kitsu Shioneru can offer (see above).  Kougi’s efforts to disrupt the rice collections do not seem to have greatly upset the province’s abilities to pay its taxes – there have been no visits from higher Lion or Imperial authorities.  Nevertheless, Governor Kitsu Toshu and his magistrate have clearly become frustrated with the situation since the raids began last year.

· A PC who makes TN 25 or better also hears a rumor that Matsu Toshu might be covering the province’s losses out of his own treasury to mask his inability to capture the ronin bandit.  

· A PC who makes TN 30 or better not only hears both of the above rumors, and also catches a story that Matsu Toshu and Kitsu Shioneru have been having fierce arguments with one another over the Kougi situation, each accusing the other of being somehow involved in the bandit’s attacks.  If the PCs try to trace this story back to its source, they can eventually ascertain that it came from one of the household guards at the governor’s residence.

If the PCs look for more information about Matsu Toshu, they can roll Awareness/Courtier (Gossip) at TN 15 to confirm that he has been governor for four years, since his father retired.  He is known to live quite well, although this is not surprising, since the Kintani Valley is one of the most productive regions in Lion territory.  He is known to be a regular patron at the local geisha house, the House of Nine Stars, and also takes frequent hunting trips into the valley forests.  Kitsu Shioneru usually accompanies him on these.

PCs seeking additional information on Kitsu Shioneru can roll Awareness/Courtier (Gossip) at TN 15 to learn that he was a yoriki for the previous governor’s magistrate.  After the old governor retired, Matsu Toshu ordered the magistrate to retire as well, and appointed Shioneru in his place.  He often accompanies the governor on hunting trips but does not visit the local geisha house.  He is not regarded as an especially effective magistrate, especially in the last year since Kougi became active.   

If the PCs look for rumors about Mirumoto Jinto, they can roll Awareness/Courtier (Gossip) at TN 15 to learn that Jinto is well-known as a dutiful and honorable man, who follows his orders to the letter.  He shows restraint in dealing with the peasants but has never hesitated to collect the taxes even during the worst of the drought two years ago.  His ashigaru troops regard him as a good man, but somewhat distant.

If the PCs look for rumors about peasant unrest, they can easily confirm (without need for a skill roll) that there is a high level of unrest in the area and several villagers have gone missing.  PCs who ask about the missing villagers can learn their names by rolling Awareness/Investigation at TN 20.

Some PCs may decide to seek information about Kougi or the tax problems among the less reputable elements of Chikuzen, mainly at the town’s two back-alley gambling houses.  This will require a roll of Awareness/Underworld at TN 20. With a success, the PCs can learn the following:

· Kougi has not made any contacts within Chikuzen’s limited criminal culture.  He simply appeared a little over a year ago, and attempts by local smugglers to make contact and arrange deals with him have been completely ignored.  He seems to be some kind of ideologue or iconoclast rather than a simple criminal.

· A PC who seeks underworld information about the taxes, or about criminal activity in the area, will hear a rumor that someone has been smuggling grain out of the Kintani Valley to merchants from other clans for several years, longer than Kougi has been operating in the area.  If the PC makes TN 25 or better, the rumor is specifically of Crane merchants operating in the area.  

· A PC who makes TN 30 or more hears all of the above, and also hears that a real peasant rebellion is brewing in the forest.  The runaway peasants are gathering there in growing numbers.  

If the PCs speak with the Candyman, he proves to be quite well-informed, and can share the following information:

· He knows there are peasant rebels in the forest, apparently inspired by Kougi’s actions, and they are growing in numbers.

· He knows Kougi has never killed anyone, but the rebels killed two ashigaru in their attack two days ago.

· He knows Mirumoto Jinto is a compassionate man and has clear sympathies for the suffering of the peasants.

· He knows the taxes in this region are some of the highest in the Empire.

· He knows Matsu Toshu lives a very luxurious lifestyle, even for the governor of a region as prosperous as the Kintani Valley.  Toshu visits the geisha house every week and goes hunting regularly in the forests, often accompanied by his magistrate Kitsu Shioneru.

Regardless of the method employed, hunting rumors takes two Rokugani hours.

Events in Chikuzen

The festival and dedication ceremony are scheduled to occur in five days.  The PCs have arrived enough in advance to participate in various smaller events that lead up to the main celebration, mainly feasts and religious ceremonies to honor the other Fortunes and kami before the community turns its full attention to Inari. Around sunset each night, the PCs will be socially obliged to attend these public social functions. These each last one to two Rokugani hours (two to four gaijin hours), and largely prevent the PCs from doing much investigating in the evening other than collecting gossip. 

On the first night, Matsu Toshu hosts a feast, with all the visiting samurai as guests (including the PCs, Soshi Takano, Tonbo Hikaru, etc).  Mirumoto Jinto and Shioneru’s two yoriki will also be present.  

· Tonbo Hikaru will use this dinner as an opportunity to carry forward with his campaign of needling and harassing any Lion present, in hopes of provoking a duel for his bodyguard to win.  Toshu and Shioneru will restrain themselves, but Lion PCs may have more difficulty, and by the end of the night one of Shioneru’s yoriki will be provoked into a duel to first blood (which he will lose, forcing him to apologize to Hikaru).

· PCs who watch Mirumoto Jinto will note that he does not approve of his fellow Dragon’s behavior.

· After dinner, Isawa Joruji will lead a pilgrimage to the local geisha house, the House of Nine Stars.  Hikaru, his bodyguard, and a couple of the local Lion will accompany him.  PCs may do so as well.  See “The House of Nine Stars” in Part Five for information on the geisha house and its madam.

On the second night, the monks who will be the caretakers for the new shrine arrive in Chikuzen.  Three elderly monks (two men and a woman) arrive in late afternoon and at sunset a formal welcoming ceremony is held for them at the shrine.  The ceremony is relatively short, and will leave the PCs free later in the evening (for example, if they are meeting with Kougi, see Part Three below).

· All of the NPCs will attend this event, and Hikaru will continue his attempts to provoke the Lion, at this point without further success unless a PC rises to the bait.  

· Soshi Takano will spend the rest of the evening in conversation with the monks – ruthless Scorpion he may be, but he is also a genuinely pious man and enjoys the company and conversation of monks.

On the third night, Matsu Toshu holds an open court in his residence, inviting local samurai and peasants to visit him and present their concerns and requests.  This proves to be nearly a disaster: most of the supplicants are peasants complaining about the high taxes, which slowly and surely begins to anger Toshu.

If the rebels successfully attacked a tax caravan which did not have a PC escort (see Part Two below), word of this incident will arrive one Rokugani hour into the open court.  Toshu is visibly infuriated by the news, and soon after, he finally loses his temper, cutting a peasant off in the middle of a sentence.  “ENOUGH!” he roars, surging to his feet.  The peasant prostrates himself in terror.  “Your taxes go to see that this province is secure, that the Lion Clan has the resources it needs to be prosperous and battle-ready, and that your spiritual needs are met!  Now OUT!  All of you!”  Attendees, peasant and samurai alike, scatter and disappear.  

· PCs who witness this display, but say nothing, gain 1 point of Honor for “ignoring the spectacle” if they are Honor Rank 2.9 or less.  

· Tonbo Hikaru will not be able to resist discussing this incident later that evening in the Inn, trying to place the worst possible light on Toshu’s behavior.

If the rebels did not attack, or attacked but were driven off, Toshu will manage to just barely keep his temper in check, and the court ends without incident.

