The Spider’s Lair

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

by Rob Hobart

Subtle forces have been at work within the Scorpion Clan.  Now, with the Empire divided, they come to a head.

Adjusting for Party Strength

This is a High-Rank combat-oriented adventure, and can potentially involve parties of widely varying capabilities.  The encounters have been optimized for a party of average Rank Four and with a heavy emphasis on combat.  

Low End Party (party includes multiple courtiers/noncombatants, or multiple combat characters of less than Rank Four):

· There is only one ninja sniper in the Spider’s Lair.

· The bushi Gunso in the Spider’s Lair do not have Way of Earth cast on them.  At the GM’s option, one of the other enhancement spells (either Near to Ice or Earth’s Protection) may also be dropped.

· If the party is exceptionally weak, the number of Gunso in the lair may be reduced to two.

High End Party (most/all characters Rank Five or higher, no courtiers/noncombatants):

· There are four Gunso in the Spider’s Lair.

· If the GM judges the PCs as a whole to be exceptionally powerful, one of the Gunso has Fire 5 and is Bayushi Bushi Rank 5.  

Adventure Summary and Background

The daimyo of the Shosuro family, Shosuro Hido, “the Spider,” has spent a long lifetime plotting to take power, both within the Scorpion Clan and in the Empire as a whole. He worked for years with Yoritomo Ogawa of the Mantis Clan to place a puppet on the Imperial throne.  Although Hido was ostensibly supporting the Mantis Clan’s intention to promote Toturi Hizatoru, the Spider always had a back-up plan to supplant Hizatoru with his older sister Hisako.  However, these plans are now facing potential disaster.  The Mantis Clan’s move to place Hizatoru on the throne backfired when the Emperor revealed the infidelity of the late Empress, leaving Hizatoru’s legitimacy in doubt.  Even worse, when the Mantis backed down in the face of this revelation, their Thrane allies refused to do so, leading to a desperate battle in which the Emperor himself died.  The Scorpion had no choice but to disassociate themselves completely from the Mantis efforts in order to preserve their own perceived loyalty to the throne.  Meanwhile, the Unicorn Clan’s invasion of Scorpion lands has gravely weakened the Clan of Secrets and drawn off vital resources at a critical time.

Shosuro Hido can feel his opportunity, the one he has worked toward his entire life, slipping away from him.  His actions have escalated as panic grips him more each month.  Recently he launched a series of efforts to assassinate other heirs to the throne, efforts which have so far been unsuccessful.  More importantly from the standpoint of this scenario, he has also exerted much tighter control of the Toturi heir he controls, Toturi Hisako.  

Not all within the Scorpion are willing to cooperate with his plans, however.  Hido has attempted to purge all opposition forces within the Scorpion Clan, including the Kochako vassal family of the Shosuro family, traditionally charged with maintaining internal security within the Clan.  Now a handful of Scorpion, including the sole survivor of the Kochako, have decided the time has come to take matters into their own hands.  They believe they cannot allow Hido to continue subverting the Scorpion Clan – and, indeed, the Empire itself – in violation of their Clan’s most ancient traditions.  With Hido’s agents infiltrating most of the Clan, however, they have no choice but to seek allies outside of the Scorpion ranks – namely, the PCs.

Introduction

The adventure begins with each of the PCs receiving a letter.  This is no ordinary letter, however – it appears anonymously in the PC’s private quarters (or in the room or campground where the PC is staying, if the PC is a ronin or wanderer).  The letter is on plain white paper, and has been folded and knotted in an elaborate pattern that cannot be unbound without tearing the paper.  There are no physical clues to how the letter was delivered, and the kami on both the letter and the surroundings have been Banished, making it impossible for the PCs to determine where the letter came from or how it was delivered. 

The letter is HANDOUT #1.  It is from Shosuro (Kochako) Kiyome, although the PCs will not be immediately aware of this.  

In order for the PCs to credibly participate in this adventure, they should all have a good reason to be contacted by the three ex-Scorpion women – Soshi (Kobura) Keilani, the “ronin” Kusari, and Shosuro (Kochako) Kiyome – who are allying together to take action against Shosuro Hido.  Preferably, all of the PCs have one or more of these NPCs as an Ally (or a former personal acquaintance, in the case of Kusari, who used to be an active Player Character in the campaign).  If this is not possible, they will also contact a PC who has gained the Advantage “Noticed by Toturi Hisako” from a previous adventure.

Important Note: If none of these options are available, the GM will have to consider carefully whether the PCs would actually be contacted by the three ex-Scorpion women.  Wherever possible, the GM should try to find justifications for these other PCs to be called to participate in the adventure – for example, a PC who is known to be honorable and dedicated to the Toturi dynasty. However, the GM should be aware that there is one specific group of characters who absolutely CANNOT participate: Scorpion PCs who are loyal to Shosuro Hido.  The three women have extensive covert contacts within the Scorpion Clan and will know with certainty whether these PCs are trustworthy or not.

A Visit From Nishari

It is likely that at least some of the PCs have the cert “Final Blessing of Nishari.”  If any Scorpion or former Scorpion PCs have this cert, they will receive a strange dream-vision the night before they find the letter in their quarters.  In this dream, a shadowy female form appears before the PC.  Her face is concealed by a full-face mask of red-lacquered wood, onto which the Scorpion mon has been inscribed in black.  She speaks in a soft voice which would be musical if it were not delivered completely flat, with affect of any kind.

“The Scorpion Clan has lost its way.  Loyalty has become hollow, and treason wears the mask of duty.  If the Clan of Bayushi is to live, it must purge the poison within itself.”
Immediately after delivering this message, the strange woman disappears, and the PC awakens briefly before returning to sleep and to more normal dreams.  

Travel Papers

Unless they are Scorpion, the PCs will have to arrange travel papers to reach the Blue Frog Inn, which is located in Scorpion lands.  PCs who are magistrates (Clan, Emerald, Jade, or Sapphire) can issue travel papers for themselves and any other PCs who are their friends or companions.  Other PCs will need to call on Favors or Allies to arrange travel papers for themselves. Any Favor with a Clan or Family, and any Rokugani Ally with at least 2 Influence (or a Scorpion Ally with 1 Influence), can arrange travel papers.  Multiple Favors/Allies can be used to arrange papers for additional PCs.  (All such Favors/Allies are erased from the character sheet after being used in this way.)  

In the unlikely event that a character has no useful Favors or Allies, no magistrate position, and no acquaintance with other PCs who do have such assets, the PC has three options:

· Appeal to a superior in the Clan for travel papers.  This will require a roll of Awareness/Courtier at TN 30.

· Appeal to an authority outside the Clan, such as a known NPC of influence, for travel papers.  This will require the same Awareness/Courtier roll, and in addition will leave the PC with a 2-point Obligation to the appropriate NPC.

· Sneak across the border.  This will require a roll of Agility/Stealth (Sneaking) at TN 25.  Any PC or Honor Rank 1.0 or higher who takes this option will lose 1 point of Honor.  A failed roll means the PC is captured and either expelled from the Scorpion lands (if a Clan/Imperial) or executed (if a ronin).     

Part One: To the Blue Frog Inn

Assuming the PCs do get their travel papers, they will travel through the northern Scorpion lands, eventually arriving at the Blue Frog Inn.  Contrary to what they might have expected, it is not in a major town or city, but instead is a small, unimposing building perched on a hillside above a minor farming town.  Trees surround the inn, offering both shade and protection from prying eyes, and with autumn approaching their leaves have turned pleasant shades of yellow and red.  As the PCs get closer, they can see that in front of the inn is a small rock garden.  A chuckling stream from a higher slope runs through it and tricking down the grassy slope toward the town.   

The Scorpion Women

There are two samurai women seated on rocks in the garden, waiting for the PCs.  They wear the elegant kimono of court ladies, but without obvious mon or other clan symbols.  PCs who roll Perception/Investigation (Notice) at TN 25 will notice that the ladies’ garb, while outwardly formal, is worn in a way to be less restrictive than normal – allowing them to move (or fight) with little encumbrance, should the need arise. 

If the PCs make TN 40 or better, they will spot a third woman, dressed as a bushi, in the colorless garb of a ronin.  She is crouched in the brush near one of the trees, carefully watching the road behind the PCs – an attitude made strange by the fact that she is wearing a strip of silk across her eyes.  If the PCs do or say something to show they have noticed her, she gives them a respectful nod and continues to watch the road.  

The other two ladies will genteelly beckon the PCs to come over and join them. Seen closer up, they are both young women – one in her late teens, the other just past twenty – and quite attractive, although the older one looks rather pale and thin.  These two individuals are in fact Shosuro (Kochako) Kiyome and Soshi (Kobura) Keilani, but their differing garments and mannerisms, not to mention the absence of their usual Scorpion masks, will make them surprisingly difficult to recognize.  Many PCs will have met them before – Kiyome appeared in the adventure “Unexpected Betrayal” while Keilani appeared in “Kharmic Vengeance” – but unless they have the Precise Memory Advantage, they will have to roll Raw Intelligence at TN 15 to recognize them.  

· It is possible that some PCs may have acquired Kiyome as a True Love due to events in “Unexpected Betrayal.”  Those PCs will automatically recognize her without the need for a die-roll.

· If none of the PCs recognize the two women, they will actually be somewhat pleased (since it means their changed garments and styles are an effective disguise).  Keilani, as the older of the two, will take the initiative and introduce herself and her companion, reminding any PCs who have met them before.

Regardless, once the PCs approach, the two women will welcome them and thank them for coming.  “We know this journey was difficult and dangerous,” Keilani says. “But the future of the Empire requires risk from us all.”  Both of them rise smoothly to their feet, picking up traveling packs and parasols, and sliding their feet into sturdy geta (wooden sandals).  The ronin woman trots over from the trees, silently coiling a kusari-gama and slinging it over her shoulder, and speaks in a soft voice.  “No signs of pursuit,” she says, and nods to the PCs.  “We cannot stay here, in case you were followed.  Come.”  She turns and leads the other women and the PCs away through the trees surrounding the inn, heading cross-country.  As they go, Keilani murmurs something to herself – PCs who roll Perception/Investigation (Notice) at TN 25 can tell she is reciting a prayer to the kami.  A PC who hears the prayer and rolls Intelligence/Spellcraft at TN 25 will realize she is both Banishing the local spirits and invoking the Earth kami to strengthen herself.  

The three women lead the PCs through scrubby woods, amid autumn leaves that swirl in cool breezes.  Kusari alternates between leading the group and doubling back to check for anyone following.  If any of the PCs claim skill as scouts, or otherwise shows appropriate talent and caution, Kusari will welcome their assistance.  Fortunately, they are in fact not being followed.  

