A Fallen Friend

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

by Chris Damour, Rob Hobart, and Alex Jacobs

While escorting supplies to the Sparrow lands, you encounter a rash of strange deaths.

Adventure Summary and Background

The characters are attending the Festival of the Burning Mountain in the Sparrow lands. The festival celebrates the deeds of Suzume Kujiro, a Sparrow Clan hero from almost a millennium ago. It is also an occasion for the Sparrow to work on shoring up their political relations by offering their services to funnel supplies to the endangered Crab lands, in accordance with several treaties made during the recent Winter Court.

Unfortunately, the Sparrow lands are laboring under a sinister threat.  A corrupted monk named Gyukuro, his mind twisted by the Taint, fled to the area last year after the Crab lands were overrun. The progressive madness of his Taint is driving him to commit acts of savagery and violence, using the presence of ogres in the area as cover. 

Player’s Introduction

The adventure begins with the PCs arriving in the modest town outside Kyuden Suzume, the seat of the Sparrow family. The PCs have been assigned to escort a major caravan of supplies going to Crab lands, as part of the treaties agreed to at the recent winter court.  The caravan numbers over a hundred wagons, all of them loaded with lumber, stone, rice, and other food and material supplies. All Clan and Imperial PCs were tasked with conveying these supplies to Kyuden Suzume, where a Crab patrol is supposed to pick them up and escort them the rest of the way to where they are needed.  Ronin PCs were hired to escort the caravan in exchange for food and lodging. 

The PCs and the caravan arrive in the town in the early afternoon, amid a steady downpour of rain.  Kyuden Suzume is a small town of about 1,200 or so people, surrounded by a low stockade wall that looks to have been constructed quite recently. Perched on the hill above the town is the castle itself, a very plain-looking and unadorned five-story castle with only a few tan-colored banners flying the Sparrow mon.  

The PCs are stopped at the town gate and politely asked for their papers (they have of course been issued papers for their mission).  The guards nod respectfully and welcome the characters with polite bows.  “Greetings, honored guests.  We’ve been expecting this shipment since spring began, and you are most welcome.  Our lord has given orders to offer you rooms at the Joyful Sparrow Inn.  We expect the Crab escorts to arrive here within three days – they had planned to be here already, but these heavy rains have delayed them.  Until then, you are our guests.”  

The guards will direct the PCs to the Joyful Sparrow, which is located on a lower peak of the same hill as the castle, affording a view for several miles around.  

The Festival of the Burning Mountain

As the PCs head toward the inn, they will be able to see that despite the dismal weather, the local peasants are decorating the town with colorful bunting, lanterns, and other evidence of an impending festival or celebration.  If the PCs roll Intelligence/Theology at TN 30 they will know the story of the Festival of the Burning Mountain.  Otherwise, they can ask the locals for information.  

The Festival of the Burning Mountain is held in honor of Suzume Kujiro, a loyal subject of the Sparrow Clan’s second daimyo, Suzume Jin, in the fourth century.  Beset by a vicious bandit gang, Kujiro was forced to retreat with his followers to a defensible position on the nearby Mount Gyu, a small but rugged peak.  The bandit leader believed he could drive out Kujiro by setting fire to the mountain’s forested slopes, but Kujiro refused to succumb to fear and he was burned alive along with his men.  However, his sacrifice so inspired the rest of the Sparrow that Jin was able to rally the entire strength of the Clan, samurai and heimin alike, to hunt down and destroy the bandits.  

The festival is a celebration of the courage and unity of the Sparrow Clan.  It lasts three days.  The first two days are fairly conventional celebrations, but the third day is given over to remembering the courage of Kujiro.  On that day no fires are lit anywhere in the town, and the villagers eat only cold rice cooked the night before. It is also customary on that day to lay fresh turf at the local shrine and plant new trees around it.  Farmers also spread seeds in their fields that auspicious day.  

Arrival at the Joyful Sparrow

The Joyful Sparrow Inn is a large, two-story building, perched rather artistically on the crest of the hill – which is about all it has going for it, artistically, in the Sparrow lands.  A signboard over the front door shows a simple and rather aged painting of a happy, smiling bird.  Inside, the Joyful Sparrow is enormous.  It is a two story high building and the main room is surprisingly light and airy.  There are dozens of tables with benches for samurai to sit, and great pillars hold up the roof.  Despite the plain and simple design of the inn it is bustling with patrons, a mixture of heimin merchants and samurai guests. The smells of fresh soup and food in the kitchens permeate the common room, a welcome respite from the chilly spring rains outside. 

The PCs are greeted at the door by the owner, a jovial portly man named Daisuke.  He is constantly bowing, complimenting the PCs at every opportunity, and similar behavior. “Ah, samurai-samas, welcome to my humble establishment, The Joyful Swallow.  Please come in, come in!  Our hot baths are at your disposal!  I will have my best table prepared for you while you are cleansing and warming yourselves, and serve you a meal fit for the Emperor.  The sword polisher is coming, but you can leave your weapons in our cupboard or your rooms until then.”

· PCs who are puzzled by his reference to a sword-polisher can roll Intelligence/Etiquette (TN 10) to be aware this is a polite lie to allow samurai to save face when they leave their weapons aside while entering an establishment.

While the PCs are being shown to their rooms on the second floor, they will pass a pretty young woman in Crane colors who is hurrying anxiously down the halls, balancing a tray with a tea-pot and cups.  She will narrowly avoid colliding with a PC, gasping and bowing in apology, before hurrying on to her destination.  If the PCs ask Daisuke or other inn servants about this young  lady, they say, “Ah, samurai-sama, Shizue is the handmaid of the great Crane lady who is staying here.”  They identify the “great lady” as Daidoji Katsuko, and say she is here on important business for the Crane Clan.  (A sympathetic PC who knows how to elicit information from commoners can also learn that Katsuko is very demanding, likes the finest items, and is almost impossible to satisfy.) 

Part One: Dinner at the Joyful Sparrow

The inn is quite busy right now due to the festival, with many commoners in the dining room along with samurai. Aside from the PCs, samurai patrons will include Yasuki Sotan (seated at a table with a trio of Mantis samurai), Daidoji Katsuko and her long-suffering handmaid, and several off-duty Sparrow bushi enjoying some sake before they go home for the evening. The ronin shugenja Tsume Ruri is seated in a corner, quietly drinking tea. The various conversations fill the room with a steady rumble of noise. A pleasant musical background is further supplied by an elderly man (Daisuke’s uncle, if anyone is interested) playing a biwa and singing old songs about heroes and romance.  All of this noise blends with the steady hiss of rain outside, making it difficult to hear any conversations from farther away than a few feet.  

The Off-Duty Sparrow 

The group of off-duty Sparrow number a half-dozen, all of them young and fit, if a bit thin and underdressed compared to a typical Great Clan samurai.  They are here to enjoy a meal, drink a bit of sake and tea, and have a good talk before going home for the night.  Sparrow being Sparrow, their conversation will become an impromptu storytelling contest.  They will happily include anyone who shows interest in joining their group, and willingly answer questions about the local area, the Sparrow Clan, the Festival of the Burning Mountain and its associated shrine (the Shrine of the Burning Mountain), and so forth.  