During the fourth day, Matsu Toshu and Kitsu Shioneru will go on one of their “hunting trips” to sell their illegal tax receipts to a merchant caravan passing through the area (see Part Four for details).

On the fourth night, any shugenja PCs will be called upon to participate in the sanctification ceremony of the new temple.  They will join Soshi Takano, Isawa Joruji, and the three monks in performing a series of prayers to Inari, while Toshu, Shioneru, and the local samurai (including the other PCs) follow along.  Many of the local peasants will also accompany the ritual, praying to the Fortune.  For a PC participating in the ritual, it requires a Void/Theology (Fortunes) roll, TN 20.  Any PC who participates and fails to make the roll loses 1 point of Glory.

Part Two: Investigations 

Once the PCs begin actively looking into the bandit problems around Chikuzen, there are a number of different investigative routes they can take.  These sections outline the most likely avenues which the PCs might follow.

The PCs will be largely on their own during this investigation.  The Lion authorities claim to be completely taken up in the preparations for the upcoming festival (in reality, they simply do not trust each other enough to participate in the investigation).  The festival is scheduled to begin in five days’ time, so the PCs have that long to solve the problem before the peasant unrest culminates in catastrophe during the festival (see “Conclusions” for details).  

Talking to the Peasants from the Riot

This is generally only possible if the confrontation did not descend into violence (unless the PCs managed to capture one of the rioters alive).  Mirumoto Jinto knows the peasants of the village well enough to identify some of the farmers involved in the demonstration, and he will offer this information if the PCs ask. Otherwise, unless they have prisoners, the PCs will have to track down the peasants by rolling Perception/Investigation (Notice) at TN 20.

Any peasants who are questioned about the riot will immediately begin complaining about the oppressive taxes, with a lack of discretion unusual in peasants addressing samurai (this should be a warning about the unstable nature of the local situation).  None of the peasants will admit to knowing anything about the rebels, although they all seem to know about Kougi and to know that rebels exist “somewhere in the forests.”  

Most of the peasants are being honest – they do not know anything about Kougi or the rebels beyond rumor.  None of the villagers have seen Kougi in person, but some of them have found rice or grain left outside their houses at night, and they believe this came from him.   

If the protest at the beginning of the adventure ended in violence, all of the villagers who know anything about the rebels have fled the town.  If it did not end in violence, there are exactly two peasants remaining in Chikuzen who actually know where the rebels are located in the forest.  Identifying these two peasants will require thorough questioning of everyone involved in the disturbance (or simply of all the peasants in the village) followed by a roll of Awareness/Investigation (Interrogation) at TN 25 to figure out that these two peasants are hiding something.  

· If the PCs wish to learn where the rebel camp is, they must identify these two peasants and have them tortured.  Bribes or compassionate appeals will have no effect – the peasants are far too angry and desperate to listen to such appeals.  

· PCs will normally use Kitsu Shioneru’s torturer, but truly ruthless and dishonorable PCs could potentially decide to do the torture themselves.  Such a choice should result in both massive Honor loss and massive Infamy gain. 

· Regardless of their method, if the PCs torture one or both of these peasants, they will confess to knowledge of the growing rebellion, and can point the PCs toward the rebel camp.  They do not, however, know where Kougi is, and claim he does not actually lead the rebellion.  “Kougi has inspired us to stand up against starvation,” they declare.  

· If the PCs are unable to identify the peasants who know about the rebels, they may end up deciding to torture random peasants in search of information.  This could potentially get all sorts of false leads – some of the peasants might even wind up claiming to be Kougi themselves!  Shioneru’s eta torturer is experienced enough in his trade to identify such confessions for the false responses they are.  

Any use of torture, legitimate or not, will dissuade Jinto from approaching those PCs (see Part Three below), although if some of the PCs speak out against the use of torture he might approach them separately.  Further, if the PCs attempt to convict a peasant of being “Kougi” on the basis of a false confession, Jinto will quickly stage an appearance as Kougi to demonstrate the peasant’s innocence.  This embarrassing error will cost the relevant PCs 3 points of Glory.

Seeking out and questioning the peasants from the riot will take half a day, with another half-day for torture.  Questioning the entire village will take two days.

See Part Three for details of what happens if the PCs locate the rebel camp.

Investigating the Recent Attack

The PCs may wish to investigate the most recent attack in more detail, especially since it resulted in deaths.  

PCs who ask questions about this incident can confirm that it was the first instance in which multiple attackers were reported, and the first one which resulted in loss of life.  The surviving ashigaru will describe the attack in lurid detail, telling how the vicious, dirty rebels barraged them with arrows from the trees and then charged out to attack.  The attackers caught the tax caravan while it was spread out along a road that runs through the forest about four miles from Chikuzen.  

· The ashigaru will not make a point of mentioning the absence of a tall man with a scar on his face (Kougi), but if the PCs ask, they confirm that they did not see him during this attack.

If the PCs visit the site, they will find some evidence of the fight – broken arrows, old blood stains soaked into the ground, tracks from the tax caravan, etc.  However, actually tracking the rebels will not be possible – they took pains to obscure their tracks when they left.  

Shugenja PCs can Commune with the local Earth or Air spirits (there are no Water or Fire spirits in the area) and ask what happened here.  The spirits can confirm the story as told by the ashigaru – an initial assault with arrows followed by a melee charge, the death of two ashigaru, and the bandits carrying away much of the rice and grain from the caravan. The spirits will confirm the absence of Kougi, if the PC asks the right questions.  

Visiting and investigating the raid site will take half a day. 

Investigating the Earlier Attacks

Some PCs may wish to interview the witnesses to Kougi’s earlier attacks, the most recent of which took place last month.  These include both Jinto’s ashigaru and some of Matsu Toshu’s samurai.  Typically, the taxes are collected by Toshu’s men and then escorted to the governor’s residence by Jinto’s ashigaru, as representatives (however remote) of Imperial authority.   Later, some of Toshu’s men will escort the taxes when they are shipped to the Matsu family coffers or the Imperial treasury.  

Kougi has attacked both during the initial collection phase and the later escort phases.  His previous attacks have always been solo strikes, and he has disarmed, knocked down, wounded, or intimidated the guards rather than killing them outright.  All of the witnesses recall him as a tall, lean swordsman, dressed in dark clothing, his hair worn loose, with a very prominent and ugly scar on his face.  During some of the attacks he identified himself by name, as ‘Kougi,’ in a loud hoarse voice.   

All the witnesses confirm that Kougi was a skilled swordsman and his weapons seemed to be of high quality, in contrast with his grubby appearance.  

Speaking to the Families of the Rebels 

If the PCs paid attention and asked the right questions, they may be aware that some peasants have gone missing. They can learn the names and families of the missing peasants from Kitsu Shioneru, or by questioning on their own (as listed under “News and Gossip” in Part One).  

For the most part, these peasant families are fearful and ignorant.  Most of the rebels have been careful to keep their families in the dark.  A few have been careless, however.  Carefully questioning these families will allow a roll of Awareness/Investigation (Interrogation) at TN 25 to figure out which ones know something about the location of the rebels.  Much as with questioning the peasants from the riot, the PCs will have to use torture to get information from these peasants.  Gentler methods of persuasion (soft words, bribery, etc.) are not effective, since the PCs are attempting to capture these peasants’ missing husbands, brothers, and fathers.  

· As before, using torture on the peasants will alienate Jinto.

Thoroughly interviewing and torturing these peasants will take half a day.