Eventually, the PCs come upon a small, decrepit wooden building, little more than four walls and a crumbling porch.  The roof has lost most of its tiles, and dead leaves are piled up in drifts around it.  Kusari steps carefully across the porch, not even disturbing the leaves, and slides open the ancient wooden door of the building.  “Long ago, this was a dojo of the Shosuro family,” she says.  “An appropriate place to meet, under the circumstances.”
Once everyone is inside, Keilani will speak a series of prayers, invoking the kami to protect the place and prevent anyone outside from watching.  She will invite any shugenja PCs to cast their own spells.  “Anything which can prevent us from being overheard or spied upon, such blessings would be most welcome,” she says politely.  

Only when the magical defenses are in place and Kusari makes one last circuit around the ancient dojo, ensuring no unwanted visitors are about, do the three Scorpion ladies explain themselves.

A Delicate Conversation

Once they are alone, the three women introduce themselves formally.  They refer to themselves as “formerly” of their families, and Kusari (who is a former Player Character and may be familiar to some characters) confesses she was of the Bayushi family, although out of duty to the Scorpion she lived for a long time as a wave-woman. 

Shosuro (Kochako) Kiyome is a pretty girl of about seventeen, dressed in a maiden’s kimono, with her hair in a foxtail.  Kiyome is the sole surviving heir of the Kochako, a vassal family of the Shosuro.  She is clearly the most anxious and uneasy of the three, although her courtier’s training allows her to maintain at least some outward appearance of calm.  She is pale but without sickly look of Keilani, and there are some healing bruises on her wrist and face, the legacy of her recent escape from Nihai Tower.  She will generally allow the other two women to dominate the conversation, although if any of the PCs have formed relationships with her, she will speak with them readily.  

Soshi (Kobura) Keilani is the surviving heir to the Kobura, a very obscure vassal family of the Soshi.  She is a young woman in her early twenties, quite attractive, but is also very pale and thin, with the look of someone battling ill health.  Her hair is worn in a long, loose flow down her back, with a single tie at the nape of her neck to keep it from falling in front of her face.  

Kusari is an athletic woman of young but uncertain age, dressed as a ronin bushi, and carries a kusari-gama slung over her right shoulder.  She wears a strip of white silk across her eyes, concealing them while remaining sheer enough to allow her to see clearly.  Kusari is actually the leader of this group, but she is long-practiced at maintaining a self-effacing manner that leaves others to take the lead – thus, she will allow Kiyome and, especially, Keilani to run the conversation.

Keilani will begin by thanking any PCs who helped her in the adventure “Kharmic Vengeance.”  That done, she begins to approach the central problem.  “Honored samurai, the Scorpion Clan has often been misunderstood over the years.  Even, I am sorry to say, by a great many of its own samurai.  It is the duty of the Scorpion to play the villain, to be the dark shadow that the rest of the Empire can look upon and despise.  It is also the duty of the Scorpion to protect the Empire by undertaking duties which more honorable samurai would scoff at.  For the most part, the Scorpion have fulfilled these tasks.  But at times, some Scorpion have become… overly fond… of the methods they use.”

Keilani is working her way around to explaining that Shosuro Hido, the lord of the Shosuro family, has effectively seized control of the Scorpion Clan and is holding Toturi Hisako hostage.  She will not say this directly, but will instead gradually establish that the Scorpion Clan can fall prey to ambition and disloyalty.  This should not be run merely as a speech to which the PCs listen.  The GM should try to turn this scene into a dialogue between the PCs and the three women. In general, Keilani is the most talkative of the three (being not only older but also raised to the leadership of her family) and she will do most of the talking, supported by occasional soft interjections or modest comments from Kiyome.  Kusari will generally remain silent until the conversation reaches its climax (see below).  

Eventually, once the PCs seem to understand where she is coming from, Keilani will start to divulge the key information:

· The three women know Shosuro Hido has effectively subverted rule of the Scorpion Clan from the Clan Champion, Bayushi Tamoru via blackmail, subversion, and threats.  They do not believe Tamoru is truly aware of the degree to which the Clan is now controlled by Hido. 

· They know Hido has created a private army of assassins, the “Spider’s Fangs,” and this army has carried out numerous murders, sabotages, and other crimes throughout the last decade.  

· They know Hido conspired with the Mantis to place Toturi Hizatoru on the throne, but was forced to call off that plan when the Unicorn invaded the Scorpion lands shortly before the Mantis made their move.  

· Most importantly of all, they know Hido still hopes to place a puppet on the throne, specifically Toturi Hisako.  He has apparently confined Toturi Hisako somewhere in the tunnels beneath Nihai Tower.  Their information on this comes from Kiyome, who until recently was herself staying in Nihai Tower as, if not a true prisoner, certainly a very constrained guest.  She actually saw Hisako being escorted into the tunnels beneath the tower shortly before she managed to escape.  Kusari has extensive covert contacts within the Bayushi and Shosuro families, and has confirmed through them that Hisako is being kept in Hido’s “secure zone” deep beneath Nihai.  

The Status of the Kochako

At some point, perhaps in response to PC questions or doubts, Shosuro Kiyome will reluctantly broach the topic of her own vassal family.  

“It is the duty of the Shosuro to serve the Scorpion Clan, but never to rule.  I myself am part of a vassal family within the Shosuro whose task was to… to watch for those Scorpion who might stray from their duty.  However, two years ago my family was attacked and destroyed, with myself as the sole survivor. At the time, I thought this crime was committed by a force outside the Scorpion, an enemy of our Clan.  However, I no longer believe this.”  Kiyome folds her hands in her lap, speaking in a low voice.  “And now I am no longer a member of the Scorpion Clan.  Nor are any of us.”
If the PCs ask for more information, or for why she believes her family was destroyed by Scorpion, Kiyome will explain carefully.  “After the attack on my family, I remained for many months within Nihai Tower.  Although I was told this was for my own protection, it was clear to me that I was actually a prisoner.  My only source of information was my yojimbo, Bayushi Nagumo, who himself was under constant watch.  Due to his help, however, I was able to avert several attempts to poison my food.  Finally this spring he took action to free me from the tower.  Nagumo gave his life to get me out of Nihai Tower safely.”  She looks serious but not sad – Nagumo was a loyal yojimbo, but she never realized that he loved her.  “I knew I could not remain safely in Scorpion lands after that.  Fortunately Kusari’s allies found me a few moments before the Spider’s men could do so, and defeated them.”  

Kusari’s Knowledge

Once the PCs understand the basics of the situation, Kusari will finally join the conversation.  She reveals that she has been aware for some time of factionalization within the Scorpion Clan, the Shosuro taking power they should not have.  She will specifically include other Scorpion PCs in this discussion.  “I am sure you have noticed this as well.  The power-struggles in places like Toshi Aitate and Ryoko Owari are beyond anything seen before in our Clan.”  She will reveal her own secret: “I have been working for some time to create a new Minor Clan, a clan which would stand apart while keeping watch over the Scorpion.  Lady Keilani has graciously agreed to join the clan once it is formed.  Unfortunately, the death of the Emperor has made it impossible for me to petition the Son of Heaven for permission to form my clan. My followers have now come under attack from Shosuro Hido’s forces, and I have been forced to send them into hiding.  Until the Spider is defeated, they must remain so.”  

Kusari believes Shosuro Hido has betrayed all the ideals of the Scorpion Clan in a ruthless personal quest for power.  She is determined to put an end to this and restore the Scorpion Clan to its proper role as loyal servants of the Emperor.  

Is This a Trick?

Some of the PCs may also question why they should believe what these women are telling them.  All of the women will acknowledge the difficulty of trusting Scorpions, but Keilani will also be angered.  “Samurai, I have forsaken my own family and lord in order to stand against this threat.  Kiyome here has fled her own lord’s stronghold because she knows he is a threat to her life as well as the Empire.  Do you truly imagine we would lie about such things?”   

In particular, some of the PCs may question a trio of Scorpions urging them to undertake a mission which will almost certainly result in killing other Scorpions.  Kiyome and Keilani will clearly be troubled by this (especially Kiyome, since Nihai Tower is controlled by the Shosuro, her parent family) and will explain that they hope the PCs can rescue Hisako with a minimum of bloodshed.  Kusari will be somewhat more blunt in her words.  “A Scorpion ceases to be a Scorpion when he betrays his lord.  If I had the power to put every samurai in Nihai Tower into the Grove, I would.”
Ultimately, the PCs will have to trust what the three women are telling them if the adventure is to continue.  Hopefully, the PCs will have acquired enough hints of Shosuro perfidy over the course of the campaign to make them willing to cooperate.  

The Rescue Mission

The ultimate goal of these three is to enlist the PCs for the mission of entering the towers beneath Nihai Tower and rescuing Toturi Hisako.  “Lord Hido has gone too far, and I believe he does not know how to step back from the precipice,” Keilani says.  “His only remaining asset is the lady Toturi Hisako.  If he loses her, he has nothing.”  She regards the PCs coldly as she declares, “Hido has betrayed the Scorpion Clan.  In a better age, he would go to Traitor’s Grove.  If we can rescue Lady Hisako and bring her to Kyuden Bayushi, offer her testimony to lord Tamoru, that may yet be his fate.”
The three women lack the capability to make a rescue attempt themselves, since Kiyome is a courtier, Keilani a non-combat shugenja, and Kusari’s followers are scattered and actively hunted by Shosuro Hido’s Spider’s Fangs. However, they can and will show the PCs how to get into the tunnels beneath the tower.  Kiyome has gone through the tunnels several times and knows that Hido’s main headquarters is far beneath the ground – the modest tower above is almost a ruse.  More importantly, she knows the location of an external entrance to those tunnels.  

· All three women will caution the PCs against any attempt to infiltrate via Nihai Tower itself.  Attacking or invading the tower itself is effectively a suicide mission, a fact they will make quite clear.

· Kiyome is aware that the Spider’s Fangs are based in the tunnels beneath Nihai Tower, and warns that any rescue attempt will likely be fiercely resisted.  She has briefly visited a stronghold deep beneath the earth where she was interviewed by Shosuro Hido himself.  She suspects this is where Hisako is being kept, although she will confess she has no proof.  

· The entrance is concealed in the village near the tower, so it will still require getting close to the tower in order to access it.  The Scorpions plan to have Keilani summon the spirits of Air and Water to conceal their approach with rain.  They are open to other ideas or suggestions if the PCs have them.

Getting Help?

Some PCs will doubtless suggest trying to enlist help from higher authority.  In particular, PCs with Imperial associations or contacts may propose taking accusations to the Imperial families, the office of the Emerald Magistrates, or a similar official.  If they put forth this idea, it will be Kusari who answers, in a soft conversational tone.  “What would we say?  We have only the testimony of two minor vassals, both of whom have fled their lands, and a ronin.  The Spider would simply deny and delay, while his agents disgraced our names and then killed us.”  If the PCs express doubt that things would go this badly, Kusari laughs, very softly.  “You poor naïve fool.  He has done it before.  The Dragon assaulted the Badger lands two years ago because the Spider pinned the blame on the Badger for a crime his own followers had committed.”  