· The Sparrow are somewhat nervous about conditions in Crab lands, due to their own Clan’s proximity to the new war zone.  Some severely wounded Crab have already been shipped out to their lands and they fear what this could mean.  If any of the PCs are Crab they will try to inquire about the situation without being too direct (they don’t want to insult the Crab by mentioning recent defeats).

· The Sparrow are well aware of a rash of peasant murders in the area, but will try to avoid mentioning this to outsiders.  If any non-Sparrow PCs bring up this topic, they will look uncomfortable and change the subject.  If any of the PCs are themselves Sparrow, they will quietly discuss the problem with those PCs only: several peasants and draft animals have been found torn to pieces, apparently the victims of wild animals or possibly Shadowlands beasts.  

If any PCs do engage in the storytelling contest, they roll Awareness/Storytelling against the Sparrow, who roll 6k3.  A PC who role-plays an actual story should receive a Free Raise, although a distasteful topic will inflict a penalty instead.  Characters who win the contest gain 1 point of Glory.

Daidoji Katsuko

Daidoji Katsuko is a breathtakingly beautiful Crane woman, stunning enough to be the reincarnation of Lady Doji herself.  Unlike many fellow members of her Clan, Katsuko’s hair is worn undyed, pulled back in a maiden’s foxtail.  She dresses modestly in a kimono of the finest silk, intricately embroidered with a motif of a crane standing in front of reeds, spearing a carp with its beak.

Katsuko dines alone, attended by her anxious maidservant Shizue.  The meal she is served is astonishing, particularly for Sparrow lands, and includes soups, vegetables, fine noodles, steamed dumplings, fish, and much else besides.  It goes on and on.  Some dishes she refuses entirely, remarking on how they fail to meet her standards, and others she eats from sparingly before waving her hand to have them removed.  Throughout her meal, she drinks only fine tea, of several varieties, each with fragrance so light and perfect the PCs are surprised the pot does not float off the table.  

If anyone approaches Katsuko during the meal, Shizue will intercept and politely ask them to return after her mistress is finished.  (She will make exceptions for Crane PCs of Status 4.0 or better, and other PCs of Status 5.0 or better – Katsuko will invite them to join her meal.)  After her elaborate meal is complete, Daidoji Katsuko will sit drinking tea and listening to the music, and signals she is available for conversation (Awareness/Etiquette at TN 10 to detect her social signals). 

If any PCs do converse with Katsuko, she will chat with them politely, inquiring about their reasons for being in Sparrow lands and how long they plan to stay, commenting on the dreariness of these territories, and mentioning what a boor is the Yasuki at the other table.   She is witty, charming, and vivacious, but also self-centered and with a heavy dose of the arrogance and sense of superiority that burdens many Crane.  

· Katsuko is here as a representative of the Daidoji Trading Council and is trying to arrange and coordinate trade agreements with the Yasuki to take advantage of the current weakened state of the Crab Clan.  She will only discuss such matters with fellow Cranes, of course. If any PC is a representative of another mercantile family or organization, she is willing to discuss “arrangements of mutual benefit” but will prefer to do so elsewhere rather than disrupt a fine dinner.  She suggests they make an appointment to speak tomorrow in the local office of the Trading Council.

· She knows there has been a rash of peasant murders locally, but does not find that a suitable topic of discussion, especially since the “boorish Yasuki” keeps talking about it.  “If such matters interest you I suggest you speak with the local magistrate,” she sniffs.

· Katsuko is actively seeking a suitable husband, and is rather displeased that she has been unable so far to find one who measures up to her standards.  Needless to say, any potential husband should be a worthy match for a woman of her talents, beauty, and wealth. She is quite picky and calculating in her approach, and thoroughly immune to any suggestion that love or physical attraction should play a role in marriage.

· Katsuko takes her virtue very seriously, and any attempt at a seduction will very likely fail (TN 75). Further, if a PC does succeed in seducing her, she will not fall in love, but will instead regard that PC as a sinister deceiver and enemy. 

Yasuki Sotan

Yasuki Sotan is a Crab Yasuki, visiting Kyuden Suzume for the festival, to coordinate the shipments of supplies to Crab lands, and to negotiate the sale of tea.  When the PCs first arrive, he is showing his assortment of teas to some visiting Mantis samurai, and if the PCs show interest he will also try to get them involved.  The Yasuki are looking anxiously for tea sales to boost their resources during this time of crisis.  He has already tried to make a sale to Daidoji Katsuko but she finds him too boorish to tolerate – if any of the PCs are connected to the Daidoji Trading Council, he will try very hard to make a sales arrangement with them.   

Regardless, Sotan is also a relentless gossip and given the chance will begin to chat about local news and events:  

· “I see the first shipments of dowries have arrived for our clan, thanks to all the marriages we made last winter. Needs must when Jigoku drives!  I understand some of my Crab brethren even had to marry some rather aggressive Yoritomo women.” He taps his chin with his fan and glances in the direction of Daidoji Katsuko.  “Still, at least the Mantis maidens were able to find husbands...”

· He will discuss the local festival at length.  “The Sparrow don’t have the wealth to put on a good show, of course, not that we do either at the moment!  But they certainly have formidable enthusiasm, I’ll give them that!  I understand the daimyo’s son Suzume Keizo is supposed to perform a dance during the festival parade two nights hence… let us hope he is equal to the task.  From what I have seen, he is a good lad, but his inexperience sometimes leads him astray.”

· “I understand the Isawa have finally brought out their Elemental Guard to confront the Unicorn, just in time to sign a peace treaty.”  He sighs somewhat theatrically.  “One must admire the Phoenix commitment to peace, but speaking as their ally, I must sometimes wish they were more willing to flex their considerable power.  Ah well, at least that conflict is finally at an end, and they can offer us some help against the Empire’s eternal foe.”

· “The weather is quite bad, isn’t it?  I’ve already heard reports of flooding in the south, and if these rains continue we will likely see flooding all across the Empire.  A drought and then two years of spring flooding… surely the Fortunes are expressing their wrath!” 

The Killings: If the PCs speak with Sotan for any length of time, and are remotely friendly, he will bring up the topic of the recent rash of killings.  “I have uncovered an interesting circumstance,” he says eagerly.  “It seems some beast or monster has been attacking the local peasants!”

· If the PCs ask who is being killed, he says it is a mixture of local peasants and livestock.  “Mostly the charcoal burners, they have a little village out in the hills, and their isolation makes them vulnerable.”  

· Given the chance, Sotan will go into gory details about corpses being torn apart, etc.  (He has a sick fascination with dead bodies.)  He has visited the local eta district and managed to see several of the bodies in person before they were cremated.  

· Sotan believes the victims were attacked by ogres. He has not actually fought ogres himself but has spoken with plenty of Crab who have done so.   Further, he claims his opinion was confirmed by a learned monk of Osano-Wo, Gyukudo, from the local shrine.  “He’s a retired Crab, it seems, and knows the signs of ogres when he sees them.”  If PCs listen to his descriptions and roll Intelligence/Lore: Shadowlands at TN 20, they will confirm that an ogre could indeed have torn a man limb from limb, although other Shadowlands beasts could do the same thing.

· If the PCs ask why the local magistrate isn’t dealing with the problem, Sotan smirks a bit and suggests the man is out of his depth.  “Suzume Akiro is accustomed to dealing with the modest peacetime problems of the Sparrow Clan.”  