Tracking the Fleeing Peasants

If the confrontation at the beginning of the adventure became violent, some of the survivors will have fled into the forest in hopes of joining the rebels.  Since they did not take precautions to cover their tracks, the PCs can potentially follow them and eventually find the rebel camp.

Following the peasants’ trail will require three successive Perception/Hunting (Tracking) rolls, all at TN 25, if performed on the first day.  Each roll represents one Rokugani hour’s worth of time.  Each day the PCs wait before following the trail will increase the TN by 5.  (Attempting to track at night adds another +10 to the TN.)  

If the PCs succeed in all three rolls, they will be able to locate the camp.  See Part Four for details of what can happen at that point.  

The Next Tax Collection

There is another tax being collected, ostensibly to finance the shrine to Inari, even as the PCs investigate (as Jinto’s speech to the peasants made clear). Matsu Toshu will send out some of his samurai and Jinto’s ashigaru to collect this tax on the day after the PCs’ arrival, and it will normally take them three days to collect all of it (they return with the taxes each evening). 

Clever PCs may think of escorting or guarding these tax caravans, or even of using them as bait to try to lure out Kougi or the rebels.  Naturally this will not work against Kougi, since Jinto is fully aware of what is going on and will not walk into such a trap.  However, the rebels are another matter.    

If the PCs visibly escort the tax collections, the rebels will not attack – they have no interest in fighting a large group of samurai.  If the PCs use some kind of disguise or deception, or escort the tax caravan from hiding, the rebels might attempt an attack.  The GM should adjudicate any PC plan to lure out an attack (especially if magic is involved), but in general, PCs will need to win Contested Rolls of an appropriate skill against the rebels’ Perception/Investigation (Notice). PCs who try to shadow the caravan from hiding would need to roll Agility/Stealth (Ambush), while PCs who disguise themselves will need to roll Awareness/Acting.  

If the rebels are fooled by the PCs, they will attack the caravan on the third day, using similar tactics as they did during the last raid: an opening volley of arrows, followed by a mass charge.  The rebels have been made more confident and bloodthirsty by their previous victory, and will not attempt to carry off the rice until they have driven off or killed the defenders.  On the other hand, once they realize they face real opposition, they will attempt to flee, typically as soon as either a PC identifies himself or herself as a Clan samurai, or two or more of the attackers fall.

If the PCs are careful, they might be able to capture one of the raiders alive.  Capturing and torturing a rebel in this fashion can help determine the location of the rebel camp.  (This is the only way to torture someone for information without losing Kougi’s potential help.)  Alternatively, if some of the rebels flee a losing battle, the PCs can track them back to their camp with two successive rolls of Perception/Hunting (Tracking) at TN 20.  These TNs will increase by 5 if the PCs come back at a later time, rather than following immediately.

· Accompanying the tax collection takes an entire day each day the PCs do so.

· If the PCs do not think of doing anything with the tax caravans, the rebels will attack (successfully) on the third day.

Part Three: A Meeting With Kougi

If at least some of the PCs have shown restraint and compassion in their dealings with the peasants – trying nonviolent methods of resolving the riot, avoiding torture against the villagers, and so forth – Mirumoto Jinto will consider them as potential allies in his crusade against the corruption of Matsu Toshu and Kitsu Shioneru.  On the second day they are in Chikuzen, the chosen PCs will find a mysterious note in their room.  

It will be impossible to intercept the placement of this note.  Questioning the local Earth, Air, or Fire spirits will learn that a “man in dark clothes” slipped in and planted it.  (The spirits can describe the facial scar if the PCs Raise for clarity.)

The note is depicted in Handout #1, and reads as follows:

Noble samurai,


I know you are looking for me, but I assure you, I am not the worst of the criminals that wander the streets of Chikuzen.  If you will meet me, alone and without informing Matsu Toshu, Kitsu Shioneru, Mirumoto Jinto, or any of the other local authorities, I will explain further.


There is an old abandoned village an hour’s walk into the forest, on the banks of the stream that runs through the village.  Meet me at the old Inn there, an hour before midnight, and we will talk further.  If you attempt some deceit or inform anyone but your companions, I will know of it and will not be there.  Do not fail me in this.  Lives and more depend on it.






Kougi

Jinto will keep an eye on the PCs and if they try to involve Toshu or Shioneru in the situation (or himself, obviously), he will not appear at the meeting place. Likewise, if any PCs go to the meeting who Jinto finds unacceptable (e.g. those who use violence or torture), he will not appear. 

PCs who take extreme measures of secrecy might be able to inform the Lion authorities without Jinto becoming aware of it – otherwise, assume he knows what the PCs are doing.  It will be impossible to requisition troops without Jinto’s knowledge.

The Ruins

The ruined village is located deep within the woods, and far away from the rebel camp.  It is a collection of rotten, half-collapsed buildings, their thatch roofs long since gone, many with trees growing through them.  The inn is still mostly intact, a two-story building whose windows and door stare at the PCs like vacant eyes.  A large hole gapes in the south-facing wall.  

The village was once a small logging and farming community, but was ravaged and abandoned after some long-ago war.  No one has lived here in at least seventy years.  

Meeting With ‘Kougi’

Jinto is waiting for the PCs in the rafters of the inn, in his “Kougi” disguise, almost thirty feet above the PCs.  He is positioned near gaps in the roof, allowing easy escape, and has pre-placed coiled ropes at two opposite corners of the roof to allow easy escape.  Unless the PCs climb up on the roof themselves, they will not be able to spot these escape routes beforehand.    

During the meeting, Jinto will remain in the rafters of the inn, generally out of sight of the PCs – they will be able to make out only a vague human shape in the darkness.  He is wearing his full Kougi disguise: a plain grubby brown kimono, a good-quality but unadorned daisho, his scar makeup, and unbound hair.  He speaks in a hoarse voice very different from his usual cultured tones.  If the PCs try to recognize him, through either voice or appearance (assuming they get a light on him), they must win a Contested Roll of their Perception/Investigation (Notice) against either his Awareness/Acting (Mimicry) (for his voice) or Awareness/Acting (Disguise) (for his appearance).  

Jinto’s purpose here is to try to persuade the PCs that the true danger to Chikuzen is the corrupt Lion authorities: Toshu and Shioneru.  He realizes, however, that the rebels are spinning out of control, and he is willing to help the PCs suppress the incipient rebellion as long as they do so mercifully and focus on the ringleaders.  He believes most of the rebels are simply desperate men and will become loyal peasants again once the corrupt Lion are dealt with.  Sample conversational gambits include:

· “Ask yourselves, samurai, why is the level of taxation in this land so high when this is among the most productive land in Lion territory?  Where is all this money going?  The Lion must squeeze their lands, yes, but are their taxes truly this high everywhere?  I do not think so.”  

· “I would be very curious to know if the scribes in Shiro Matsu are recording the same taxes as Governor Toshu is collecting here.  For that matter, I would be curious whether Governor Toshu’s own books record the same taxes as he collects.”

· “I am no thief, no bandit chieftain.  Every grain of rice I have taken will eventually find its way back into the mouths of the peasants who grew it.  I cannot stop corruption, but I can ease its pain.”

· “There are rumors in Chikuzen of Crane merchants passing through these lands.  What could they be purchasing, I wonder?”  

· “Yes, there are peasants hiding in the forest.  I did not start this rebellion, though I fear my example may have fanned its flames.”  