· If any PCs take offense at her insult, Keilani and Kusari will impatiently dismiss such posturing.  “We are here to discuss important matters, samurai.  Your wounded pride is not among them.  We have forsaken our place in our own clan for the sake of the Empire, do you think we care about your posturing?”  Kiyome will plead more modestly for the PCs to restrain themselves and focus on the good of the Empire.
Some PCs, especially Scorpion PCs, may suggest taking the matter to Bayushi Tamoru, the Clan Champion.  Kusari nods, fingering the blade of her kusari-gama as she answers.  “That is not unwise.  I myself have sought to convey warnings to lord Bayushi Tamoru, but to no avail. The Lord of the Scorpion does not believe his trusted underling Hido could be disloyal.  Hido the Spider has made himself indispensable to our lord Tamoru.”  Kusari hopes that the current mission can change the situation.  “The direct word of an Imperial heir, that might be another matter.  Which is doubtless part of why Hido has secreted Lady Hisako beneath Nihai Tower.”  

If the PCs are determined to seek out help on their own, Kusari and her allies will give up on them and go back into hiding.  This effectively ends the adventure.    

Part Two: Getting to Nihai Tower

Assuming the PCs do, in fact, agree to cooperate with the three Scorpion ladies to rescue Toturi Hisako, they will leave the ancient dojo to travel cross-country toward Nihai Tower, which lies about a day’s march away.  The trio will insist on keeping to the woods and hills during the day, carefully avoiding roads and villages.  That evening, they slip into a remote village and meet with the local headman.  Kusari seems to know the old man, who smiles and cheerfully ushers his family into another hut to make room for the visiting samurai.

If the PCs ask about this village, Kusari explains that she saved the headman from bandits several years ago.  “I maintain contacts and allies all over the Empire – one of the benefits of living as a wave-woman, if you’re willing to endure the unpleasant side of things.”  She smiles a thin, ironic smile.  “Originally, I was ordered to pretend to be a ronin so I could win the trust of the credulous.  I don’t think my masters intended that to include their own peasants.”

Keilani will spend the night in meditation and prayer, calling on the kami to aid their quest.  If any PCs offer to help, or ask if there is some way for them to assist, she will gladly accept the assistance of shugenja who are skilled with the elements of Water or Air.  “We must shroud our path if we are to reach Nihai safely.  The tower is in the midst of an open plain.”  PCs who wish to actively assist Keilani should roll Air/ Spellcraft or Water/Spellcraft at TN 25.   

Kiyome and True Loves

If any PC has Kiyome as a True Love, she will try to arrange a private tryst with that PC during the night. Keilani and Kusari will be aware of this but will politely avert their attention.  (Due to the structure of the campaign, it is possible – though unlikely – for multiple PCs to be at the same table who have True Love for Kiyome.  In this case, the GM and players should mutually discuss and agree as to which PC will be considered the “real” True Love for this adventure.)  Kiyome will invite the chosen PC on a moonlit stroll through the village, so she can share her fear and loneliness in private.  Kiyome has been an effective prisoner of her own Clan for most of the last year, and the experience has left her desperate for love and comfort.

If the PC treats Kiyome with both affection and trust, and does not say or do anything to hurt her (such as admitting that he has fallen in love with someone else, for example), she will ask him if he trusts her completely.  If he role-plays a positive and honest response and rolls Awareness/Etiquette (Sincerity) at TN 25, or role-plays a positive but dishonest response and rolls Awareness/Deceit (Seduction) at TN 25, she will confess a secret: before Bayushi Nagumo rescued her from Nihai Tower, she seduced one of the guards, hoping to escape on her own.  She gained confirmation from that guard that Hisako was being held in Shosuro Hido’s secret headquarters deep below the earth.  

· If the PC rejects Kiyome after her confession, she will be heartbroken, and both she and the PC immediately lose True Love and gain the Lost Love Disadvantage. 

· If the PC asks the name of the guard, she says it was “Shosuro Hikitsu” (true).  She describes him as a young man but short and unattractive (true again – she targeted him because he seemed lonely and insecure). 

· If the PC asks what happened to Hikitsu, she will claim (falsely) that Nagumo killed him during her escape.  In actuality, she does not know if Hikitsu is alive or dead, but she is afraid the PC will reject her if he thinks Hikitsu is still alive.  If the PC realizes she is lying (her Deceit roll is 9k4+5+Free Raise) and accuses her, she will break down and tearfully confess the truth, begging the PC not to hate her.  Depending on the PC’s reaction, this could result in a reaffirmation of True Love, or a switch to Lost Love as described above.   

On to the Tower

Regardless of whether the PCs were able to help Keilani or not, the next day is cold and wet, with a thin gray mist of rain hazing the air.  Kusari is pleased and speaks with the headman, who supplies straw haori and wide-brimmed jingasa (straw hats) to anyone who needs them.  Kiyome is clearly not happy at trudging through the rain, but endures it quietly.  The three Scorpion lead the PCs for several more hours of cautious travel.

In early afternoon, they reach a wooded hillside from which they can see across an open plain.  About two miles away is the four-story pagoda outline of Nihai Tower, with a small village nearby.  The tower is little more than an outline through the drizzle, and as the PCs watch, the rain thickens.  (If one or more PCs successfully helped Keilani, the rain becomes so heavy that it is impossible to see more than twenty feet or so – otherwise, long-distance visibility remains, but is considerably worse than before.)  

Kusari will discuss the plan in more detail with the PCs.  “With this rain to cloak our movements we can reach the entrance – it is located in the ox-pen barn on the edge of the village.  From there, it will be up to you.  Keilani and Kiyome lack the skills and physical ability to help, and I cannot abandon them alone.”  Kusari is not lying – she is a bushi and would be more than happy to help rescue Toturi Hisako, but feels obligated to protect the other two women.  

· If the PCs have proposed other methods to get to the entrance, Kusari will readily adjust the plan to take advantage of them.  Her goal is to rescue Hisako, not to use a particular method.  

Getting to the Entrance

The entrance to the tunnels is located in an ox-pen barn on the edge of the village.  If the PCs did not assist Keilani in her spell, there is a risk that they will be spotted from Nihai Tower.  The PCs and NPCs will have to make a Combined Stealth/Agility roll at TN 20 to avoid being noticed.  If one or more PCs successfully aided Keilani, producing a much heavier rainfall, the TN is only 10. (The consequences if the PCs are detected are outlined in several sections later in the module.)  This is a Combined Roll, averaging the Trait and Skill across the group – Kusari is Agility 4 and Stealth 4, Kiyome is Agility 2 and Stealth 2, and Keilani is Agility 3 and Stealth 3.  Only one person rolls for the group and only that person can spend Void, use Luck, etc.    

· If the PCs are able to devise more effective methods of reaching the ox-pen undetected, the GM should adjust accordingly.  A sufficiently effective plan – especially one making creative use of magic – can potentially get the PCs to the ox-pen without even needing a Stealth roll.

When the PCs approach, the oxen are standing stolidly in the rain, chewing their cuds.  The three Scorpion lead the PCs into the barn, where Kiyome lifts several planks from the floor to reveal a trap-door.  “The tunnels are a complex network, and I never had the chance to explore most of them.  I know the Spider’s headquarters was deep below.  Nagumo brought me out here from the Tower, so you should not go northeast, lest that take you there.  There were several guards close to the tower, Nagumo killed some of them but they have doubtless been replaced.   Watch out for Hido’s assassins, they have hidden ambush points all through the tunnels.”  She can share the following additional information:

· There are lamps in many places through the tunnels, but also many sections of complete darkness.  “Nagumo and I had to creep along by feel.”

· She remembers two specific details about the correct route to Hido’s lair: at one point it crosses a crevasse on a narrow bridge, and at another place soon after, it goes under an underground waterfall.  

· There are probably traps in the tunnels, although she personally did not encounter any of them.  

It should be noted that if Kiyome and her True Love had a falling-out the night before, she will be very subdued and non-communicative today, her eyes red with tears.  The PCs will have to ask her specific questions to gain the information outlined above.  

Part Three: The Tunnels Beneath Nihai Tower

The tunnels beneath Nihai Tower are actually two separate tunnels networks, joined together at key points. One of these is the main tunnel array, which has existed for centuries – this is the array the PCs will be entering when they descend through the trapdoor.  The other is the lair of the Spider’s Fangs, the ninja brotherhood organized by Shosuro Hido to carry out his goals.  The two networks are denoted with different colors on the map.  

The original tunnel network is quite ancient, and intersects in several places with natural underground chambers and passageways that the Scorpion located by speaking with the kami.  The passages have been carefully shored up in many places with heavy wooden beams, regularly replaced over the centuries.  The earthen floors have been stamped into stony hardness by generations of walking feet.  In several places, stone masonry has been used to improve the tunnels with thick walls.  Doors in these tunnels are heavy wooden sliding panels, and are normally kept locked – opening them requires a roll of Agility/Locksmith at TN 25, or physically forcing them with Strength/Athletics at TN 30.  Heavy weapons or spells can also be used to blast the doors open, although this will attract attention from nearby guards.  (Certain spells may allow the doors to be bypassed altogether, depending on the specific spell and usage – the GM should adjudicate such efforts.)  

· The Nikutai commanding each guard post has a key which can open the doors in the tunnel network.

The newer Spider Fangs network has been constructed within the last thirty years.  The shoring is less consistent and the earthen walls are often rough.  Since the floor is not yet hardened and sometimes becomes soft or muddy, the Fangs cover it with tatami mats.  Doors within these newer tunnels are identical to those in the older sections.  

Connections

In several places, there are connections between the Fang tunnels and the older network.  These are concealed openings in the ceilings of the old passages, from which the Fangs can easily drop down to enter the main network.  Spotting one of these passages requires that the PCs have a light source and be specifically looking at the ceiling, in which case they can roll Perception/Investigation (Notice) at TN 30, or Perception/Engineering at TN 35, to detect the passage.  Climbing up into one of these narrow passages requires a roll of Agility/Athletics (Climbing) at TN 20.

These hidden entrances lead into vertical shafts, marked on the map by ladders.  Each of these vertical shafts contains a knotted heavy rope which the Fangs use to rapidly scale up and down from their own tunnels.  Climbing up or down these ropes requires a roll of Strength/Athletics (Climbing) at TN 20.  A failed roll does not automatically mean the character falls – the narrow tunnels make it easy to catch oneself, so a character who slips need only roll Raw Strength at TN 10 to brace against the sides and not fall.      

Lighting 

The tunnels are normally unlit, but there are candles on wooden plates located at several intersections, all of the guard posts, and most of the important rooms.  These are marked on the map with star symbols.  The PCs will be able to see these lights from some distance away (since the rest of the tunnels are in darkness) and can easily choose whether to approach or stay away.  If they stay silent with a successful Agility/Stealth roll (opposed by Perception/Investigation as normal), the guards will not spot them until they are thirty feet away. 

Guards 

There are several places in the upper levels of the tunnels where the Shosuro maintain guard posts.  Each of these is marked on the map with a circled letter “G.”  A guard post will normally consist of three Hohei (normal) guards and one Nikutai (Corporal) guard.  If the PCs were detected approaching the castle (as listed in “Getting to the Entrance” in Part Two above), there will be two more Hohei at each guard post.  