Yasuki Sotan is more than willing to take the PCs to visit the shrine, the charcoal burners’ village (Sumi Mura), the eta district. or even the local magistrate, though he will want to wait for daylight.  “Tomorrow, my friends.  For tonight we must enjoy this excellent sake!”

Tsume Ruri

This ronin shugenja usually sits by herself at a small table in a corner.  She is a plain-looking young woman with a shaven head, and dresses simply in Shugenja robes of brown and tan.  She wears no Clan or family symbol of any kind, but a PC who looks for identification can roll Perception/Lore: Heraldry at TN 25 to recognize the symbols of the   Kanosei Furudera order embroidered modestly onto her garment, over her heart.  

Ruri has an engaging smile and is an open and friendly young priestess, welcoming any attempt at conversation. She will gladly discuss any honorable or religious topic, especially the theory of magic, the medicinal uses of plants, medical treatment in general, and of course the Fortunes and the Tao.  She will not give her family name unless she is speaking privately to a Dragon, Crane, or fellow ronin.  At no time should the characters ever get the impression Ruri is flirting with them!  She is a completely chaste young woman and will be rather obtuse and oblivious to any romantic approach.

If the PCs ask why she is here, she explains she is attending the Shrine of the Burning Mountain in order to offer her services in healing the sick and injured, especially the severely injured Crab who have been sent here from their lands.  “The Kanosei Furudera order is dedicated to helping all those who suffer,” she explains, “especially in these difficult times.”  She will gladly accept any PC offers to help her at the shrine.  “I work there during the day – please come by if you wish to assist.”

· If the PCs express interest in further social meetings, Ruri will offer to join them for the festival’s opening tomorrow evening, after a meeting with Daidoji Katsuko. “I am hoping to persuade Daidoji-sama to sponsor an expansion of the hospital at the shrine.”  If any PCs offer to attend the meeting and support her efforts, she will gladly accept.  “I will be spending the day working with the injured and sick at the Shrine, but I shall return here in the evening.  Shall we plan to meet then?”
· Ruri is aware of the peasant deaths and concerned about them.  She will mention them to any PC who seems sympathetic.  However, she has not seen any of the bodies herself and does not know anything about the victims other than that most of them are from the local charcoal burners’ village, Sumi Mura, in the nearby hills.

· Ruri knows several of the monks at the Shrine, including the abbot (Daimasu) and the former Crab Gyukudo.  She regards them as devout and admirable men.  

· She knows nothing about the local Sparrow authorities and is quite oblivious to Imperial politics. She is well aware of the Shadowlands attack on the Crab, of course, and horrified by it.  She has not spoken with Yasuki Sotan and thus is unaware of his ogre theory, but if the PCs mention it she recognizes it could be true.   

· Ruri knows that most of her family (the Tsume) was wiped out, allegedly by the Crab, a year and a half ago.  However, she does not hold any kind of grudge over this, believing that to do so is to make herself vulnerable to sin and error. 

As a side note, if any PCs perversely try to romance or seduce Tsume Ruri, this will have dire results.  Ruri is a holy woman under the protection of the Fortunes, and any PC who rolls Void/Theology at TN 25 will recognize the aura of holiness around her.  The Fortunes take a dim view of those who try to lead their most devout followers astray.  Attempting to seduce Ruri will cost the perpetrator a number of points of Honor equal to twice their current Honor Rank (minimum of 1 point).  It is impossible to actually succeed, since she is too pure of heart to succumb to such blandishments.  

Disturbed Dining

Partway through their meal, the PCs hear Daisuke shouting from the door of the inn.  “Get out, you beggar!  You’ll find no charity here!” If the PCs ignore this noise, Tsume Ruri will become curious and go to see what is happening, offering a further “hook” to entice the PCs to look into the matter.  

If the PCs investigate, they see Daisuke shouting at a shaven-headed man in the tan-and-saffron robes of the Brotherhood of Shinsei.  He looks worn and dirty from long travel, and his robes are dingy and a bit ragged.  The man is clearly a monk, although his sect is not readily apparent.  PCs who roll Intelligence/Theology (Fortunes) at TN 20 (or Lore: Heraldry at TN 30) will see that his clothing marks him as a devotee of Osano-Wo; if they beat the TN by 10 or more, they realize he is not a sohei, but rather a member of an obscure sect of mendicant monks who also serve the Fortune of Thunder.

Daisuke will continue to hurl insults at the monk, trying to drive him away.  If PCs intervene, Daisuke prostrates himself and explains this monk was asking for food.  He insists (truthfully) that he is properly reverent and makes donations at the local shrine, but claims most of these wandering monks are nothing but thieves and miscreants. (Daisuke sincerely believes this – it is a widespread conviction among the common folk of Rokugan that monks include many dubious characters in their ranks.)  The monk, Masu, is humble and soft-spoken, and endures the situation regardless of the outcome.  As a mendicant he has taken a vow of poverty and is accustomed to the ill-treatment afforded to one who must live entirely on the charity of others.

PCs who wish to persuade Daisuke of the error of his attitude can make an argument for a more compassionate attitude (either through persuasion or religious precedent), or be subtly menacing and try to get him to back down that way.  These options will require a suitable Social Skill roll, potentially Awareness/Courtier, Willpower/Deceit (Intimidate), or Awareness/Theology, depending on their approach, at TN 25.  Alternatively, they can simply threaten violence (Daisuke will back down readily enough in the face of a drawn sword or brandished fist), or just pay for the monk’s meal themselves (2 zeni – Masu does not eat much).  Masu will not accept money directly from them, since doing so would violate his vow of poverty.  

· Extending charity to a servant of Shinsei, or peacefully persuading another to do so, is an act of piety and compassion.  PCs of Honor Rank 3.9 or less will receive 1 Point of Honor for doing so.  

If he does get a meal, Masu will be friendly but deferential, bowing low and in every way being humble and self-effacing.  Seen up close, he is clearly a retired bushi, with many scars creasing his flesh.

· If PCs ask about his former life, he will smile and say, “The past is past.  Once I served the Empire on the Wall.  Now I serve the path of enlightenment.”  

· If the PCs ask why he is traveling through the Sparrow lands, he explains that many of his brothers once resided in the shrine of Koten in Crab lands.  In the wake of the Shadowlands invasion, he is traveling around searching for survivors in the various shrines of the southern Empire.

· Given the chance, he will tell one (or more) Shinseist stories, either to illustrate a point or simply to make the PCs think.  Several sample stories are provided in GM’s Aid #1, and GMs may add their own favorite stories as well.  

Once Masu has either eaten or been refused food, he will bid everyone a good evening, offer them the blessings of the Fortunes, and travel on to the Shrine of the Burning Mountain.  He will invite PCs to come there for prayer and meditation if they wish.   

Part Two: Things to Do in Kyuden Suzume

It is to be hoped that the PCs will pursue the stories of mysteriously dead peasants, possible ogres, and so forth. If they do not, they will have additional chances to learn about these issues from the inhabitants of Kyuden Suzume.  They can also pursue personal interests such as visiting the marketplace or the shrine.

The Marketplace

There is a marketplace in the town, but since this is Sparrow lands, the choices of merchandise available are somewhat limited.  Characters will not be able to find anything rare or valuable here, and items which are available will be only average (or less) in quality.  PCs who roll Intelligence/Commerce at TN 20 will notice that there is also a distinct lack of foodstuffs at the market – if they inquire about this, they will learn that the Yasuki have been buying up all the food they can get for the Crab lands, often on credit since their own resources are limited.  