Jinto will try to offer the PCs a trade of sorts.  If they will investigate the governor and his magistrate, he will agree to tell them the location of the rebel camp.  However, he wants their word of honor that they will use mercy with the rebels, killing only the leaders and allowing the rest to return to their normal lives.  If the PCs are not willing to offer this pledge honestly (he is skilled enough to make to very difficult to deceive him) he will not tell them the location of the rebel camp, though he will still try to get them to investigate Toshu and Shioneru.

If the PCs do show interest in the Matsu governor and his magistrate, Jinto will try to nudge them more toward looking into the governor’s books.  He suspects the governor keeps two sets of books, one the “official” set he reports to his superiors, the other the true information.  However, he is quite certain this second set of books is not located in the governor’s residence.  (He will not tell the PCs why he is so certain.)  

If the PCs point out that the magistrate will likely have a set of ledgers as well, Jinto will agree, but admit that he has not been able to find any such ledgers.  

Jinto believes Toshu and Shioneru are both corrupt – he does not believe the governor would be able to get away with his corruption if the magistrate was not in on the deal.  

Ultimately, whether or not the PCs agree to his proposals, Jinto will wish them well and then slip through the hole in the roof, departing into the night.

Conflict?

Jinto will never voluntarily turn himself in or reveal his true identity.  If the PCs suggest that “Kougi” is doing more harm than good, he will reluctantly admit that his actions may have contributed to the growing rebellion, but insists the abuses of the Lion authorities left him no choice but to act.  He will pledge to halt his depredations the moment the two Lion are brought to justice, but until then, he has no intention of stopping.  

Some PCs may try to capture or kill Jinto, insisting on the primacy of the law or declaring the evil of his actions outweighs the good.  (Lion PCs are probably especially likely to do so, although they are also the least likely to be invited to this meeting in the first place.)  Jinto will never be willingly taken alive, and will fight to escape, to the very best of his ability.  However, he has no wish to kill needlessly, and will avoid killing the PCs unless it is the only way to survive and escape.  Given his capabilities compared to those of the PCs, he is unlikely to be captured.  If the PCs somehow manage to kill him, however, they can learn his true identity.

Part Four: Dealing With the Rebels

The PCs will most likely locate the rebel camp by questioning (that is, torturing) a peasant who knows the truth.  They may also be able to locate it by tracking the rebels from an attack on the tax caravan, by tracking peasants who fled the village, or by meeting with Jinto/Kougi and agreeing to investigate the corrupt Lions.

Clever PCs may also think of ways to use magic to locate the rebel camp.  For example, they could plant a familiar item in the tax caravan and then track it with The Ties That Bind after the rebels attack it.  Shugenja PCs with flying magic could also locate the camp by undertaking aerial reconnaissance of the Kintani Valley – this will take a full day but will allow them to roll Perception/Investigation (Notice) at TN 20 to spot the camp in the woods.

The Rebel Camp

Eventually, persistent PCs should find their way to the rebel camp in the woods, roughly four hours’ travel south-southeast from Chikuzen.  

If the PCs attempt to approach the rebel camp by stealth, either when they first locate the camp or as part of an assault, they must make Agility/Stealth (Sneaking) rolls, resisted by the rebel sentries on watch. Roll once for all the sentries using a collective Perception/Investigation (Notice) roll of 5k1+2.  

· If the PCs are successful, they can get within sight of the camp without being detected, allowing them to view it and strike by ambush.

· If the PCs lose the roll, the sentries spot them and cry the alarm, and the camp will be ready to fight.

· Magic such as The Eyes Shall Not See can allow the PCs to approach the camp undetected.

· If the PCs eschew stealth and simply approach openly, the sentries will automatically spot them and raise the alarm.

The rebel camp is an irregular collection of improvised tents, lean-tos, and other such simple shelters, scattered across a semi-clear area at the base of a hill.  Several carefully tended firepits are scattered around the camp, where the rebels boil rice and cook porridge.  

The rebels number a total of 22, all peasant men, mostly young men between 15 and 30.  They are dirty and ragged, having spent days or weeks living out-of-doors, and are armed with a jumble of peasant weapons and a few stolen spears.  Eleven of them have bows, with about a half-dozen arrows each.   

If the PCs approach at night, the fires are banked and most of the men are asleep except for the sentries.  However, they sleep lightly, and if the alarm is sounded all of the rebels will be awake and alert within two rounds.
If the PCs are spotted and do not advance to confront the camp, the rebels will abandon their campsite within the hour, scattering into the woods.  They will not be seen again until the dedication festival on day five (see Conclusions, below).  The campsite will reveal no clues about Kougi’s identity, and the peasants will take their weapons and food with them.

If the PCs attempt to approach in a non-violent manner, perhaps hoping to persuade the peasants to give up their rebellion and return to their farms, they will have their work cut out for them.  The rebels are desperate and do not trust samurai.  Their leader, Choi, is a thick-set, muscular man in his late twenties, with crooked teeth and a rough-and-ready charisma.  Choi is convinced that there is no chance the taxes will ever be lowered and therefore there is no choice but to rebel or starve.  PCs who wish to try a non-violent approach will have to speak eloquently and persuasively enough to win the peasants back from following Choi.  This is unlikely, given that the PCs most likely have no way of getting the taxes lowered, but PCs who have decided to investigate Matsu Toshu and Kitsu Shioneru could potentially be able to use that as a way of convincing the peasants.  The GM will have to adjudicate whether the PCs have actually said anything which might possibly convince the peasants, and if so, allow a roll of either Awareness/Storytelling (Oratory) (if the PCs are being honest) or Awareness/Deceit (Lying) (if the PCs are being deceptive) at TN 50 to convince the peasants to cease their rebellion.  

If it comes down to a fight, the PCs will be greatly outnumbered.  However, many of the peasants will hesitate to fight samurai in combat.  Choi will fight, of course, choosing the strongest-looking samurai as his opponent.  At the start of the combat, ten peasant archers will try to barrage the PCs with arrows, firing at randomly selected targets, but after the first round they will go into melee or hang back cowering, as their nature demands.  Three peasants will engage each PC in melee.  Additional peasants will replace those who fall, but if the PCs defeat a total of ten peasants and Choi, or fourteen or more peasants total, the rest break and flee.

Any captives should be brought back to the village for trial.  Kitsu Shioneru will have them imprisoned in his magistrate offices, where they are held in chains to await execution.  Shioneru and Toshu both propose to execute all of the rebels, but Mirumoto Jinto will appeal for mercy, suggesting it would be better for the province to kill a few ringleaders and show mercy to the rest.  If the PCs join him in asking eloquently and persuasively for leniency, whether on his terms or their own, they can roll Awareness/Etiquette (Sincerity) at TN 30.  A success persuades Toshu and Shioneru to allow most of the peasants to live.  

Getting Help

Some PCs may wish to requisition local troops to assist in an attack on the rebel camp (especially if they are Emerald Magistrates).  If they approach Matsu Toshu or Kitsu Shioneru, they will explain that their limited resources are tied up with the festival, and suggest the PCs speak with Mirumoto Jinto.  

Jinto and his four remaining ashigaru will accompany the PCs to the rebel camp if they request it.  Jinto will seem saddened by the situation and will urge the PCs to use mercy on the peasants if possible.  “They rebel out of fear and hunger, not disloyalty.”  PCs who try to get a read on Jinto’s attitude can roll Awareness/Investigation (Interrogation) at TN 25 to sense that he feels some sort of guilt toward the peasants.  

If the PCs attack the rebel camp with the help of Jinto and his troops, the PCs will each only have to face two peasants (instead of three) and the initial arrow barrage will only fire six arrows at the PCs (instead of ten).  The fight will otherwise be identical to the one described above, and one ashigaru will be killed in the combat.   