If the guards are attacked, they will try to shout for help, and if possible send one of the Hohei to the nearest guard post to spread the alarm.  PCs can pursue and catch a running Hohei by winning a Contested Roll of Water/Athletics (Running), attempting once per round.  It may also be possible to use spells or archery to catch a running guard.   

· If the guards shout, assuming the PCs did not use magic such as Quiescence of Air to prevent this, the Nikutai at the next guard post can roll Raw Perception at TN 20 to hear them.  If so, he will leave one Hohei guard behind while bringing the rest as reinforcements, arriving in six rounds.  If the stay-behind guard does not receive an “all-clear” within twenty rounds, he will go to alert the next guard post.

· If a runner reaches the next guard post (which takes six rounds), they will immediately dispatch a messenger to the next guard post and then come as reinforcements, bringing the original guard back with them, and taking another six rounds to reach the PCs.

The perceptive GM will realize that the PCs can potentially alert the entire tunnel garrison if they are not careful.  In fact, it is worse than that – if the guards at the entrance to Nihai Tower are alerted, they will pass the warning on to the Tower garrison itself.  Ten minutes later, a force of fifty Hohei, ten Nikutai, five Gunso and a Soshi shugenja will enter the tunnels and begin searching for intruders.  At that point, the PCs’ only escape options will be to quickly get down to the lower levels (past the Crevasse, see the locations in Part Four below) where the normal guards don’t go, or retreat into the Fangs tunnels.   

· In the unlikely event that the PCs actually fight and wipe out the entire force, the Scorpion will send in the entire remaining garrison of Nihai Tower – 200 Hohei, 30 Nikutai, 15 Gunso, and three more Soshi shugenja.

Obviously, the smart thing for the PCs to do is to avoid the guard posts altogether, or attack them in such a way that they do not spread the alarm.   

Getting Out

At some point, the PCs will likely have to retreat from the tunnels – either because they have rescued Toturi Hisako, or because they have given up and are fleeing a failed mission.  If they have avoided alerting the guards, this will be relatively easy, since they can simply retrace their steps to the ox-pen entrance where Kusari, Kiyome, and Keilani are waiting.  However, if the guards have alerted Nihai Tower to the presence of intruders in the tunnels, getting out will become much more difficult.

(It should be noted that the Spider’s Fangs and the tower guards do not coordinate their actions.  If the PCs have alerted the Fangs but not the guards, they can still get out through the regular tunnels.)  

If the guards are alerted, PCs who are skilled with stealth can try to sneak out past the soldiers searching the upper levels.  This will require them to win three Combined Agility/Stealth (Sneaking) rolls against a Gunso’s Perception/Investigation (Notice).  Spells or other special abilities may be able to enhance such efforts, such as by concealing the PCs beneath an illusion – the GM should award Free Raises to the Stealth roll as appropriate.  

Magic may also be able to facilitate the PCs’ escape in a variety of other ways.  Many higher-Rank spells are capable of stunning/blinding/disabling/killing a large group of soldiers, winning the PCs a chance to escape, race through a guarded area, or otherwise get free.  In addition, some shugenja PCs may have magic which allows them to escape directly, such as the spell Embrace of Kenro-ji-jin.  Typically, such spells will only save the spell-caster, and cannot rescue others.  However, some Earth spells might potentially be able to open new tunnels for the PCs to reach the surface.  The GM should reward creative, intelligent application of magic to the problem.

If the PCs can make it into the Fangs tunnels, there is another way out there, a tunnel exiting into the woods two miles away.  Unfortunately, that will require passing through the Fangs barracks area, a risky maneuver.

As a last resort, PCs can try to explore the underground river at the bottom of the crevasse, or the lake which connects to that river (see the locations in Part Four).  Going downstream on the river will find a dead-end, as the water simply tunnels deeper into the earth.  However, PCs who swim upstream for at least a mile (requiring several Strength/Athletics (Swimming) rolls at TN 20, or the use of suitable magic for crossing water) can spot a glimmer of light ahead – a narrow crevasse, high overhead, which leads to the surface world.  Climbing to it will require three Strength/Athletics (Climbing) rolls at TN 30, with a fall inflicting 3k2, 5k4, and 7k6 damage respectively (although suitable magic, such as Call Upon the Wind, can bypass the requirement for Athletics rolls).    

Part Four: Specific Tunnel Locations

Besides the generic guard posts, there are a number of specific locations within the tunnels which the PCs may encounter as they explore and search for Toturi Hisako. These are described in the following sections.

Traps

At each of these two locations, the Scorpion have placed a trap to disable unauthorized intruders.  All Scorpion who visit the lower tunnels know of these traps and avoid them.  If any of the PCs are specifically watching the floor for signs of traps or danger, they can roll Perception/Investigation (Notice) at TN 25 to spot a faint rectangular outline on the floor.  (A shugenja with an active By the Light of the Moon spell will also spot the concealed trap.)  If they have not specified that they are watching the floor, they can still roll, but the TN is 40.

If the trap is not spotted, the lead PC will step on it, putting one foot through a thin cover and onto a sharpened wooden stake covered with poison.  The PC can snatch back his foot in time by rolling Raw Reflexes at TN 20.  Otherwise his foot is skewered, inflicting 2k2 Wounds and, due to the poison, reducing his Agility and Reflexes by 1 for the next 24 hours.  The PC can roll Raw Earth at TN 20 to reduce the duration to 12 hours, but this will not realistically help the situation here in the tunnels. Furthermore, a PC whose foot has been injured moves as though he has Water 1 for the next three days.

The Wounds can be treated with Medicine but the poison and the movement effects can only be treated with magic.  Path to Inner Peace will not cure the movement penalty, but higher-Rank healing spells will do so.  The poison effects can be cured with Hands of Jurojin, Bane of the Scorpion, or similar magic.  

Fang Watchpost 

At each of the two locations marked “Watchpost” on the map, the Spider’s Fangs have two of their Normal ninja watching the tunnels through the ceiling entrance. This is standard procedure, ensuring that none can approach the Spider without being noticed.  Thus, unless the PCs are using invisibility magic it will be impossible for them to penetrate deeply into the tunnels without alerting the Fangs, even if they avoid or destroy any Scorpion guard posts. 

As soon as they spot the PCs, one of the ninja will be dispatched to alert the rest of the Fangs, while the other will ambush the PCs by firing a blowgun dart at one randomly-chosen PC.  The dart is poisoned and, if it hits, will inflict 1 Wound and cause the PC to lose 1 Rank each from Agility and Reflexes just like the poison from the spike traps.  (Again, these Trait penalties can be cured with spells such as Hands of Jurojin or Bane of the Scorpion.)  Regardless, after firing the dart the ninja will retreat, quite possibly leaving the PCs wondering where the attack came from. 

The Prison

This area below Nihai Tower is where the Shosuro keep those they have taken prisoner (for whatever reason).  It comprises a long stone hallway lined on both sides by small cells.  There are guard posts located in the rooms at each end of this hallway, making this a hazardous area for the PCs to approach.  

The hallway and the cells themselves are unlit.  Each of the cells is sealed off behind a heavy iron-bound wooden grating, with a small hinged door set into each cell’s barrier.  (The Nikutai in command of each guard post at the prison has a set of keys to the cells.)  This construction means that the guards can see everything inside a cell simply by walking past it, although the hallway and cells are normally left dark in order to enhance the isolation and fear of the prisoners.

· Due to the much heavier and more potent construction of these doors, the locks require a roll of Agility/Locksmith at TN 35 to pick, and the doors and associated grating cannot be physically forced open with anything short of a battering ram.  Some spells may still be able to open the doors or destroy the grating, of course.

Inside, each cell is a bare stone chamber, with a stone “bed” where the prisoners sleep, and a chamber pot in one corner.  At present, most of the cells are empty, but there are four prisoners who the PCs may speak to if they make it in here.  It should be noted that there are guard posts at both ends of the prison complex, so even if the PCs make it through one group of guards undetected, they will be in danger of being overheard.  If they speak with the prisoners without taking precautions (whispers, sound-dampening magic), the Nikutai at the other end can roll Raw Perception at TN 25 to overhear them.

· Two of the prisoners are commoners, members of criminal gangs controlled by the Bayushi family.  Their names are Kazu and Yako.  The Shosuro are torturing them in order to break them and make them into spies.  They are both nursing their injuries (they are at the +15 Wound Rank) and will tell all manner of tall tales to try to convince the PCs to let them out of their cells, claiming to be innocent peasants tortured for crimes they didn’t commit.  They are reasonably skilled liars (rolling 7k3+4 with Deceit) but any PC who rolls Perception/Underworld at TN 20 will recognize the gang tattoos on their arms and torsos.  Of course, these men are completely dishonest and untrustworthy – if they are released, they will follow the PCs around so long as that seems like the safest course, but will flee the moment it seems wiser.  

· A third prisoner is a Scorpion samurai named Shosuro Haku.  Haku is a traitor – he fell in love with a Crane and betrayed Scorpion secrets to her.  The Shosuro are trying to torture him into continuing the relationship as a double-agent, betraying his true love, but so far he has refused to break.  (He is in very bad shape, at the Down Wound Rank, but the Shosuro have carefully avoided anything that would leave permanent marks on his body.)  Haku wants to commit seppuku, cleansing his own shame and saving his true love from further dishonor, and if the PCs offer him the chance he will gladly take it.  He will normally not give the name of his true love, but if a compassionate non-Scorpion PC offers to carry a message, he will recite a brief poem to be delivered to a Doji Asano in the Crane embassy at Kyuden Bayushi.   (The poem is Handout #2.)

· The fourth prisoner is a gaijin, a Thrane craftsman named Edrard Hastings.  The Shosuro have been torturing him to learn Thranish secrets of making firearms (they already know how to make gunpowder).  He has been severely and repeatedly tortured, his legs hamstrung and broken, and is currently at the +20 Wound Rank.  He does not speak Rokugani beyond a few basic words (“yes,” “no,” “please,” and so forth), so unless a PC speaks Thrane, they will not be able to understand him.  Obviously, he is desperate to get out of here and will plead with the PCs for help.  It should be noted that healing magic cannot restore his hamstrings, so the PCs will have to carry him.  If the PCs do get him out of here, he will be profoundly grateful to them and will try to arrange rewards through the Thranish embassy (see “Conclusions” for more details).    

Interrogation/Torture

Located near the prison, this large chamber is where the prisoners are tortured and questioned.  It contains a wide variety of torture gear, including a charcoal furnace and an array of metal devices, as well as barrels of water for drowning, various wooden clamps and presses, and so forth.  There are also several wooden tables fitted with heavy clamps and straps, to allow prisoners to be held down securely.  Merely being in this room should be somewhat disquieting to highly honorable samurai, since it is dedicated to such a distasteful activity.  When the PCs arrive, this room will normally be empty, with all the prisoners recovering from recent torture sessions.