If the PCs look for rumors or gossip here, they can roll either Awareness/Courtier (Gossip) at TN 20 or Awareness/Underworld at TN 20 to learn the following information:

· There has been a rash of deaths among the commoners and their livestock, especially the charcoal burners out in the hills.  So far the authorities have not been able to solve the problem.

· There is speculation that Shadowlands monsters may be in the area, although no one really knows what is going on.  Other theories blame vicious bandits or malignant spirits such as Gaki.   

· The Crab Clan has been sending some of its more severely wounded bushi to the temples in the Sparrow and Crane lands to try to recover.  There are a lot of them – rumors from the Crab lands are bad.  The festival will be an important chance for the Sparrow to get their mind off what is happening next door.

· Trade is normally very weak in the Sparrow lands, but perversely, the terrible war in Crab lands has changed this.  With Sunda Mizu Mura fallen to the enemy, trade with the Crab has to come overland, and the Sparrow lands have become a major trade route.

· The spring rains have been quite heavy and there are worries about flooding or damage to the rice planting season.

The Candyman

If the PCs visit the marketplace or simply explore the town to view the preparations for the festival, they will encounter the man who calls himself “the Candyman.” He is a street entertainer who travels around the southern Empire, and the PCs may have encountered him in previous adventures such as “Uncertainty” and “A Day’s Sail.”  He wanders through the town during the day and evening, performing to small street-side crowds and sometimes visiting the inns and teahouses.  

The Candyman dresses in a plain and slightly baggy kimono and hakama, but makes up for his mundane clothing with a ready smile and a great deal of charisma.  He has a small wheeled cart containing various props and tools for his street performances (umbrellas, balls, tops, paper for origami, flutes and drums, and so forth).  It also contains a small firepot with which he keeps a tray of sugar candy warm.  His main trick, and the one which gives him his name, is to spontaneously create small edible sculptures (such as mice, birds, and butterflies) from the wax-like sugar candy and hand them out to the audience.  Other performances include juggling, various prestidigitation “magic tricks,” spontaneous origami, music, etc., all accompanied by an entertaining act and patter.

The Candyman has been here for a week, subsisting as usual on the donations from his audiences, and sleeping nights on front porches, haystacks, and so forth.  He is a friendly and personable fellow, but makes a point of being evasive about his past, substituting jokes about how far he has traveled, how sore his feet are, the holes in his sandals, etc., rather than answering any questions up front.  In actual fact, the Candyman is an eta who has escaped his caste by adopting the life of a traveling entertainer.  

Although he will not talk about his own past, the Candyman is always very knowledgeable about local events – he talks with everyone, after all, and needs to stay alert to avoid unwelcome attention.  If the PCs make a few small donations, he will be happy to answer questions or share gossip.  He knows the following:

· There have been several deaths recently among the peasants and their livestock, especially the charcoal burners in Sumi Mura.  Rumors are blaming evil spirits or creatures from the Shadowlands, perhaps ogres.  The local magistrate Suzume Akiro does not seem very interested in the problem, but perhaps he is busy preparing for the festival. 

· There are several new monks in town, visiting the Shrine of the Burning Mountain.  The Candyman has especially noticed the pretty young priestess who spends time there every day caring for the sick and hurt, especially the Crab wounded.  “A spirit of purity, she is,” he says admiringly.  “If every priest was like her, the Empire would be a wondrous place.” 

· This heavy rain reminds the Candyman of the weather that brought on heavy flooding two years ago.  “Bad times, bad times,” he says, shaking his head.  “A poor harvest means no one will have spare coin for the Candyman!” 

The Candyman does not have any patron or sponsor, nor does he have travel papers – he gets through life by being charming and harmless, and fleeing when things get scary.  If any of the PCs behave in a genuinely hostile or suspicious way toward the Candyman, he will leave town within a few hours.  If they actually try to attack or detain him, he will simply flee, if necessary dumping over his cart to obstruct pursuit.  

The Shrine of the Burning Mountain

This major shrine was originally built in dedication to Suzume Kujiro and his followers.  Since then, its purpose has been expanded to be a memorial for all the deceased members of the Sparrow.  During the climax of the annual festival, an elaborate ceremonial performance of dance, music, and storytelling takes place here.  The music is always the same, a composition by one-time Clan Champion Suzume Mukashino.  

The main shrine building is a modest pagoda (containing the plaque and statue venerating Suzume Kujiro) fronting on a large open courtyard with a hard-packed earthen surface.  A pair of heavy bronze bells hang to either side of the courtyard, and there are also two rock gardens to aid in meditation.  The courtyard is where the actual festival rituals take place, since the shrine proper is too small for large crowds. 

The Shrine of the Burning Mountain also serves as a hospital for the sick and injured.  This is a long, low building located behind the main shrine.  Due to the recent invasion of the Crab lands by the Shadowlands, a large number of Crab bushi have also been sent here to try to recuperate away from the front lines.  There are almost fifty Crab here, all of them suffering from severe injuries that require long recovery times – compound fractures, missing limbs, severe head injuries, etc.  

Daimasu the Abbot: The abbot of the Shrine of the Burning Mountain is a kindly old man, skinny and shrunken, with a thin wispy beard that clings to his receding chin.  He is far too old to do more than pray and meditate in the shrine, and leaves its day-to-day operations to the younger monks.  Daimasu is a man of great compassion and gentleness, but somewhat naïve – he is so disconnected from ordinary life that he approaches all people with gentle calm and pleasant words, whether deserved or not.  

He is aware of the deaths among the peasants (especially at Sumi Mura) and suggests the PCs speak with “young Gyukuro” about such things.  “He is a former Crab and knows much of dangerous beasts and spirits.”  

Master Masu: The monk who the PCs may have met at the inn will be at the Shrine of the Burning Mountain the next day, tending to the injured and speaking with the other monks before moving on.  If the PCs speak with him, they will find him to be a highly perceptive man who can sense their emotional and spiritual imbalances.  In particular, he will intuitively sense their mental/emotional Disadvantages, and will offer them advice (usually couched as a story or parable) on how to set aside their burdens and purify their emotions.  The sample stories in GM’s Aid #1 should be used as guidelines or inspiration for this.  If the PCs seem receptive to his advice he may be willing to speak more directly about how to mend their ways, although this will require the PCs to take the initiative – Masu will never impose on anyone with direct advice unless they are receptive to his stories.  Disadvantages that draw Master Masu’s notice will include Antisocial, Ascetic, Brash, Compulsion, Contrary, Coward, Cruel, Doubt, Driven, Fascination, Frail Mind, Greedy, Idealistic, Insensitive, Jealousy, Lechery, Lost Love, Meddler, Overconfident, Phobia, Spoiled, and True Love. 

If the PCs learn why Masu is here (he is seeking out brothers of his Order who fled the destruction of Koten in the Crab lands) they may inquire as to whether he has been successful.  He will mention that one of his brothers, Gyukuro, is residing here.  However, a PC who rolls Awareness/Investigation at TN 20 can tell that the mention of Gyukuro troubles him.  If they show sincere interest, Masu will confess that he is a bit concerned about Gyukuro.  “I fear my brother Gyukuro has not truly left the Wall behind,” he says.  