Part Five: Investigating the Daimyo

The PCs may wind up investigating Matsu Toshu and Kitsu Shioneru regardless of what happens with the rebels.  They will have several obstacles in front of them.  First and foremost, of course, is the fact that the PCs have no official mandate to conduct such an investigation, and any implication of wrong-doing by higher-Status samurai is likely to result in serious social repercussions unless the PCs can present a very strong case.  Further, Toshu and Shioneru have been fairly careful; it is no accident that Mirumoto Jinto has yet to find any evidence to back his suspicions.  

Although it is obvious that the local taxes are quite heavy, that is neither sinister or illegal in itself – and proving that not all the funds have made it their proper place in the Lion Clan treasury is not easy.  Jinto suspects the truth based on his personal tallies of the tax collections but has no actual evidence to offer – hence his suggestion that the PCs try to find Toshu’s or Shioneru’s ledgers.  

One thing that the PCs will need to keep in mind is that selling taxed grain is not, in and of itself, illegal – a provincial governor is responsible for meeting Imperial tax requirements in grain or equivalent coin, and many governors choose to enter the grain market in an attempt to get a better deal from the merchants.  PCs can confirm this by rolling Intelligence/Lore: Law at TN 15 or Intelligence/Commerce at TN 15.  However, keeping such monies for their own use is highly illegal.  

On the plus side, however, the PCs have been granted permission to do some investigation, so the mere act of asking questions will raise no eyebrows.  There is also the fact that Shioneru and Toshu do not trust each other anymore (which the PCs might have already noticed), and thus may be turned against each other if handled properly.  

Finding Shioneru’s Real Ledgers

If the PCs ask to see Shioneru’s tax ledgers, he will be made angry and nervous by the question.  “What does that have to do with suppressing this rebel Kougi?” he demands.  Unless the PCs can present a good reason for seeing his ledgers, he will refuse them permission.  

· PCs who are Emerald, Jade, or Sapphire Magistrates can request to see his ledgers on the basis of their Imperial authority.  

Shioneru’s public ledgers appear to show a perfect alignment between taxes collected, taxes used by the daimyo, and taxes sent on to the Lion Clan treasury.  However, a PC who reviews them and rolls Intelligence/Commerce at TN 15 or Intelligence/Investigation at TN 30 will realize that the numbers seem a little too perfect, as though someone has gone through and made sure everything matches down to the last zeni.  Further, if the PC has seen both the local conditions and the interior of Matsu Toshu’s residence, s/he will realize the tax numbers simply don’t match with what they have seen.  

Kitsu Shioneru does, in fact, have another set of ledgers in his home, hidden under a floorboard in his office.  It is highly unlikely that the PCs will be able to find an excuse to search his residence, although clever PCs (especially shugenja) might be able to come up with a method.  Sneaking into Shioneru’s office is an option, and requires a roll of Agility/Stealth (Sneaking) at TN 25, to avoid detection by one of the yoriki or guards.  PCs with an Honor Rank of 1.0 or better should also lose Honor for such an act.

· If a PC is caught searching Shioneru’s quarters, the PC can try to run.  This will require winning three successive Contested Rolls of Water/Athletics (Running) against the office yoriki. 

· A PC could try to fast-talk his way out of the situation by coming up with some kind of plausible story (GM’s discretion whether it is a viable story or not) and then rolling Awareness/Deceit (Lying) at TN 30.  

· A PC who is caught “robbing” Shioneru’s office will gain enough Infamy to be stripped of Clan status and made ronin.

Searching Shioneru’s office requires a roll of Perception/Investigation (Search) at TN 20 to locate the loose floorboard and the ledger below.  

Finding Toshu’s Real Ledgers

Matsu Toshu also keeps a public set of fake books in his residence.  Viewing these will pose the same challenges, and offer the same results, as viewing Shioneru’s false books.  

Toshu’s real books are kept in a wooden box in the office of the oka-san of the village’s small geisha house, of which he is the patron.  Toshu visits the geisha house weekly, to partake of its services and to examine the oka-san’s financial records.  PCs may be able to figure this out by studying Toshu’s patterns of personal behavior, or by visiting the geisha house and asking questions.

The House of Nine Stars

The geisha house is easy to visit – several of the samurai guests will do so, led by Isawa Joruji, on the first night of the adventure.  Joruji can arrange invitations for any PCs if they need them.  

The oka-san of the House of Nine Stars is Risa, a sharp-eyed woman with gray hair.  When guests arrive, she is polite to the point of obsequiousness, gushing over their appearance, their obvious honor and nobility, and their generosity of spirit.  The same kind of accolades spew forth at any mention of Matsu Toshu, who “could teach the sun to shine for glory” and “give lessons to mountains for wisdom.”

The house itself is well-maintained and well-appointed, with fine tea, excellent sake (including Taka-label sake), and several beautiful young women to attend to the PCs’ entertainment.  The house’s name comes from the nine excellent geisha who thrived there two centuries ago – before that time, the house not only had a different name, but a competitor down the street.  “The nine stars were so magnificent that once they came here, no-one went to the other house at all!”

If the PCs ask about Matsu Toshu’s visits, both the oka-san and all the girls know about these visits and will freely discuss them, since they are considered common knowledge to the locals.  None of the girls know anything of the second set of books, though one will mention how generously Toshu has supported the house and its mistress, including the “decorative wooden box” he gave her late last year.  

The oka-san herself does know about the ledger, and a roll of Perception/Investigation (Interrogation) at TN 25 will reveal she is hiding something.  She does not actually know what is in the ledger, but feels it is important to protect the privacy of her lord, and the PCs will have to be either extremely bullying or extremely charming to gain her cooperation.

If the PCs search her office, they can easily find the wooden box under her writing desk.  The ledgers are inside.  

Intercepting the Smuggling

Thanks to their paranoia, Shioneru and Toshu usually handle the sale of the extra taxed grain and rice personally.  At this point, they no longer trust each other, so both of them go on each smuggling trip.  Clever PCs may realize there is a connection between their regular “hunting trips” into the forest and the local unrest over high taxes.

If the PCs make inquiries as to whether any Crane caravans are in the area, they can roll Awareness/Commerce at TN 20 to learn that one is passing through the Kintani Valley, though it is not supposed to stop at Chikuzen.  Alternatively, a PC who has a method of gaining information from the Crane, Scorpion, or Mantis (such as the Armored Crane Cartel Ties cert, or Favor certs from Interactives) could call on those sources to learn that there is a Crane caravan in the valley that often engages in smuggling.    

On the fourth day the PCs are in Chikuzen, Toshu and Shioneru will load a portion of the taxed grain onto their horses and ride into the woods on a “hunting trip.” PCs who wish to follow them will need to defeat the Lions’ Perception/Investigation with their Agility/Stealth (Sneaking), or use magic to conceal themselves.  Alternatively, the PCs could allow them to enter the forest and then try to follow their trail – this will require a roll of Perception/Hunting (Tracking) at TN 20 to find the trail, followed by a roll of Agility/Stealth (Sneaking) at TN 20.  

Toshu and Shioneru wait impatiently in a small forest clearing.  After about half an hour, a wagon arrives, drawn by two Rokugani ponies, and driven by a pair of Crane merchants.  Coins change hands, and sacks of rice and grain are lifted from the saddlebags of Toshu and Shioneru’s horses, transferring to the wagon.  Their business concluded, the Crane bow and depart.