The actual torturer, Ikku, resides in the small room behind the main chamber, where he enjoys a small cell-like room with a plain cotton futon, several lamps, a few illustrated pillow-books of a rather lurid nature, a closet with some basic clothing, and a chamber pot.  His meals are delivered every day, but he travels to the well and dump himself.  

Ikku is a disgusting individual, a sort of refined essence of everything the Rokugani despise about torturers, with a shrunken and spindly frame, long fingers, and a distorted face with a cleft upper lip.  He is a complete coward and will plead for his life in the most nauseating fashion imaginable.  However, given the chance, he will not hesitate to betray the PCs to the guards.    

Well 

At the end of the hallway outside the interrogation room is a well.  This is little more than an irregular round hole in the ground, with a bucket and winch mounted over it. The torturer Ikku visits here regularly to fetch water for himself, the prisoners, and the torture chamber.  

This well leads down to the underground lake below, and clever PCs may think of climbing or flying down to bypass the bulk of Shosuro Hido’s defenses.  Climbing down the well-shaft will require two rolls of Strength/Athletics (Climbing) at TN 30, after which the PC must drop twenty feet into the lake itself.  (This drop will not be damaging, but failing one of the rolls will result in a much farther fall, for 5k3 or 7k4 damage, respectively.)  The PCs may be able to make this safer by using ropes or climbing gear – if a PC tied to a rope slips and falls, the PCs holding the rope can roll Raw Strength at TN 20 to hold on and stop him from falling.

· Flying or wall-climbing magic, obviously, will allow the PCs to descend safely.

· Once a climbing PC drops into the lake, it will still be necessary to swim ashore with a Strength/Athletics (Swimming) roll at TN 20.  Failure means the PC begins to drown, taking 2k1 damage per round. 

Dump

The other passage from the torture room dead-ends in a vertical shaft from which a truly abominable odor arises.  This is where Ikku dumps the chamber pots from this level, along with any other garbage that may need cleaning, not to mention the occasional corpse.  There is nothing to be found at the bottom of this shaft but a vast accumulation of sludge and filth of the most disgusting kind.

Spider’s Fangs Barracks

The main barracks of the Spider’s Fangs is located beneath Nihai Tower, at the center of their newer tunnel array.  It consists of three separate areas.  Each area comprises a large barracks chamber with an array of futons, a communal cooking area, a dojo where the ninja can practice their skills, and a large storage room with equipment and supplies (clothing, disguises, various weaponry both conventional and covert, and barrels of food and water).  The entire area is kept well-lit and the ninja work, eat, train, and sleep according to a strict regimen.

There is enough room down here to house over 300 Fangs.  At any given time, each barracks area will have 30 Normal Fangs, 10 Elite Fangs, and 2 Fang Commanders in residence.  They will react swiftly and lethally to an attack, coordinating their forces in the most effective way possible, and alerting adjacent barracks for reinforcements.  (It takes five rounds for a messenger to pass between the barracks areas.)  Unless the PCs have very formidable shugenja in their ranks (e.g. with devastating area-effect spells) an attack into this area is likely to be suicidal.  Stealthy PCs might be able to sneak past in order to reach the exit, however.    

The Crevasse/Bridge

At this point, the tunnels are interrupted by a deep, irregular chasm.  The PCs can hear rushing water far below.  The crevasse is spanned by a single narrow bridge of heavy rope and wooden planks.  The bridge must be crossed single-file, gripping the ropes for balance, and it sways unnervingly beneath those who walk upon it.  A single candle is kept burning on the upslope side of the bridge, but the crevasse is otherwise unlit.

Once the PCs reach the crevasse, the Fangs should be aware of them (unless the entire party can travel invisibly or through solid earth, it will be impossible for them to get here without passing at least one of the watchposts).  Accordingly, the Fangs will have prepared an ambush here.  When the PCs begin crossing the bridge, a trio of Elite Fangs will be hiding on a ledge forty feet above. They can potentially be spotted if the PCs are creating a large amount of light, in which case PCs who are looking upward can make Contested Rolls of their Perception/Investigation (Notice) against the Fangs’ Agility/Stealth (Sneaking).  A PC with an active By the Light of the Moon who is looking upward can also notice them.  Otherwise there will be no chance to notice them before they strike.   

The Fangs will unleash a barrage of heavy rocks on the PCs.  If the Fangs are spotted before any PCs are on the bridge, they will immediately retreat into the tunnel behind them.  If they are spotted after at least some of the PCs have gone onto the bridge, they will unleash a single barrage of rocks and then retreat.  If they are not spotted at all, they will unleash two barrages of rocks before retreating.

If the rock-barrage happens, two randomly-selected PCs on the bridge must roll Reflexes/Defense at TN 30 to avoid being struck.  (Certain kinds of magic may be able to deflect the rocks, but defensive techniques such as Shiba Yojimbo cannot function on the narrow, pitching, wobbly bridge.)  A PC who is struck suffers 3k1 damage and is thrown off-balance, facing a potential fall into the crevasse.  

· The PC must roll Raw Strength at TN 10 to hang on and not fall over the side of the bridge.  

· If the PC fails the roll, any adjacent (non-falling) PC may roll Raw Reflexes at TN 15 to grab him/her before it is too late.  Otherwise, the falling PC plummets to the river at the bottom.  (The fall takes a few seconds, allowing just enough time for a quick one-Action spell if a shugenja has something to save the day.)  

· Quick-thinking PCs may be able to save a falling comrade in other ways, such as casting a useful spell or hurling a chain weapon to entangle them.

Impact in the rushing, icy-cold water inflicts 6k4 Wounds, and the PC must Strength/Athletics (Swimming) at TN 20 or begin to drown, taking 2k1 damage per round.  Assuming the PC does not drown, the river will eventually convey him/her to the underground lake (see below).

The Waterfall

As the PCs approach this point, they will hear the unmistakable rushing, thundering sound of a waterfall.  The tunnel soon emerges onto a ledge that passes beneath the waterfall, with a thick curtain of rushing white water on the PCs’ left as they advance, while slick irregular rocks are on their right.  The route continues through this area and enters another tunnel on the far side. 

As the PCs pass through this area, two Normal Fangs will conduct a suicide attack, swinging down on ropes from above the waterfall, smashing through the falling water, and slamming into PCs with their ninja-to.  They will target PCs who are holding lights, since they can see those PCs through the waterfall.  (If the PCs are actually using no lights at all, making their way by feel, they will avoid this ambush.)  

The swinging ninjas are considered to be in Full Attack and gain an additional two Free Raises on their attack due to the power and surprise of their all-out assault.  Furthermore, immediately after they deliver their attacks, their ropes will pull them back through the waterfall and out of reach.  They will not repeat their attack – like the earlier ambushes, it is intended to wear down and weaken the PCs before they reach the final combat.

The Lake

At this point, the tunnel opens onto the cold muddy beach of a vast underground lake.  The PCs can hear the rumble of the waterfall somewhere off across the water. The river from the crevasse enters this lake before draining away on the far side, so PCs who fell into the crevasse and survived can potentially re-unite with the rest of the party here.  

The vast cave of the lake is wholly unlit, but the PCs will be able to see light emerging from another larger tunnel, the tunnel that leads to the Spider’s Lair.

Part Five: The Spider’s Lair

You emerge into a huge natural cavern, flickeringly illuminated by a dozen torches placed along the walls. Clusters of stalactites are dimly visible hanging from the ceiling fifty feet overheard.  In the center of the cave is what appears to be a small wooden castle, perhaps four stories high.  A steep staircase ascends one side of the castle to a gate on the second floor.  Scorpion bushi in full armor and terrifying war-mempo stand at the base of the staircase, swords drawn, clearly waiting for trouble.

Unless the PCs are able to enter the room invisibly, the Scorpion bushi will charge to the attack the moment the PCs enter the cavern.  It will take them one round to close with the PCs.  The guards will normally comprise three Scorpion Gunso, but this may be adjusted for the party’s power level (see the start of the module for details).

This will be an extremely challenging fight, not primarily due to the Gunso (though they are formidable opponents), but due to the two Fangs shugenja who are lurking in the dark shadows between the stalactites overhead, not to mention the Fangs ninja snipers up there as well.  The shugenja have already “buffed up” the Gunso will spells, and will use their magical abilities to the utmost to harass, weaken, and disable the PCs, making this fight much more than a mere melee with a few enemy bushi.  

The Bushi

Prior to the arrival of the PCs, all of the Gunso have been targeted with the spells Reversal of Fortunes (allowing them to re-roll one die per round), Way of Earth (adds +20 to their TN to be Hit), Armor of the Emperor (subtracting the caster’s Rank, 5, from total damage each time they are hit) and Near to Ice (no Wound penalties until reduced to Down).  Two of them have been linked by Heart of Mortality to the shugenja overhead, who can use this connection to heal them or to restore protective spells on them which have been disrupted by the PCs.  

These bushi are completely and utterly loyal to Shosuro Hido – he would never entrust his defense to anyone of less than iron-clad trust – and they will fight to the death, striving to defeat the PCs by any means possible. 

The Shugenja

The two shugenja are using Hands of Clay to cling to the stalactites, and have cloaked themselves with Know the Shadows (+5 TN penalty to all attacks and spells that rely on visual targeting).  Since they rely entirely on spells which do not create visual effects, the PCs will have to locate them by either winning a Contested Roll of Perception/Investigation (Notice) against the shugenjas’ Agility/Stealth (Sneaking), targeting the area with By the Light of the Moon, or lighting the cave ceiling with a fire spell, flaming arrow, or similar method.

During the fight, one of the shugenja will normally take no action, holding himself ready to Counterspell whatever spell a PC shugenja might attempt.  Since the Counterspell “fortifying” rules make the spell unusable as written, the GM should assume that the Fang shugenja will always call a number of Raises sufficient to counter PCs who try to “fortify” their spells against Counterspelling. 

The other shugenja will attempt to weaken and disable the PCs by casting spells such as Tricks of the Kami, Winds of Aggression, Earth’s Stagnation, Grasp of Earth, Curse of Stone, and Ebbing Strength.  

· As noted, each shugenja is linked to one of the bushi via Heart of Mortality, allowing them to heal or enhance the bushi as needed.  

If these shugenja come under attack, with ranged spells, archery, or similar methods, they will try to use The Eye Shall Not See to hide themselves, relocate elsewhere in the ceiling, heal themselves if necessary, and resume their activities (the spell’s protection will expire once they begin casting again).  They will try to remain part of the fight as long as possible.  If their bushi comrades are finally defeated, they will retreat through the hole in the ceiling, fleeing to the Fangs Barracks.  

Ninja Sniping

There is a hole in the ceiling of the cave that leads into the Fangs tunnel network.  Two elite Fangs will be perched in this opening, firing blowgun darts at the PCs. These darts are coated with the same poison as the earlier darts – inflicting 1 Wound and lowered Reflexes and Agility by 1 Rank each, until cured with magic.  The ninja will continue sniping until the PCs take them out (they can be spotted in the same manner as the shugenja) or the fight is lost (at which point they join the shugenja in retreating back to the barracks).    