Masu is not staying for the festival and will move on during the evening, leaving Kyuden Suzume behind.  However, if the PCs do manage to expose and defeat Gyukuro, he will approach them later to offer his thanks (see the Conclusions section for details). 

Gyukuro: This monk of the Order of Osano-Wo is a powerfully built man with a tanned, weathered face and a lightning-bolt-shaped scar on his chest.  He has come to the Shrine of the Burning Mountain from the Crab lands, where he was once a bushi and then joined the Brotherhood at the shrine of Koten.  Gyukuro seems outwardly like a gentle older man, haunted by the violence of his youth, but in fact he is badly Tainted and has a split personality – his alternate persona is utterly evil, possessed by murderous and sadistic urges.  He arrived in Kyuden Suzume soon after a group of ogres took up residence in the hills, and has used their presence as cover for his violent crimes.  See “Speaking with Gyukuro” in Part Three for details of what happens if the PCs speak with him about the killings. 

Gyukuro normally does not give off any strange behavior. If the PCs visit on the first day after their arrival (while Tsume Ruri is alive) they will find him wandering around the shrine cleaning and otherwise performing his duties, meditating, and speaking with Master Masu.  He seems quiet and reserved, but if a PC speaks with him for any length of time, that PC can roll Awareness/Investigation (Interrogation) at TN 25 to pick up disturbing but inconsistent flashes of hostility and violence beneath his placid exterior.  Gyukuro will excuse this, with apparent sincerity, as a legacy of his youth on the Wall. (Remember, he suffers from a split personality.) If they visit on subsequent days (after he kills Ruri) he is more cheerful and talkative, riding a high from his grisly crime, although his underlying violent urges remain present.  On either occasion, he will be drawn to any PCs who seem honorable or pious, showing a subtle fascination toward them.     

Gyukuro’s Taint is not readily perceptible because of one of his Shadowlands Powers, which causes his Taint to “metabolize” when he meditates.  Jade will not burn him and a Moto Death Priest will be able to sense his Taint.  A Kuni Witch-Hunter can still check him for psychological symptoms, however.

Tsume Ruri: During the day, the priestess is here, caring for the Crab and other injured and sick people with selfless devotion and humble piety.  If any PCs volunteer to help, she will welcome them with a smile and assigns them various mundane tasks (changing bandages, washing and cleaning, etc) such as she is also undertaking.  PCs who wish to offer the blessings of the kami may do so, but it should be remembered that none of the injuries here can be effectively treated with lower-ranking spells – Peace of the Kami would help, but few Shugenja are powerful enough to cast that spell.

On the afternoon of the first day, Ruri will leave the hospital to fetch water from a nearby stream.  During this absence, Gyukuro will knock her unconscious, drag her into the forest and murder her.  See “The Death of Tsume Ruri” in Part Three for details.  

The Local Magistrate: Suzume Akiro

Suzume Akiro, the clan magistrate in charge of law enforcement at Kyuden Suzume, is a rather ordinary-looking man in his thirties with a harried, distracted air.  He is accustomed to the relatively simple work of upholding the law in Sparrow lands, and is clearly overwhelmed by recent events, especially the flood of Crab wounded from across the border.  He is vaguely aware of the problems with murdered peasants and blames them on ogres, which have been reported as roaming the hills nearby.  

Akiro feels somewhat insecure and defensive due to the sudden disruptions of recent months.  He thinks he is handling current circumstances appropriately and resents any interference, which he sees as implied criticism of his competence (especially if it comes from Great Clan samurai).  While he does not have the authority to order PCs to leave or not to inquire about the deaths, he will be uncooperative and somewhat hostile toward them.  PCs who make a deliberate effort to appease his concerns, and role-play appropriately, can roll Awareness/Etiquette (Sincerity) at TN 25 to sooth his feelings and make him more cooperative.

PCs of Status 5.0 or better, or who are Emerald, Jade, or Sapphire Magistrates, can “go over the head” of Akiro and speak with Suzume Takato, the daimyo of the Sparrow Clan.  Takato is vaguely aware of the killings but has no specific information about them.  However, if the PCs ask permission to look into the matter, they can roll Awareness/Courtier at TN 30 to convince the daimyo to order his magistrate to cooperate. Akiro will be unhappy about this but will do as his lord commands.

Regardless, if the PCs gain Akiro’s cooperation, he will tell them that the deaths have all been commoners and seem to have been focused around the charcoal burners’ village, Sumi Mura.  He has heard several reports of ogres in the area and hopes to eventually send out patrols to look for them.

· If the PCs speak with Akiro after the second day, he will also know that Tsume Ruri has been found torn to pieces in the forest near the Shrine of the Burning Mountain.  

Daidoji Katsuko

Some of the characters may wish to meet Daidoji Katsuko for business or to discuss a marriage. Others may plan to join Tsume Ruri in appealing to Katsuko for donations to the hospital.  

Katsuko is a savvy merchant patron and if the PCs meet her for business purposes, she will negotiate effectively and even ruthlessly.  She is also a very effective and relentless marriage negotiator, and will be quite merciless in any marital discussions.  

If the PCs plan to meet her with Ruri, the young Shugenja-ko will fail to make the appointment (she is being murdered by Gyukuro).  Katsuko will be very insulted by Ruri’s failure to appear.  If one or more PCs are there, they can try to assuage her anger with a well role-played appeal and a roll of Awareness/Courtier (Manipulation) at TN 25.  Otherwise, she will be quite put out by Ruri’s “rudeness” and “lack of respect” for requesting a meeting and failing to attend.  Any PCs at the inn that evening will be unable to help noticing her unhappiness, which she takes out on her maidservant. 

Part Three: Investigating the Deaths

It is very likely that the PCs will begin to investigate once they hear stories about the peasant deaths in the area.  If not, the death of Tsume Ruri will almost certainly motivate them, since the gruesome murder of such a pure and pious soul is cause for horror in any samurai.  

Sumi Mura (Charcoal Village)

The most likely place for the PCs to begin any investigation is Sumi Mura, where most of the human and livestock deaths have been concentrated.  Yasuki Sotan will be happy to lead the PCs there if they ask – he has been there before to speak with the locals about the conditions of the bodies.  

As its name implies, Sumi Mura is a village dedicated to making charcoal, harvesting wood from the forested hillsides and running furnaces to transform the wood into charcoal.  The village has suffered depredations by both an ogre, Ibaraki, and by the killer Gyukuro.  As a result, a local yakuza gang has recently moved in and set up shop, offering its “protection” to the villagers in exchange for their not complaining about its presence.

If the PCs speak with the villagers, they will readily talk about the killings.  They have lost a half-dozen oxen over the last six months, all of them torn apart and largely devoured.  They have also lost four villagers, all within the last four months, most recently an man named Choro who left behind an orphaned teenage daughter, Tsukiko. The villagers here are generally convinced that ogres are responsible for the deaths and several of them claim (sometimes truthfully, sometimes not) to have seen an ogre wandering through the forested hills.