PCs can make Perception/Lore: Heraldry rolls at TN 10 to recognize the Daidoji mon on the kimono of the merchants.  A PC who makes TN 20 or better recognizes the symbol of Daidoji Trading Council on their sleeves as well.

Brash PCs may wish to try to interrupt this transaction.  Doing so is dangerous, since all four persons involved are well-trained samurai, and know the simplest solution to a group of meddling samurai is to kill them.  Once the groups split up, the prospect becomes less dangerous.  One good option is to attack the Daidoji merchants as they make their way south through the forest, allowing the PCs to recover the stolen grain and present it as evidence as well.  

Playing Shioneru and Toshu Against Each Other

PCs who noticed the tension between Shioneru and Toshu earlier might realize the potential it carries for revealing their criminal actions.  Bald-faced bluffs to the effect of, “I know what you’re doing, so-and-so told me!” will not be effective, but rumors and subtle implications might well produce substantial results.  Toshu and Shioneru need each other for their scheme to work, but they both suspect the other of treachery, specifically with regard to Kougi.  Playing on this suspicion can have great dividends if handled carefully.

If the PCs decide to spread rumors to drive the two men apart, they will need to decide on an effective approach and then make an Awareness/Courtier (Gossip) roll, with a TN of 40 (minus 5x the PC’s Glory Rank).   Rumors that link one of the two men to Kougi, or  suggest that one of them is gaining more from their arrangement than the other, will be most effective.

· Spreading rumors takes a full day, and the PC attempting the feat must have the Gossip Emphasis.  

· If the PC does not Raise to conceal the source of the gossip, Toshu will trace it back to him/her, negating its effectiveness.  

If the PCs successfully spread rumors in this fashion, either Shioneru or Toshu (whichever PC is endangered by the gossip) will take action and expose the other’s criminal activities, placing the entire blame for the smuggling and improper taxation on the other man.  The “guilty” man will be forced to commit seppuku, and his attempts to implicate his partner as well will be dismissed as the ravings of a condemned criminal.

End Results

If the PCs do not provoke a betrayal between Shioneru and Toshu, they will have to obtain evidence in order to expose them.  Either finding one of the hidden ledgers, or witnessing the illegal sale to the Daidoji merchants, will be enough evidence.  However, unless one or more of the PCs is an Emerald Magistrate, they will not have the authority to have either of these men arrested.  

In this case, the PCs can roll Intelligence/Lore: Law at TN 15 to know that the nearest Emerald Magistrate is in Ninkatoshi, a day’s travel away.  If they have either or both of the pieces of evidence listed above, this will be sufficient for the Emerald Magistrate to return with them and formally charge Toshu and/or Shioneru.  The evidence is sufficiently damning to justify questioning under torture, at which point both Shioneru and Toshu confess their roles in the scheme.  All involved will be allowed seppuku to expunge their dishonor.

Alternatively, it is possible that one or more PCs will find enough evidence to threaten exposure for Toshu and Shioneru, but will choose not to reveal it.  A PC who does this will lose a number of points of Honor equal to their current Honor Rank, but – if no formal accusation is forthcoming – may gain Blackmail on Toshu and/or Shioneru.

Conclusion: The Festival

On the morning of the fifth day, the day when the festival to Inari and the dedication of the new temple is planned to take place, a number of possibilities present themselves.

Object Lessons

If the PCs have found and captured or killed the rebels, any surviving prisoners (or possibly just the ringleaders, if the PCs pleaded for mercy) are to be hanged as the festival begins, as a lesson to the populace.

Rains have started, the steady beat of drops and the rumbling sounds of distant thunder echoing the angry mutters of the peasant crowd.  Though today marks the festival for Inari and the dedication of the new temple, the temple site is all but deserted – instead, the locals crowd together in the village’s market, their eyes fixed on a scaffold hastily erected by the governor’s men.  Mirumoto Jinto and his ashigaru stand in front of the scaffold, deterring any violence.  The captured rebels stand atop the scaffold, their hands bound and nooses waiting around their necks.  The peasants’ expressions are dark and grim, but the raindrops on their faces might mask the fall of tears.

The execution will be carried out successfully, and afterward the peasant crowd will disperse sullenly.  The rest of the festival is carried out in a subdued atmosphere.   

A Last Chance for Honor

If the PCs succeeded in getting Shioneru and/or Toshu convicted before the end of the adventure, the festival goes forward as planned, but the condemned (Toshu,  Shioneru, or both) have their private seppuku ceremonies in the morning.  The PCs may attend these if they wish.  

Toshu’s Ceremony: In the gardens behind governor Toshu’s house, under the shelter of a small arch erected hastily as protection from the morning rains, the daimyo waits in a white kimono. Beyond the estate walls, you can hear the sounds of singing and laughter as the peasants of Chikuzen enjoy their festival to honor Inari.  Whether they celebrate the death of their samurai lord you cannot say, but the songs and shouts are by far the happiest sounds you have heard since your arrival in the village.

At a signal from the Emerald Magistrate, Toshu kneels on a reed mat, where his wakizashi sits ready to hand.  He takes out a slip of rice paper and reads the words written there:

Rains renew the fields

Where plenty and wealth are born

Cut down at harvest 

He takes up his wakizashi and performs two of the three cuts before lowering his head for the second’s blade. Then, slowly, Matsu Toshu’s body slumps sideways, falling heavily onto the rain-soaked ground.

Shioneru’s Scene: Kitsu Shioneru kneels on a tatami mat behind his residence, moving awkwardly thanks to his limp.  His hands shake slightly as he pulls his poem from within his kimono.  He begins to read:

Twisted, root and limb

That grows from corrupted soil

To bear bitter fruit

Shioneru places the poem on the ground and picks up his wakizashi.  He places it symbolically against his belly, then closes his eyes as the second’s katana sweeps down in a single, glittering arc.

If the PCs have already captured the rebels, those who are condemned to die are hanged at this time as well.  However, the death of one or both of their oppressive lords allows the peasants to endure this more easily.  

Rebel Attack

Regardless of whether Shioneru and Toshu were convicted of their crimes, if the PCs have not found and broken the rebels before the festival, they will work themselves up to full-scale open rebellion on that day.  They attack and riot in an attempt to drive out the local samurai and sack Chikuzen of whatever wealth they can carry off.

Despite the continuing rain, the festival has begun as planned, a parade of brightly-dressed peasants snaking through the village toward the newly-completed temple.  They are led by a group of dragon dancers, and the dragon’s great head weaves and bobs through the crowd, its tongue flicking like flame.

Suddenly, the music and sounds of merriment are disrupted by shouts of panic and screams of terror.  You see smoke rising through the rain, trailing upward from Kitsu Shioneru’s office.  Peasants begin to flee toward you in a rush, and behind them you can see a dozen or more armed men, grubby and desperate, waving clubs and purangu as they storm through the streets of Chikuzen.   
The rebels will quickly be joined by a general uprising of all the most disgruntled peasants in the town, raising the total number of combatants to over 100.  The PCs can fight their way out of the town safely – they will not face more than half a dozen rebels at any one time – but it will be impossible for them to actually suppress the riot.  Their best option is probably to try to get the other samurai (Isawa Genuji, Soshi Takano, Tonbo Hikaru, etc) out of the town safely.  

Lion troops will arrive within two days and brutally suppress the rebellion.  Soshi Takano and Tonbo Hikaru, meanwhile, will make sure the courts hear about this latest peasant uprising in Lion lands.  