Entering Hido’s Lair

Eventually, the PCs should prevail over the Gunso and their shugenja and ninja allies, although it should be a tough and alarming fight for the PCs (especially if they are accustomed to facing opponents with limited magical ability).  Once the defenders are undone, the PCs will be free to enter the small castle, ascending the stairs to the main gate (there is no other entrance).

Wise PCs will be alert for traps.  The wooden double-door and the wooden porch in front of it are trapped.  If the PCs have a By the Light of the Moon spell active, they will see something is concealed in both the door and the floorboards in front of it.  If they examine these areas by mundane methods, they can roll Perception/Investigation (Notice) at TN 25 or Perception/Traps at TN 20 to realize the door has concealed holes and the floorboards are a triggering pressure-plate.  

The trap can be avoided by not stepping on the floorboards.  If a PC does step on the floorboards (it would be the normal place to stand when opening the gates, although they can also be opened while standing to either side), there is an audible click followed by a sharp snapping noise as spring-powered darts shoot through the concealed holes in the door.  All PCs standing directly in front of the door must roll Raw Reflexes at TN 30 to avoid being hit.  (If the PC wears Heavy Armor, the TN is only 20.)  A PC who is hit falls to the ground and begins to convulse, foaming at the mouth.  

· The PC must be treated within three rounds with either a poison-defeating spell (such as Hands of Jurojin) or a roll of Intelligence/Medicine (Antidotes) at TN 30.  Otherwise the PC takes 6k4 Wounds.  Also, unless the PC is treated with magic, the convulsions and muscle tremors will render him/her helpless and unable to move for the next eight hours. 

Once the PCs get past this trap (intact or not) they have breached the last of the Spider’s defenses, and are free to explore his lair.

Within the Chambers of the Spider 

Within the small castle are dimly lit rooms whose interior walls are made of black paper and black wooden frames, lit by lanterns with red paper.  The rooms are empty, and your steps echo and creak on the wooden floors.  Finally you come to a small antechamber with a door made from a carved wooden shoji.  The carvings resemble the Shosuro mon at the center of a pattern of intersecting lines and arcs.  The room beyond lies in complete darkness.

When the PCs slide open the web-patterned shoji, they enter a dark room that smells of old age, ill health, and sweat.  A swollen, misshapen form sprawls on cushions in front of them.  Before they can say or do anything, a soft raspy voice says, “No further… samurai.  I… have what you want.”  As the PCs raise their lights, they see the scene clearly:

Shosuro Hido lies on a pile of cushions.  He is a desperately old and grotesquely fat man, with skinny arms and legs whose muscles have long since wasted away to nothing.  His face is pale and bloated, with red lips that glisten with saliva, and dark beady eyes stare at you from above deep, heavy bags.  He is dressed only in an old, musty, sweat-stained yukata in Scorpion red.  One skinny arm is wrapped around a slim, incredibly beautiful girl of sixteen, dressed in a confining traditional Scorpion woman’s kimono with the Toturi mon embroidered over the right breast.  Her face is pale and her eyes wide, and she holds herself carefully still, for in the Spider’s other hand is a knife, pressed tightly to her throat.  

If the PCs ask what else is in the room, they can see that the walls are covered in racks of scrolls, and there is a writing table shoved into one corner, with an unlit lamp.  A smelly chamber pot sits in the opposite corner. There is another door – a normal wooden sliding door, not an elaborate carved shoji – on the far side of the room.  

This situation is a bluff.  The woman in Hido’s arms is actually a Shosuro actress, and the real Toturi Hisako is concealed in the room beyond this chamber, drugged and bound.  The Spider is playing his last hand, trying to keep open the faint hope that he can bluff the PCs into delaying or retreating, while still leaving open the option to retrieve the real Toturi Hisako later.  PCs may be able to realize the truth if they question the situation and roll Perception/Investigation (Interrogation) against either Hido or the actress (depending on their approach).  Hido’s Awareness/Deceit (Lying) is a grotesque 10K7+10, but the actress is less accomplished – her roll to maintain her façade is 9k4+5+Free Raise.  

Speaking With the Spider

Hido is playing for time here.  He is hoping to delay the PCs long enough for reinforcements to arrive from the Fangs lair (which will take at least half an hour).  He will try to use his “hostage” to keep the PCs at bay while he confuses and distracts them with words.  He speaks in a rasping whisper, with many labored pauses for breath.

It is likely that the PCs will hurl accusations against Hido, call him a traitor, demand he submit to execution or kill himself, and so forth.  He will respond with contempt and self-justification.  “So… judgmental,” he rasps.  “You think yourselves… superior to me, to this old sick man in his… dark hole in the ground.  Look around you!  The Empire… is dying.  The Thrane, the other gaijin, they will… make us subservient to them unless we can… become as strong as they are.  Do you think your… precious Honor will stop that?  Your Emperor is… dead and has no true-born heir.  All that matters now is… power.”  

The GM should strive to develop this conversation as far as possible, with maximum dramatic effect – it isn’t often that the PCs get a dialogue with a major villain, after all.  The initial speech above pretty much summarizes Hido’s view of the world: Honor is a joke, the world is governed by power and deception, and nothing he has done is wrong because there is no such thing as morality, only power and its lack.  Some further ramifications of this conversation:  

· Some of the PCs may wonder if Hido knew about the infidelity of the Emperor’s wife.  “Of course I knew!  His wife was… a Scorpion, my niece!”

· Some PCs may ask him whether any of the heirs are legitimate.  He will not tell them.  “Do you really imagine it… matters?”

· If they try to argue for him to release Hisako because she is potentially illegitimate and therefore not valuable, he laughs.  “Don’t play the… fool.  An heir is worth… what you make of it.  And I will make this one… my puppet Empress.”  

· If the PCs point out the chaos and war engulfing the Empire, or try to appeal to him on that basis, he laughs even harder.  “Who do you think… caused all this?  War is needed… to claim power.  I saw it… long ago.” 

· If the PCs point out how badly things are going for the Scorpion right now (the Mantis coup failing, the Unicorn invading Scorpion lands, etc), he spits in fury.  “Fools… twenty years of planning… undone by fools.”  He jabs the knife at his hostage’s throat. “Don’t… test me!”
Eventually the PCs should hopefully either realize that ‘Hisako’ is not real, or simply lose patience and take action.  Clever PCs may even think of searching in the room beyond.  Regardless, once things escalate Hido will have no choice but to push his bluff to the end, killing the girl in his arms and snarling defiance at the PCs.  He is not really capable of fighting and will not bother to try, contenting himself with snarling insults and promises of doom at the PCs.  

Finding Hisako

If Hido does kill his hostage, or if the PCs “rescue” her from him, once they get a good look at her they can roll Perception/Investigation (Notice) at TN 20 to realize that she is actually several years older than the sixteen which Hisako should be.  If she is still alive, she will confess the truth and beg to be spared, pointing out that she has done nothing but obey her lord’s command.  

Regardless, if the PCs search the room beyond Hido’s personal chamber, they will find the real Toturi Hisako tied up and semi-conscious, suffering from the effects of a drug.  She can be awakened by casting Hands of Jurojin, Bane of the Scorpion, or a similar anti-poison spell (physical remedies will have no effect) – otherwise, it will be several hours until she comes back to herself.

Part Six: Getting to Bayushi Tamoru 

Once the PCs locate the real Toturi Hisako, they will face the problem of getting out of the tunnels.  As discussed earlier in Part Three, this will be a major problem if the PCs have alerted the entire complex to their presence.  Assuming the PCs have avoided that, however, if they retreat quickly back the way they came they will be able to get out before the Fangs reinforcements arrive.

Confronting the Fangs

If the PCs dally, perhaps searching Hido’s lair, reading the scrolls there, or otherwise wasting time, they will face a much more difficult situation.  The entirety of the Fangs Barracks garrison (including any survivors from the earlier fight in the Spider’s Lair) will converge on them as they reach the lake on their way back up the tunnels.  If the PCs are extremely formidable combatants, they may be able to win through by brute force.  More likely, however, their resources will be exhausted and their only chance will be to talk their way through. 

In order to talk their way through, the PCs will have to make an appeal that overawes the loyalty of the Fangs.  Perhaps the best argument is simply to point out that Hido is dead and their cause is lost.  The man they served has perished and, since he was a dishonorable traitor, they can find no honor in avenging him.  Some PCs may be able to come up with other arguments (Scorpion PCs in particular may be able to make effective arguments based on Loyalty), and the GM should allow any legitimate and well role-played argument to have a chance.  If the PCs do present such an argument, they can roll either Awareness/Courtier (Manipulation) or Awareness/Storytelling (Oratory) – depending on what sort of approach they took – at TN 40.  

· If Toturi Hisako has been treated with magic to free herself from her drug, she will intervene as well.  Once all the PCs have made their speeches, she will stand up, forcing the Fangs to acknowledge her, and call on them to step aside.  This will grant two Free Raises to the PCs’ rolls.

· Some PCs may decide instead to bluff, promising certain death to the Fangs unless they run like cowards.  This approach can allow the PC to roll Willpower/Deceit (Intimidation) at TN 40 instead.

If the PCs fail these social rolls, they will have no choice but to either fight against overwhelming force, or find a way of running/escaping (as outlined in Part Three under “Getting Out”).  

Out of Nihai Tower

Assuming the PCs eventually get out, they will meet up again with the three former Scorpion ladies (Kusari, Keilani, and Kiyome), all of whom immediately prostrate themselves and pledge loyalty to Toturi Hisako.  

The ladies will strongly urge the PCs to take Hisako to Kyuden Bayushi and confront the Scorpion Clan Champion, Bayushi Tamoru.  “He must know what has happened, and why Hido is dead,” they say.  “Otherwise Hido’s followers will continue to hunt all of us – including you and lady Hisako.”  

· Some PCs may insist on taking Hisako directly to the Imperial capital, or a similar safe location.  The three ladies will argue strongly against this, but if the PCs are immovable, they will grudgingly acquiesce and help get Hisako and the PCs out of Scorpion lands – after all, the safety of a potential Imperial heir must come first.

· Toturi Hisako herself is not sure which course of action to take.  She has been isolated among the Scorpion for the last several years, and while she realizes they have been trying to indoctrinate her, she is not yet sure who to trust instead.  

To Kyuden Bayushi

If the PCs agree to take Hisako to Kyuden Bayushi and speak with Bayushi Tamoru, the journey will take four days, as Kusari again leads the PCs through woods and hills, avoiding contact with any but the most remote of villages.  At the end of that journey, they emerge from the trees and approach the distant plateau where Kyuden Bayushi perches, looking down on the surrounding lands.  Scorpion banners hang limply in the damp, cloudy air of autumn, and large numbers of bushi can be seen patrolling the edge of the plateau and the road that ascends its side.  The Unicorn invasion has clearly prompted the Scorpion to strengthen their defenses.