Despite their losses, the villagers as a whole seem less frightened than one might expect – they will point to their inn, the Polished Coin, and explain, “Glorious Beggar and his boys are protecting us now, and we haven’t taken any losses since they came in.”  Indeed, members of the gang now keep watch over the charcoal workers when they go into the hills to gather wood.  The villagers have somewhat mixed feelings about the presence of Glorious Beggar and his gang, but are willing to tolerate them for the sake of safety.  If the PCs ask whether anyone is unhappy with the current situation, they will mention Tsukiko. “She ain’t willing to accept things as they are, that girl.  Keeps talking about vengeance and hunting down the ogres herself.”

The Gang at the Polished Coin 

If the PCs visit Sumi Mura’s inn, the Polished Coin, they find it to be a thoroughly disreputable place.  At all hours come the sounds of revelry: laughing, singing, calls for more drinks, and the occasional brawl.  At almost any time of day there will be one or two drunkards sleeping off hangovers from the night before.  A pair of thuggish-looking commoners with prominent tattoos stand guard the doors, carrying tonfa and kama.   An Intelligence/Underworld roll at TN 20 will idenfity their tattoos as typical for commoner gangs.

If the PCs visit the inn, the guards will alert the people inside by announcing, “Make way for the honored samurai!”  The interior of the inn goes suddenly quiet as the PCs walk in, and dozens of pairs of eyes turn toward these samurai visitors with suspicion.  (Ronin PCs, or PCs who are willing to disguise themselves as ronin or commoners, can avoid this attention and gain information more-or-less freely from the gang members, assuming they are not confrontational or aggressive in their behavior.)

The inn is occupied by about thirty gang members and their women, with the former innkeeper and his family waiting on them hand and foot.  Many of them are busy playing dice, with stacks of coin in front of them and bottles of sake close at hand.  In the back of the room they have set up a make-shift sumai ring, complete with fighters, spectators, a judge, and of course gamblers.  

If the PCs enter as samurai, after a pregnant moment the gang members will pull back and open a path to their leader, an amused-looking middle-aged man in rich clothing.  His head is clean-shaven except for a long braid, and his arms are covered in tattoos, partially visible due to the rolled-back sleeves of his kimono.  He wears fine quality clothing in bright, eye-blinding colors – a serious social breach in a society where non-samurai normally dress with reservation.  Seated beside him is a huge half-dressed sumai wrestler with a drooping moustache, reclining on a pile of cushions and lazily reading from a pillow-book.  The well-dressed man is Glorious Beggar, leader of this independent Yakuza gang, which he calls the Smiling Knives.  The wrestler is his “star,” Gasaru.

Glorious Beggar is an arrogant man and believes recent events have created opportunities for his gang to build a power-base here.  However, he is wary of antagonizing samurai too directly, preferring mockery to outright insult.  Sample comments follow:

· “Friends, bring something for our honored samurai lords!  Perhaps you would enjoy a nice plate of millet – we’ve picked out all the maggots for you.”

· “Your presence in my humble inn is a great honor, samurai-sama.  Most of your kind who come here are hardly willing to associate with our kind.”

Glorious Beggar claims the village offered him ownership of this inn in exchange for his followers protecting them from the ogres in the area.  “A very equitable deal, I think, since the honorable Sparrow do not have the resources to patrol here,” he says with a smile.  This is not quite the truth but is reasonably close. He will laugh off any threats about bringing back magistrates or officials to shut him down: “I have done nothing wrong, samurai-sama!  Indeed I have performed a valuable service by protecting these villagers from danger.”  He lies frequently and easily, not caring if he is believed since he knows that samurai will do what they like no matter what he says.  So as long as he is able to avoid having steel drawn on him, he is not worried.

If the PCs ask him for information about the killings, he smirks.  “I’m sure you already know everything there is to know, samurai-samas.  After all, you’re samurai and we’re just dirt to be scraped off your sandals.  What could we possibly know that would be useful to you?”  PCs who roll Perception/Investigation (Interrogation) at TN 20 will realize from this that he actually does know something, but he will carefully refrain from actually admitting this.

If the PCs pursue the matter and suggest he knows something that could be useful, he will shrug.  “Far be it from me to contradict a noble samurai!  So let’s assume for the sake of argument that I might know something.  Why should I share it?  Maybe you should offer me something, hmmm?  After all, we lowly commoners actually care about money, unlike samurai.”  

Some PCs may try to threaten Glorious Beggar into sharing his information.  In this case he will clam up and absolutely refuse to cooperate.  After all, he hasn’t actually admitted that he knows anything, so he isn’t obstructing samurai.  However, PCs with high Status and notable authority (e.g. Imperials, Emerald Magistrates, Imperial Legionnaires, etc) and who can thus make a credible threat of bringing superior force into the village can attempt a Contested Roll of Willpower/Deceit (Intimidation) against Glorious Beggar (who rolls 8k3+5) to try to force him into a more cooperative mindset.

If the PCs lose patience and resort to violence, Beggar and his gang will either flee the scene (if the PCs are a powerful group) or beat the PCs into unconsciousness and dump them in the street (if the PCs are a weak group).   

If the PCs don’t get violent and lack the power to intimidate, Glorious Beggar will offer to gamble with them for the information – he is a gambler at heart, willing to risk almost anything for the thrill of chance.  He will propose either dice or sumai as suitable challenges, or perhaps a drinking contest if the PCs prefer.  As stakes, Glorious Beggar will accept 20 or more koku, or any piece of Fine or Excellent quality equipment.  

· There is not an intrinsic Honor loss for this activity, since the PCs are undertaking it to learn about a crime, but PCs who make side-bets should lose 1 point of Honor if their Honor Rank is 3.0 or better. 

· If the PCs lose one contest, Glorious Beggar will generously allow them to participate in another.

“Sumai” Match: This is a challenge against Gasaru, the imposing fighter sprawled next to Glorious Beggar.  He will describe the match like this: “Excellent!  Now a few ground rules.  To begin with, let’s agree that any eyes gouged out must be returned to their original owner afterward.  Second, the fight must go on until someone truly cannot continue – none of this silly ‘tapping out.’ Third, let’s have all priests keep their hands – I mean their prayers! – to themselves! Fourth, no armor, no weapons.  Fifth, please do try not to kill anyone, and I’ll have my man do the same, but let’s all agree that accidents happen and we’ll have no hard feelings.  Agreed?”  

If the PCs accept the challenge, they must name one of their own as their champion against Gasaru.  This match will consist of an unarmed, unarmored skirmish combat that continues until one of the two combatants is unconscious or dead.  Gasaru has an array of “Drunken Mantis” fighting techniques, described in his stat bloc, which will serve to spice up the fight and make it more interesting.  A PC can try to pin Gasaru but he will continue attempting to escape a Grapple until he is successful or rendered unconscious, so the fight can only be ended by knocking him out.  Glorious Beggar has no way to enforce the “rules,” but breaking them should still inflict a modest Honor penalty on high-Honor characters, and if the gang realizes the PCs have cheated they will be angry and refuse any further cooperation.  Winning this fight is worth 1 point of Glory.

A Roll of the Dice: If the PCs accept Glorious Beggar’s offer to gamble for the information, he will call forth his die-roller from one of the tables.  This man is shirtless, both to show off his elaborate tattoos and to avoid accusations of palming the dice.  Beggar offers to wager the game on a throw of the dice, pointing to the two dice which the roller drops into a bamboo cup.  “Odd or even, win or lose,” Glorious Beggar says with a smile.  PCs who have at least 1 Rank in Underworld will recognize this as Cho-Han or Even-Odd – the dice cup is turned over onto the table, and gamblers wager on whether the total showing on the two dice will show to be “Cho” (even) or “Han” (odd).  For this game, Glorious Beggar will insist on calling the bet first.  