Kougi Revealed

If the rebels were caught or otherwise dealt with, but neither Shioneru nor Toshu was convicted, the festival faces a different disruption.  Mirumoto Jinto will finally give up on covert justice and take direct action against the corrupt Lion.  

Just as the executions of the rebels are about to begin, Mirumoto Jinto steps forward.  “People of Chikuzen!  People of the Kintani Valley!”  Jinto slowly marches toward Matsu Toshu and Kitsu Shioneru, staring at them unblinking through his mempo.  “For two years, these two men have bled your lives away for their greed, setting taxes too high and then keeping those extra profits for themselves!”  He reaches up and pulls his mask away, revealing a livid scar along the left side of his face – the mark of Kougi.  “I could not prove it, so I took on a new name and a new identity to help you resist their tyranny!  I became Kougi!”

The crowd roars in shock and astonishment, rapidly beginning to riot.  Matsu Toshu will draw his katana in a rage, commanding his tiny garrison to seize Jinto, while Kitsu Shioneru stumbles backward in shock.  Jinto will draw both his swords and attack Toshu, shouting, “These men die today for the sake of justice!” 

The PCs have one chance to try calm the villagers, by making a suitable speech and rolling  Awareness/Storytelling (Oratory) at TN 30; otherwise the entire town riots, with results similar to the rebel attack above.  Regardless, the PCs must deal with Jinto, who will cut down Toshu on the first round of combat and then try to kill Shioneru as well.  He will kill any PCs who get in his way – his self-control has finally snapped.  If the PCs do not stop him, he will kill Shioneru and then immediately commit seppuku.  

The other samurai guests in the town will be shocked and horrified by these events, and will flee a riot.  Soshi Takano will waste no time informing the courts that a Dragon Imperial Legionnaire provoked a peasant uprising in Lion lands.  

Kougi is Capured/Killed

If the PCs managed to capture or kill Kougi during the confrontation at the ruins (Part Three), there will be no possibility of a dramatic confrontation at the festival, although other events will still play out as described in the various sections above.  

Soshi Takano will learn of the true identity of “Kougi” through his magical surveillance of the PCs, and will waste no time informing the courts that a Dragon Imperial Legionnaire was provoking peasant revolt in Lion lands.   

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the Adventure: 

1 XP

Good role-playing:


+1 XP

Capturing or killing the rebels:

+1 XP

Finding evidence to convict Shioneru 
+1 XP


and/or Toshu, OR

Killing/capturing Kougi


+1 XP

Total Possible Experience:

4 XP



Other Rewards

If the PCs locate and defeat the rebels, they each gain 2 points of Glory.

Conversely, if a peasant revolt takes place, the PCs lose 3 points of Glory for failing to prevent it. 

If the PCs convict Shioneru and/or Toshu, and Mirumoto Jinto lives, they gain Jinto as an Ally (2 points Devotion, 1 point Influence).

PCs could potentially gain Blackmail on Toshu and/or Shioneru.

Appendix: NPCs

Mirumoto Jinto, Compassionate Dragon and Imperial Legionnaire

Jinto typically wears his Imperial armor while on duty, along with his mempo.  In his “Kougi” disguise, Jinto removes his mask, and places a bright red fake scar on the left side of his face, ensuring it is remembered vividly.  He also deepens the pitch of his voice and wears a ragged brown kimono.

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 3
	WATER 3 

	
	Perception 4

	VOID 4


TN to be Hit: 41 (46 in light armor)


School/Rank: Mirumoto Bushi 3


Rank One: When fighting with katana and wakizashi together, adds (5 + School Rank) to TN to be Hit.   May substitute Kenjutsu for Iaijutsu at any time.  Adds Fire Ring to all attack rolls.


Rank Two: May make an additional attack per round.  Adds Earth Ring to TN to be Hit.


Rank Three: A number of times per day equal to School Rank, may make a Contested Void roll when attacked to force that opponent to lose their next attack for the round.  When focusing in a duel, may spend a Void to reduce the opponent’s number of focus opportunities by one.  When target of a spell, may raise or lower its TN by 5.  Now adds twice Fire Ring to all attack rolls.

Honor/Status/Glory: 3.8/2.0/1.7

Skills: Acting (Disguise, Mimicry) 5, Athletics 5, Battle 1, Calligraphy 3, Courtier 2, Defense 5, Etiquette 3, Iaijutsu 5, Kenjutsu (Katana, Wakizashi) 6, Kyujutsu 2, Lore: Heraldry 2, Lore: Law 2, Lore: Shugenja 1, Meditation 3, Spears 2, Stealth 5, Storytelling 1, Theology 2.

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  May subtract Kenjutsu Ranks from Wound Penalties when using the skill.  Add +5 to Contested Social rolls made against him.  May declare Full Defense when Initiative is rolled.    

Advantages/Disadvantages: Social Position (Imperial Legions)/Dark Secret (Kougi), Driven (to protect the peasants).
Equipment: Kimono, light armor, mempo, daisho set, bow and 20 arrows, 3 koku.

Matsu Toshu, Greedy Lion Governor

Toshu is a large man, invariably dressed in specially tailored and richly designed kimono.  He speaks in a loud, friendly voice, and does his best to show an amiable face to all those who meet him.  

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER  4

	
	

	VOID 3


TN to be Hit: 19 (24 in light armor)


School/Rank: Matsu Berserker 3


Rank One: Additional Free Raises equal to School Rank when in Full Attack, only to hit or for damage.  


Rank Two:  After a successful attack, add (Water Ring) to attack rolls.  If in Full Attack, add (Water Ring) to attack and damage rolls instead, and this stacks up to (School Rank) times – bonus is lost if you enter Full Defense or do not attack for (Insight Rank) rounds.


Rank Three: Additional attack.  Extra attack only takes three Raises.  Add 2x(Honor) to damage.

Honor/Glory/Status: 1.7 (2.7)/4.2/6.0

Skills: Athletics 1, Battle 3, Commerce (Merchant) 4, Courtier 2, Deceit (Lying) 3, Defense 2, Etiquette (Bureaucracy, Sincerity) 4, Horsemanship 2, Hunting 2, Iaijutsu 4, Investigation 1, Jiujutsu 3, Kenjutsu (Katana) 4, Kyujutsu 2, Lore: History 4, Underworld 2

Mastery Abilities: +5 TN to total of any contested Social Rolls.  Gains an additional Focus during iaijutsu duels.  Rolls an additional die for unarmed damage.

Advantages/Disadvantages: Large, Perceived Honor (1 rank), Social Position (governor), Wealthy/Dark Secret (hiding taxes), Greedy
Equipment: Daisho set, tanto, light armor, fine quality kimono and sandals, steed, traveling pack, 10 koku.

Kitsu Shioneru, Bitter Lion Courtier

If the Fortunes owe anyone in this world anything, they owe it to Kitsu Shioneru.  Though Shioneru’s family is highly placed and well-connected politically, everything has been a struggle for him, from the very moment of his birth.  Born with a clubfoot and without the gift of the Kami, he could never serve his Clan in the accepted ways.  Shioneru is a short man, in generally good health, but for a slight paunch and his painfully twisted left leg.  He wears fine kimono in Lion colors, but understates the Kitsu family mon on his clothing.  