The PCs may start to debate how they should gain access to Bayushi Tamoru.  Both Kiyome and Keilani will suggest that an open approach is best.  They are both recognized figures within the Scorpion Clan, and by directly identifying themselves and Hisako, they can prevent any possibility of covert action by Hido’s remaining supporters.  Realistically, there is really no other option, since the PCs will not have the capabilities to invade Kyuden Bayushi by force or stealth.

Assuming the PCs do undertake a direct approach, the Scorpion guards will converge on them as soon as they approach, and after listening to their story, will escort them up to the castle.  At that point they will have to wait several days until they can meet with Tamoru.  How many days will depend on how many other PCs “step up” and lend their names and influence to the effort.  

Waiting for a Meeting

It will normally take five days for Bayushi Tamoru to meet with the PCs, but for each PC of influence who accompanies the three ladies and Hisako, this will be reduced by one day, to a minimum of one day.  PCs of influence include the following:

· Any PC who is an Emerald, Jade, or Sapphire Magistrate.

· Any other Imperial PC with Status of 3.0 or better.

· Any other non-Imperial PC with Status of 4.0 or better.  

· Any PC who expends two or more Scorpion Favors or Allies (not counting Keilani or Kiyome) to support their efforts here.

While they wait, the PCs and NPCs will each be given their own guest room in Kyuden Bayushi.  The Scorpion will treat them as honored guests and allow them to keep their weapons in their rooms.  A strong “honor guard” will be placed near their quarters, but there will be no overt hostility, and Toturi Hisako will be treated with the utmost deference and respect.  She will be invited to a separate meeting with the Clan Champion prior to the PCs getting their chance.

Meeting with Bayushi Tamoru

Eventually, the PCs, Hisako, and the three ex-Scorpion ladies are called into a private audience chamber high up in the main tower of Kyuden Bayushi. The Scorpion Champion sits by a window, resting one arm on a writing table while he looks outside pensively at the increasingly brown and sere autumn landscape.  

Tamoru is a short, slim man with long hair, and wears an extremely fine kimono of Scorpion red.  A silk mask covering the upper half of his face, leaving exposed a narrow mouth with dark red lips.  He speaks in a thin, piercing voice.  “We welcome you, Toturi Hisako, and your… guests.  Please, one of you,” he gestures at the PCs in a manner simultaneously languid and impatient, “I have already spoken with our honored guest Hisako.  Now, why don’t you explain to me yourself what is happening, and why our honored guest Hisako is here and not in the care of the Shosuro, who are pledged to her education.”
This is the cue for one or more of the PCs to step up and explain the situation as eloquently as possible.  Keilani, Kiyome, and Kusari will all speak in support as well, but since they have already fled the Scorpion Clan, Tamoru will not give their words much weight.  The primary burden here is on the PCs.  Allow them to present themselves, their actions, and the overall situation.  At the conclusion of their speeches, each PC who spoke should roll Awareness/Courtier (Manipulation) to persuade Tamoru of the truth.  This is a Social roll and all bonuses and penalties apply, including things like Mastery abilities, Benten’s Blessing, and Large.  The base TN for this roll is 50, but it can be modified by the following factors:

· If a PC has Status of 4.0 or better: one Free Raise.

· If a PC role-played well: one Free Raise to that PC’s roll.

· The PC who is speaking is a Scorpion: one Free Raise to that PC’s roll (two Free Raises if the PC is a Shosuro).

· A PC chooses to “cash in” (erase) one or more Favors with the Scorpion Clan: one Free Raise per Favor. 

Conclusion

The final outcome of this adventure depends on whether the PCs are persuasive in their speech to Bayushi Tamoru.   

If the PCs Succeed

If at least one PC makes the Courtier roll to persuade Bayushi Tamoru, he fully accepts their story and belatedly realizes how badly he has allowed control of the Scorpion Clan to slip through his fingers.  He offers the PCs the thanks of the Scorpion Clan, while suggesting (none too subtly) that it would be best for this scandal to remain an internal Scorpion matter.  Toturi Hisako is sent back to the Imperial capital, with a large honor guard to escort her – including the PCs, if they wish it.

Kusari will prostrate herself and humbly suggest that, since the Kochako are no longer strong enough to guard the Scorpion against internal dissent, perhaps it may be better to do so from outside the clan… with a new Minor Clan.

· All of the PCs gain Bayushi Tamoru as an Ally (2 points Devotion, 4 points Influence).

· If the PCs already had Keilani or Kiyome as an Ally, that Ally’s Devotion is now increased to 4.  If they did not have either of those ladies as an Ally, they gain them now (Influence 2, Devotion 2).  

· Scorpion PCs (only) gain 1 Rank of Status (this cannot increase their Status higher than 5.5) as Tamoru promotes them and calls on their assistance in rooting out Shosuro Hido’s remaining loyalists.

If the PCs Failed  

If none of the PCs made their Courtier roll, Tamoru will clearly not be convinced by their story.  He accuses them of turning on the Scorpion Clan and spinning this tale to make Hisako an enemy of the Clan.  Hisako will speak up at this point, demanding in the name of her father that Tamoru release her and her friends from his custody.  The Scorpion Champion grits his teeth and agrees, but proclaims that the PCs will rue the day they earned his enmity. 

Scorpion bushi escort the PCs and NPCs to the border of their lands, with stern warnings not to return.

· All Scorpion PCs are now considered disloyal – only Hisako’s protection saved them from Traitor’s Grove.  They are made ronin, and lose any and all political appointments (e.g. Emerald Magistrate, etc).

· All PCs, regardless of Clan, lose 2 Ranks of Glory as Tamoru unleashes the full power of the Scorpion slander machine on them in court.

· All PCs gain Bayushi Tamoru as a 6-point Sworn Enemy, and lose any and all Allies and Favors they had with the Scorpion Clan.  They retain Keilani and Kiyome as Allies, but the two ladies’ Influence drops to 0 as they are now completely cut off from their former Scorpion contacts and networks.

Leaving Without an Audience

If the PCs refused to go to Kyuden Bayushi and simply left the Scorpion lands with Hisako, they have breached the trust of the three ex-Scorpion ladies, and lose any Ally Advantages they may have with them.  (A PC who has Kiyome as True Love now finds himself with Lost Love instead.)  Although Toturi Hisako will speak for them in court and they escape any direct retaliation, the Scorpion Clan will punish them for the political black eye they have delivered.  All PCs will lose 1 Rank of Glory and lose all Allies and Favors they have with the Scorpion Clan. 

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

PCs rescue Toturi Hisako:


+2 XP

PCs convince Bayushi Tamoru:

+1 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

As outlined under “Conclusions,” the PCs may potentially gain Bayushi Tamoru as either an enemy or an ally, and can potentially lose Allies and Favors with the Scorpion Clan, possibly with Glory or Status changes as well.

Regardless of such events, if the PCs successfully rescued Toturi Hisako, they gain her as an Ally (3 points Influence, 3 points Devotion).  They also gain +1 point of Honor, +2 points if they are Honor 1.9 or less.

Appendix: NPCs

Shosuro (Kochako) Kiyome, Innocent Courtier

	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 3

	VOID 3


TN to be Hit: 15


School/Rank: Bayushi Courtier 2


Rank One: When making a Contested Social Skill roll, gains one Free Raise for every 2 points of Disadvantages you know your opponent has, or one for every 4 points which the opponent has but you are unaware of.  Any time you succeed in a Contested Social Skill roll, you gain a Free Raise on your next such roll against the same opponent.


Rank Two: Observe an opponent for one round, spend a Void point, and make a Contested Awareness roll to learn the opponent’s lowest Trait, and rank in that Trait (Void counts as a Trait for this technique). Raises on the Awareness roll can learn additional Traits, from lowest to highest.  When an opponent attempts to use a skill or technique to learn your Traits, you may spend a Void point to give false information.  

Honor/Status/Glory: 2.2/2.5/2.6

Skills: Artisan: Ikebana 2, Courtier (Manipulation, Political Maneuvering) 5, Deceit (Lying) 3, Etiquette (Bureaucracy, Sincerity) 5, Lore: Heraldry 4, Lore: History 3, Medicine 2, Meditation 4, Perform: Dance 2, Stealth 2, Storytelling (Poetry) 4, Theology 2. 

Mastery Abilities: Adds 5 to the total of any Contested social roll made against him.

Advantages/Disadvantages: Benten’s Blessing/Sworn Enemies (unknown). 
Equipment: Fine kimono, traveling pack, 10 koku in coins.

Scorpion Hohei (Private)

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 3


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


School/Rank: Bayushi Bushi 2


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: When attacking, you may call 1 or more raises.  If the attack is successful opponents attacking you before your next turn must make a identical number of Raises before they can call Raises for effects or maneuvers (except Free Raises).  Additionally, if an opponent attacks and misses you, you gain a number of Free Raises equal to your Air Ring on attacks against opponent that occur before their next turn.

Honor/Glory/Status/Infamy: 1.4/2.0/1.0

Skills: Athletics 2, Calligraphy 2, Courtier 2, Deceit (Lying) 3, Defense 3, Etiquette 2, Horsemanship 2, Iaijutsu 3, Investigation 2, Kenjutsu 3, Kyujutsu 2, Lore: History 2, Lore: Law 1, Lore: Scorpion Clan 2, Meditation 1, Theology 1.

Mastery Abilities: Add +5 to Contested  Social Skill rolls.  May focus an additional time in a duel.  May declare Full Defense when Initiative is rolled.  

Equipment: Light armor, daisho set, bow with 20 arrows, 2 koku.

Scorpion Nikutai (Corporal) 

	FIRE 4
	  AIR 4

	
	

	EARTH 3
	WATER 3

	Willpower 4
	Perception 4

	VOID 3


TN to be Hit: 28 (33 with light armor)


School/Rank: Bayushi Bushi 3


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: He may declare Raises on an attack.  If successful, this forces all opponents attacking him before his next Turn to call the same number of Raises, or their attack fails.  If an opponent attacks him and misses, he gains a number of Free Raises equal to Air Ring for any attacks made on that opponent before their next turn.


Rank Three: Gains a Free Raise when attempting a Called Shot, Disarm, or Knockdown.  Opponents roll and keep one fewer die when resisting Disarm attempts.  May make two additional Raises on a Disarm attempt to end up holding the disarmed weapon.

Honor/Glory/Status: 1.5/4.5/3.0

Skills: Athletics 2, Battle 1, Calligraphy 4, Courtier 3, Deceit (Intimidation) 3, Defense 4, Etiquette 3, Horsemanship 3, Iaijutsu 5, Investigation (Interrogation, Notice) 3, Kenjutsu 5, Kyujutsu 3, Lore: History 2, Lore: Law 1, Lore: Scorpion Clan 3, Meditation 2, Theology 1.

Mastery Abilities: Adds +5 to total of all Contested Social rolls.  May declare Full Defense when initiative is rolled. Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  Free Raise on all skills at Rank 5 or higher.  May Focus an additional time in an Iaijutsu duel.  