· If the PCs counter-offer a game of Fortunes & Winds, Glorious Beggar will be reluctant.  “We’re too simple here for such fancy games,” he says.  If the PCs insist, however, he will grudgingly agree.

Unfortunately, Glorious Beggar usually cheats at dice. For Cho-Han, his roller uses weighted dice which always roll odd.  For Fortunes & Winds, one of the dice is weighted to always produce the same result.  If the PCs roll Perception/Investigation (Notice) at TN 30 they will realize the dice landed with an odd thump (characters with any visual impairment, such as Bad Sight or Missing Eye, receive a Free Raise to this roll; blind characters receive two Free Raises).  If the PCs accuse Glorious Beggar of cheating he vehemently denies it but then agrees to change out the dice so the PCs won’t keep making false accusations.  

If there is no cheating, the PCs can roll Awareness/Games: Cho-Han or Awareness/Games: Fortunes & Winds (as applicable), opposed by Glorious Beggar’s roll of 9k4+10 (for Cho-Han) or 7k4+3 (for Fortunes & Winds). 

Drink, Drank, Drunk: The other contest Glorious Beggar will consider is a drinking competition.  He will match himself against one of the PCs. Several cups of very strong, very foul shochu are placed before the contestants.  Each round they must take a shot and then make a Raw Stamina roll at a TN of 5x (number of shots consumed so far).  Contestants receive Free Raises to this roll for the Large Advantage and the Jurojin’s Blessing Advantage, but suffer a +5 TN penalty if they are Small.  The Beggar rolls 4k4+5.  The loser is incapacitated for a number of hours equal to 4 + the number of rounds the contest goes on (and the winner probably doesn’t feel so well either!).  

· A PC who loses this challenge gains 2 points of Infamy.  A PC who wins the contest loses 1 point of Glory.  Crab and Mantis PCs, who accept drinking contests as a form of dueling, will instead gain 1 point of Glory if they win.

Glorious Beggar’s Information: If the PCs get the yakuza leader’s cooperation (either by winning a contest or by successfully intimidating him), he will tell them some things of interest:

· “That girl Tsukiko… she’s a fine specimen, and I offered her a job here after her father died.  But she ran off into the hills with a home-made spear instead.  Probably won’t come back if those ogres are still out there.”

· He can confirm there are ogres in the surrounding hills.  “We’ve seen them a few times, lurking in the woods.  Probably came up here after the Wall fell.”  

· Perhaps most importantly, Glorious Beggar suspects the murder victims (including Tsukiko’s father) were not killed by ogres.  “The oxen, they were torn apart and mostly eaten, like you’d expect from a big monster like an ogre.  I’ve talked with some Crab in my day, I know what ogres do.  The human bodies, though, all that was missing was the hearts and livers.  Show me an ogre that does that?  I don’t care what that monk at the shrine said, that ain’t no ogre doing that.”  

The Death Sites

Yasuki Sotan can lead the PCs to some of the death sites, and the villagers at Sumi Mura can likewise show the PCs where the dead oxen and dead people were found.  All the sites have been cleansed of blood and other direct evidence, and wild animals have visited as well, so there is almost no physical evidence to be found. 

· If the PCs search the sites where humans died, they can roll Perception/Investigation (Search) at TN 30 to find a set of prayer beads trampled into the dirt near where one of the peasants died.  The beads can be identified with an Intelligence/Theology (Fortunes) roll at TN 25 as belonging to the Order of Osano-Wo.

· If the PCs visit both the sites for the dead animals and the sites for the dead peasants, they can roll Intelligence/Investigation at TN 20 (or Intelligence/Hunting at TN 30) to realize that the dead oxen were all found in relatively open locations – grazing fields and similar – whereas the dead peasants were in concealed places like woods and stream-beds. 

If a shugenja PC Communes with the spirits around the death-sites, there will be useful Earth and Air spirits available.  (Due to the ongoing rain, any Water spirits in the area have long since been washed away and replaced.)  The spirits will confirm that ogres (sometimes one ogre, sometimes two or three) were responsible for killing and eating the oxen.  However, the spirits will have great difficulty explaining what happened to the peasants.  They know that someone or something killed the peasants, but were unable to properly perceive it.  Two or more Raises for Clarity will confirm that the killer was humanoid, and four or more Raises will confirm that it was a man.  

Likewise, if the PCs try to Commune with the Earth spirits inside the set of prayer beads, the beads will have difficulty explaining who carried them or how they got to the murder site.  Raises for Clarity will produce results as listed above.  

· PCs who roll Intelligence/Spellcraft at TN 20 will realize this is not a normal magical effect.  A PC who specifically asks whether this could be a maho or Shadowlands effect can roll Intelligence/Lore: Shadowlands at TN 20 to recall stories of Lost samurai who could not be perceived by the spirits.    

Searching for Ogres

If the characters go into the hills to look for ogres, they can roll Perception/Hunting (Tracking) at TN 20 or Perception/Lore: Shadowlands at TN 25 to find tracks and other evidence of ogres in the area.  They can track them with a couple of hours’ effort.  

When the PCs approach the ogre lair, they will hear the sounds of combat through the steady rush of the falling rain.  When they break out of the woods, they see a young woman with a crude wooden yari facing an ogre wielding a huge club.  The young woman is sobbing in frustration and anger as she tries to fight the ogre.  The ogre laughs and taunts her in broken Rokugani.  

If the PCs intervene (as they likely will), the exhausted girl (Tsukiko, the daughter of the dead peasant) will collapse in a heap, while the ogre faces them with a bellow of fury and defiance.  “Come samurai!  Come face me, face doom!  I fight all, one at time if brave, all one if cowards!”  If any of the PCs are Crab Clan, he will attack them first.  The ogre will fight to the death, the whole time shouting taunts and boasts.  If the PCs accuse it of killing the peasants, it laughs.  “You think we stupid?  We kill only animals here, if we kill humans you samurai come!  Now you here anyway, so you die!” 

After the battle is over, Tsukiko will prostrate herself before the PCs, thanking them and saying she owes them her life.  She will beg to be taken on by one of the party as a budoka (armed peasant retainer). Her father is dead, she has no other family and her town is now run by a yakuza gang – she has nothing remaining for her here.  If the PCs refuse, she will humbly ask to be taken on as a servant.  

· If the PCs tell her that the ogre probably did not kill her father, she will beg to accompany them in the search for vengeance. 

· Obviously, Tsukiko she will obey any orders she is given by samurai, but she will attempt to escape if she believes they are keeping her from her vengeance.

If the PCs search the area they will quickly locate the cave where this ogre was lairing.  It contains abundant evidence of dead oxen and other animals (bones, fur, decomposing flesh, etc) but no signs of human remains.  The cave is slightly Tainted by the ogre’s presence, enough to make the PCs feel uneasy, but not enough to affect any jade they are carrying.  