	FIRE 1
	  AIR 4 

	Intelligence 3


	

	EARTH 3
	WATER 2 

	Willpower 4
	Perception 3

	VOID 4


TN to be Hit: 20

School/Rank: Ikoma Spymaster 2


Rank One: By succeeding at a contested Awareness/Investigation roll versus an opponent, gain a Free Raise for any social or combat roll against that same opponent. For every five points by which the roll

exceeds the opponent’s roll, gain an additional Free Raise, up to a maximum number equal to School Rank plus two. This technique can only be used once per day against the same opponent. The bonuses last for all encounters that occur during that day. Add Air Ring to the total of all Awareness rolls.

Rank Two: Gain an additional rolled and kept die to all Investigation rolls. Select any one School Skill (Shioneru chose Deceit). When making a roll with that skill, add 3k1 to the roll. Add Fire Ring to the total of all Willpower rolls.
Honor/Glory/Status: 1.1 (2.1)/2.4/4.0

Skills: Commerce (Mathematics) 2, Courtier (Political Manipulation, Gossip) 5, Deceit  (Intimidation, Lying) 5, Etiquette (Bureaucracy) 5, Games: Go 4, Investigation 2, Kenjutsu 3, Lore: Ancestors 3, Lore: Heraldry 4, Lore: History 4, Lore: Law 2, Tea Ceremony 3

Mastery Abilities: Free Raise on all skills at Rank 5 or higher.  May Raise once while seeking or spreading gossip to conceal his efforts.  +5 to any contested Social Rolls he makes.   

Advantages/Disadvantages: Heartless, Perceived Honor (1 rank), Social Position (Clan magistrate)/ Cruel, Dark Secret (hiding taxes), Forsaken, Lame, Weakness (Agility)
Equipment: Wakizashi, badge of office, fine quality kimono and sandals, steed, traveling pack, 25 koku.

Daidoji Smugglers

	FIRE 3
	  AIR 3

	
	

	EARTH 2
	WATER  2

	
	Strength 3

	VOID 3


TN to be Hit: 28

School/Rank: Daidoji Trading Council/Daidoji Yojimbo 1


Daidoji Trading Council: Add Air Ring to the total of all Awareness rolls.


Daidoji Yojimbo Rank One: Add Air Ring to all attack rolls, add Honor Rank to Wounds in each Wound Rank.

Honor/Glory/Status: 2.1/2.0/1.6

Skills: Athletics 2, Commerce (Merchant) 5, Battle 2, Courtier 2, Defense 3, Etiquette 2, Hunting 1, Iaijutsu 2, Kenjutsu 4 (Katana), Kyujutsu 3, Spears 2, Stealth 3

Mastery Abilities: Free Raise on all skills at Rank 5 or higher. May declare Full Defense when Initiative is rolled. 

Advantages/Disadvantages: Wealth.
Equipment: Daisho set, yari, kimono and sandals (two sets), steed, 25 koku.

Generic Imperial Garrison Ashigaru

	FIRE 2
	  AIR 2 

	Agility 3


	

	EARTH 2
	WATER 2 

	
	Strength 3

	VOID 2


TN to be Hit: 14 (17 in ashigaru armor)

School/Rank: None (Insight Rank 1)

Honor/Glory/Status: 2.1/0.5/0.4

Skills: Athletics 2, Battle 1, Defense 2, Etiquette 1, Investigation 1, Kyujutsu 1, Spears (Yari) 2 

Mastery Abilities: Add (Defense) to TNtbH at any when not in Full Attack.

Advantages/Disadvantages: None.
Equipment: Yari, ashigaru armor, 1 bu.

Choi, Rebel Bully

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 4

	EARTH 3
	WATER 3

	
	

	VOID 3


TN to be Hit: 26 (31 in light armor)


School/Rank: None (Insight Rank 2)

Honor/Glory/Status: 0.4/-1.5/-2.0

Skills: Athletics 3, Battle 1, Craft: Farming 3, Defense 3, Hunting 3, Peasant Weapons (Kumade) 5, Stealth  (Ambush) 2

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  May enter Full Defense when Initiative is rolled. Subtracts Peasant Weapons skill rank from his Wound Penalties when attacking with a peasant weapon, and keeps an additional die for damage with such weapons.

Advantages/Disadvantages: Large, Strength of the Earth (1 Rank)/Brash
Equipment: Kumade, poor quality light armor, 1 koku.

Generic Peasant Rebels

	FIRE 1
	  AIR 1

	
	Reflexes 2

	EARTH 2
	WATER 1 

	
	Strength 2

	VOID 1


TN to be Hit: 10

School/Rank: None

Honor/Glory/Status: 0.5/-1.0/-2.0

Skills: Athletics 1, Craft: Farming 2, Defense 1, Investigation (Notice) 1, Peasant Weapons (Kama) 2

Equipment: Kama, 3 zeni.

Soshi Takano, Shugenja

	FIRE 3
	  AIR 5

	Intelligence 4


	

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 4

	VOID 4


TN to be Hit: 27

School/Rank: Soshi Shugenja 3

Technique: Gains a Free Raise when casting Secrets on the Wind, Reflective Pool, or Essence of Air.  Gains a Free Raise on Stealth rolls for Casting with subtlety.  Affinity to Air, Deficiency to Fire.

Skills: Acting 3, Artisan (Painting) 3, Calligraphy (Cipher) 6, Courtier (Gossip, Manipulation) 6, Deceit (Lying) 4, Defense 2, Etiquette (Sincerity) 6, Investigation 4, Kenjutsu 1, Knives 1, Lore: Heraldry 2, Lore: History 3, Lore: Shugenja 3, Meditation 3, Poison 1, Spellcraft 6, Stealth (Spellcasting) 4, Theology (Fortunes) 6. 

Mastery Abilities: Adds +5 to total of Contested Social rolls.  Free Raise with all skills at Rank 5 or higher.  

Spells: Takano has access to any spells he might need.

Advantages/Disadvantages: Allies (many), Blackmail (many), Social Position (Shiro no Shosuro)/Bad Health. 

Equipment: Kimono, sandals, tanto, scroll satchel. 

Tonbo Ketsuto, Dragon Yojimbo

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 3

	EARTH 3
	WATER 2

	
	Strength 3

	VOID 3


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


School/Rank: Mirumoto Bushi 2


Rank One: When fighting with katana and wakizashi together, adds (5 + School Rank) to TN to be Hit.   May substitute Kenjutsu for Iaijutsu at any time.  Adds Fire Ring to all attack rolls.


Rank Two: May make an additional attack per round.  Adds Earth Ring to TN to be Hit.

Honor/Status/Glory: 2.8/3.0/3.7

Skills: Athletics 3, Battle (Mass Battle) 2, Calligraphy 1, Courtier 1, Defense 3, Etiquette 2, Iaijutsu 4, Kenjutsu (Katana) 4, Kyujutsu 1, Lore: Heraldry 2, Lore: Shugenja 2, Meditation 3, Storytelling 1, Theology 2.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  May Focus an additional time in an Iajutsu duel.  

Advantages/Disadvantages: Dependent (Tonbo Hikaru).
Equipment: Kimono, light armor, daisho set, bow and 20 arrows, 3 koku.

Player Handout #1

Noble samurai,


I know you are looking for me, but I assure you, I am not the worst of the criminals that wander the streets of Chikuzen.  If you will meet me, alone and without informing Matsu Toshu, Kitsu Shioneru, Mirumoto Jinto, or any of the other local authorities, I will explain further.


There is an old abandoned village an hour’s walk into the forest, on the banks of the stream that runs through the village.  Meet me at the old Inn there, an hour before midnight, and we will talk further.  If you attempt some deceit or inform anyone but your companions, I will know of it and will not be there.  Do not fail me in this.  Lives and more depend on it.
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