Advantages/Disadvantages: Strength of the Earth (rank 1)

Equipment: Light armor, daisho set, bow with 20 arrows, 5 koku.
Scorpion Gunso (Sergeant) 

	FIRE 4
	  AIR 4

	Intelligence 5


	Reflexes 5

	EARTH 4
	WATER 4

	
	

	VOID 4


TN to be Hit: 35 (40 with light armor)


School/Rank: Bayushi Bushi 4


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: When attacking, you may call 1 or more raises.  If the attack is successful opponents attacking you before your next turn must make a identical number of Raises before they can call Raises for effects or maneuvers (except Free Raises).  Additionally, if an opponent attacks and misses you, you gain a number of Free Raises equal to your Air Ring on attacks against opponent that occur before their next turn.


Rank Three: Gains a Free Raise when attempting a Called Shot, Disarm, or Knockdown.  Opponents roll and keep one fewer die (minimum of one die) when contesting Disarm attempts.  May make two additional Raises on a Disarm attempt to end up holding the disarmed weapon.


Rank Four: Make an extra attack per round.  TN to be Hit bonus against opponents with lower Initiative increases to +10. 

Honor/Glory/Status: 1.8/4.5/4.0

Skills: Athletics 4, Battle 3, Calligraphy 4, Courtier (Manipulation) 4, Deceit (Lying, Intimidation) 5, Defense 5, Etiquette 4, Games (Go) 2, Horsemanship 4, Iaijutsu 5, Investigation (Notice) 5, Kenjutsu 5, Kyujutsu 4, Lore: History 2, Lore: Law 2, Lore: Scorpion Clan 4, Meditation 5, Spears 3, Tea Ceremony 2, Theology 2.

Mastery Abilities: Add +5 to Contested Social Skill rolls.  Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  May Focus an additional time in an Iaijutsu duel.  May recover 4 Void points from Meditation. May fight while mounted, and may use Full Attack and Full Defense while mounted. May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Social Position (Gunso)

Equipment: Light armor, daisho set, bow with 20 arrows, 15 koku.

Nihai Tower Soshi Shugenja

	FIRE 2
	  AIR 5

	Intelligence 4


	

	EARTH 3
	WATER 3 

	
	Perception 4

	VOID 4


TN to be Hit: 31

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: Calligraphy (Cipher) 5, Courtier (Gossip, Manipulation) 5, Deceit (Lying) 4, Defense 3, Etiquette (Sincerity) 4, Investigation 4, Kenjutsu 1, Knives 2, Lore: Heraldry 2, Lore: History 2, Lore: Shugenja 3, Meditation 4, Poison 1, Spellcraft 6, Stealth (Spellcasting) 4, Theology (Fortunes) 5. 

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

Spells: Choose any spells that seem appropriate.

Equipment: Kimono, sandals, tanto, scroll satchel. 

Normal Spider’s Fangs 

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 32


School/Rank: Shosuro Shinobi 2


Rank One: Roll and keep dice equal to School Rank on Stealth rolls.  Move normally while in Full Defense.  Always in Full Defense unless declared otherwise.


Rank Two: Raises on Stealth rolls and attacks on unaware opponents are not limited by Void/skill rank.  Gets two Free Raises when using skill with which he has Great Potential.  May add twice his Fire Ring to TN to be Hit when not wearing armor.

Honor/Status/Glory: 1.5/na/1.0

Skills: Acting 3, Athletics 3, Deceit (Lying) 5, Defense 3, Etiquette 2, Investigation 5, Kenjutsu 2, Knives 5, Lore: Heraldry 2, Ninja Ranged Weapons (Blowgun) 3, Poison 3, Stealth (Sneaking) 5, Underworld 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5.  Subtract Knives Skill rank from Wound penalties.  

Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), blowgun with 10 darts. 

Elite Spider’s Fangs

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 5

	EARTH 3
	WATER 3 

	Stamina 4
	Perception 4

	VOID 3


TN to be Hit: 39


School/Rank: Shosuro Shinobi 3


Rank One: Roll and keep dice equal to School Rank on Stealth rolls.  Move normally while in Full Defense.  Always in Full Defense unless declared otherwise.


Rank Two: Raises on Stealth rolls and attacks on unaware opponents are not limited by Void/skill rank.  Gets two Free Raises when using skill with which he has Great Potential.  May add twice his Fire Ring to TN to be Hit when not wearing armor.


Rank Three: May increase TN to be Hit by any amount up to Fire x5.  All of his own TNs except for Stealth, Defense, and Athletics suffer a penalty of the same amount.  Using the Stealth skill for Sneaking no longer impede movement.

Honor/Status/Glory: 1.5/na/1.0

Skills: Acting 3, Athletics 4, Deceit (Lying) 5, Defense 4, Etiquette 2, Investigation 5, Kenjutsu 2, Knives 5, Lore: Heraldry 2, Ninja Ranged Weapons (Blowgun) 5, Poison 3, Stealth (Sneaking) 6, Underworld 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5.  Subtract Knives and Blowgun Skill rank from Wound penalties.  

Advantages/Disadvantages: Strength of the Earth (rank 1)/Dark Secret (real identity)
Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), blowgun with 10 darts, 2 bu in coins. 

Spider’s Fangs Commander

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 6

	EARTH 4
	WATER 4 

	
	

	VOID 4


TN to be Hit: 46


School/Rank: Shosuro Shinobi 4


Rank One: Roll and keep dice equal to School Rank on Stealth rolls.  Move normally while in Full Defense.  Always in Full Defense unless declared otherwise.


Rank Two: Raises on Stealth rolls and attacks on unaware opponents are not limited by Void/skill rank.  Gets two Free Raises when using skill with which he has Great Potential.  May add twice his Fire Ring to TN to be Hit when not wearing armor.


Rank Three: May increase TN to be Hit by any amount up to Fire x5.  All of his own TNs except for Stealth, Defense, and Athletics suffer a penalty of the same amount.  Using the Stealth skill for Sneaking no longer impede movement.


Rank Four: Makes an additional attack per round.  Once per round, may spend a Void Point to make a Contested Agility/Stealth roll against an enemy attack roll or spellcasting roll.  If he wins, the attack/spell automatically misses.  (May not make an additional attack on the round after he uses this ability.)

Honor/Status/Glory: 1.5/na/1.0

Skills: Acting 3, Athletics 3, Deceit (Lying) 5, Defense 5, Etiquette 2, Investigation 5, Kenjutsu 2, Knives 6, Lore: Heraldry 2, Ninja Ranged Weapons (Blowgun) 5, Stealth (Sneaking) 6, Underworld 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5.  Subtract Knives and Blowgun Skill rank from Wound penalties.  

Advantages/Disadvantages: Strength of the Earth (rank 1)
Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), blowgun with 10 darts, 3 bu in coins. 

Spider’s Fangs Shugenja (set of 2)

	FIRE 3
	  AIR 6

	Intelligence 4


	

	EARTH 4
	WATER 4 

	
	

	VOID 4


TN to be Hit: 40 


School/Rank: Soshi Shugenja 5


Soshi 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.

Honor/Glory/Status: 0.0/1.8/1.0

Skills: Acting 2, Athletics 5, Calligraphy (Cipher) 5, Commerce 2, Courtier (Manipulation) 4, Deceit (Lying) 5, Defense 5, Etiquette (Sincerity) 3, Investigation 4, Jiujutsu 3, Kenjutsu 2, Knives 3, Lore: History 2, Lore: Scorpion Clan 4, Medicine (Antidotes) 4, Ninja Ranged Weapons 3, Poison 4, Spellcraft (Elemental Emphasis Air) 5, Stealth (Sneaking) 4, Theology 3.

Mastery Abilities: Adds +5 to total of any Contested Social Rolls.  May declare Full Defense when Initiative is rolled.  Free Raise on all skills at Rank 5 or above.    

Spells: Sense, Commune, Summon, Counterspell, (Air 1) By the Light of the Moon, Cloak of Night, Know the Shadows, Tricks of the Kami, (Air 2) Call Upon the Wind, The Eye Shall Not See, Winds of Aggression, (Earth 1) Earth’s Stagnation, (Earth 2) Grasp of Earth, Hands of Clay, Way of Earth, (Earth 3), Curse of Stone, (Earth 4) Armor of the Emperor, (Water 1) Ebbing Strength, Clarity of Purpose, Path to Inner Peace, Reversal of Fortunes, Sympathetic Energies, (Water 2) Heart of Mortality, Rejuvenating Vapors, (Water 3) Near to Ice.
Advantages/Disadvantages: Allies (many, including Shosuro Hido)/Dark Secrets (several)

Outfit: Commoner clothing, scroll satchel, tanto, 3 bu.

Shosuro Hido, “the Spider,” Lord of the Shosuro, Traitor to the Empire

	FIRE 1
	  AIR 1

	Intelligence 6


	Awareness 5

	EARTH 1
	WATER 1 

	Willpower 6
	Perception 5

	VOID 5


TN to be Hit: 9


School/Rank: Bayushi Courtier 5

Honor/Status/Glory: 0.0/7.0/5.6

Skills: Calligraphy (Cipher) 10, Courtier (Manipulation, Political Maneuvering) 9, Deceit (Lying) 10, Defense 2, Etiquette (Bureaucracy, Sincerity) 9, Games: Go 5, Games: Shogi 10, Investigation (Notice, Interrogation) 10, Lore: Heraldry 5, Lore: History 5, Lore: Imperial Families 5, Lore: Law 5, Lore: Scorpion Clan 5, Meditation 1, Stealth 3, Storytelling 3, Theology 1, Underworld 10. 

Mastery Abilities: Adds +10 to the total of Contested Social rolls.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Allies (many), Blackmail (many), Crafty, Viper’s Tongue/Bad Health, Dark Secrets (many), Driven (gain power), Sworn Enemies (many), Weakness (all physical Traits) 
Equipment: Grubby kimono, tanto. 

Player Handout #1: A Mysterious Letter

Friend and ally,

Our Empire faces a time of trouble and danger.  In such an era, only those few samurai who possess true honor can be trusted, and the fate of much may lie on their shoulders.  We believe you to be such a samurai, one who will place the good of Rokugan above all else.  It may be we are mistaken, in which case we and the Toturi Dynasty will both pay the price of our error.  But we believe and pray that we are not mistaken.

The Emperor is dead, and if the Toturi Dynasty is to survive this time of peril, all must rally to its defense.  If you agree with this, please meet with us at the Blue Frog Inn, in Kakushikoto Province of the Scorpion lands, on the fifteenth day of this month.  Do not under any circumstances tell anyone of your visit, save for those others who may have received these letters.  We are in hiding from enemies of the Empire, and they have spies everywhere.  

Player Handout #2: Shosuro Haku’s Final Poem

Life is a simple dream

In which two flowers bloomed 

For a brief moment 

GM’s Aid: Map of the Nihai Tower Tunnels
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