Speaking with Gyukuro

The PCs may hear from more than one source that Gyukuro has claimed the murders were probably committed by an ogre.  If the PCs ask him about this, he will describe the mangled bodies and claim they match the state of those he saw killed by ogres in the Shadowlands.  (PCs who have experience on the Wall can confirm this with a roll of Intelligence/Lore: Shadowlands at TN 20.  However, if they know about the missing hearts and livers, they can roll at TN 25 to realize this does not match ogre behavior.)  Gyukuro will not outwardly show the relish about the story as Sotan does, but a PC who rolls Raw Awareness at TN 20 can sense a disturbing underlying interest.  

Gyukuro will try to avoid openly lying to the PCs, but he will deceive them any way he can.  His growing Taint and madness has caused him to fixate on piety and religious devotion, and any PCs who seem to match that criteria will attract his interest and attention – he may even invite them to come pray with him in the evenings, hoping to catch them alone and murder them.

See “Conclusion” for details of what happens if the PCs level accusations against Gyukuro. 

The Death of Tsume Ruri 

Gyukuro will kill Tsume Ruri during the first day, when she leaves the hospital to fetch water from a nearby stream.  He knocks her unconscious, drags her into the woods, and kills her, eating her heart and liver before tearing her body apart.  After this he washes in the stream to cleanse the blood from his body and garments before returning to the shrine.  He excuses his soaking wet appearance by claiming he has been meditating in the rain.  

Ruri’s body will be found the next morning by a woodcutter (unless the PCs locate it earlier).  The magistrate Suzume Akiro is made aware of it soon after.  By mid-day, gossip will spread and the PCs will hear about Ruri’s death everywhere (the inn, the marketplace, etc).  Yasuki Sotan will also hear about it and will seek out the characters to tell them of the discovery.

The PCs may wish to see the murder scene or the body, especially if they are investigative types.  The murder scene will be available all day before it gets cleansed and purified, but the body will be removed by the eta within an hour of two of discovery.  (See “Visiting the Eta” for details of what the PCs can learn from the body.)  The murder scene is hidden within the forest several hundred yards from the shrine.  Blood soaks the ground and spatters the surrounding trees and bushes, and the soil is torn by obvious violence.  

· If the PCs carefully search the ground they can roll Perception/Investigation (Search) at TN 30 to find some scraps of cloth that match the garments worn by the local monks (and do not match Ruri’s clothing). 

· If Shugenja PCs question the spirits with Commune, the results will be the same as for the other murder sites (the crime was committed by a mysterious male figure).  However, if the PCs investigate before midday, there will be Water spirits here who witnessed the crime.  A PC who Communes with the Water spirits with at least three Raises for Clarity will get a blurry image of a half-naked male figure with a lightning-shaped scar on its chest.  

If the PCs question the monks and hospital inmates for any clues as to what happened yesterday, they can roll Awareness/Investigation (Interrogation) at TN 15 to find several people who remember that Ruri left to fetch water in mid-afternoon and never returned.  Clever PCs may think of asking whether anyone else was away from the shrine at that time.  A roll of Awareness/Investigation (Interrogation) at TN 25 will ascertain that Gyukuro was not around at that time, and was not seen again until evening.  The young acolytes who saw him when he returned remember that he was soaking wet, and claimed to have been praying outside in the rain.  

Visiting the Eta

If the PCs go to the town’s eta, either to ask about the previous murders or view Tsume Ruri’s body, they will find a small neighborhood of three families, located outside the newly built stockade wall.  The Sparrow are a poor Clan and this is reflected even among their eta, who are few in number and forced to combine their labors for bodily cremation, refuse removal, and leatherworking.  

The eta are of course completely subservient and cooperative toward samurai, keeping themselves prostrated as much as possible.  If the PCs ask them about the previous bodies, they will describe them dully as “torn apart, great lord, like by the beasts they was.”  If a PC specifically asks whether there was anything unusual about the bodies, and rolls Awareness/Investigation (Interrogation) at TN 20, one of the eta will blink and slowly say, “There was one thing, great lord.  The people, they was torn apart, but they wasn’t eaten on like the oxen and such.  Only, the chests was torn open, lord, and the hearts and livers was gone.”

If the characters come here to view Ruri’s body, so long as they do so before evening the corpse will not yet have been cremated.  The eta will cooperate fully, moving the corpse parts so they can be seen, etc.  Ruri has been torn limb from limb, but the torso and head are largely intact.  Her face is brutally bruised and mangled as though heavily beaten, and her chest has been torn open.  A PC who rolls Perception/Medicine at TN 20 or Perception/Investigation at TN 30 can see that her heart and liver are missing.  Any PC who sees this and rolls Intelligence/Lore: Shadowlands at TN 25 will conclude this is not the behavior of an ogre.

Conclusion

Eventually, the PCs should start to suspect a monk, and perhaps specifically Masu’s brother Gyukuro, as the killer.  This should lead them to question Gyukuro more rigorously and perhaps to start testing for Taint.  Eventually, their investigations will likely drive him to an eruption of violence.  If not, he will attempt to murder a PC who has attracted his attention (e.g. someone of piety and religious devotion).  

Gyukuro’s Shadowlands Powers cause him to metabolize his Taint each morning when he meditates (he does not actually consciously do this, but his meditation activates the Power anyway).  Consequently, the normal methods of detecting Taint – touching or blasting him with jade, the techniques of the Moto Death Priests – do not work. However, a Kuni Witch-Hunter can still try to detect the psychological symptoms of Taint in his behavior.

· It should be noted that the word of a Kuni Witch-Hunter is not enough outside of Crab lands to arrest a man.  However, here on the border of Crab lands it can be enough to demand a test for Taint.

The magistrate, Suzume Akiro, is highly unlikely to buy into any PC theories about a Tainted monk, and if the PCs demand a formal test of Gyukuro for Taint and it comes up negative, he will dismiss them as meddling crackpots.  Any further investigations will have to be resolved without any assistance from the authorities.

Gyukuro Attacks?

If one of the PCs is the sort to attract Gyukuro’s attention (e.g. is pious and devout), he will attempt to persuade that PC to pray with him in the shrine that night… then attack the PC by surprise, with the goal of murdering him/her and eating the heart and liver.  The GM should adjudicate this as seems appropriate.

Gyukuro Pressured

If the PCs are closely pressuring Gyukuro and bringing evidence to bear against him – such as by pointing out the discrepancies in his stories and behavior, demanding he submit to Taint testing, and so forth – he will become increasingly angry and aggressive, accusing them of lying and conspiring against him and declaring them to be “impious.”  If the PCs have found only a few clues, Gyukuro will manage to keep control of himself, but if they have found several pieces of information, he will eventually “snap” and attack them.  

If the PCs defeat Gyukuro but do not kill him, they will be able to have him imprisoned and interrogated.  This will eventually reveal the truth, since he will not be able to meditate and thus his Taint will manifest itself the next morning.  

Concluding the Mission

Regardless of whether or not the PCs succeed in uncovering and defeating Gyukuro, the Festival of the Burning Mountain will begin the second night and continue for two more nights, culminating in a major celebration and dance performance at the shrine.  The rain continues to fall throughout the festival, but the Sparrow do their best to keep up the proper spirit regardless.  On the final evening, the wounded Crab soldiers are brought out of the hospital and sheltered under a special pavilion so they can witness the performances.  Suzume Keizo, son of the Clan Champion, does indeed perform the special ritual dance that ends the festival, and does so without flaw despite his youth. 

· If the PCs have not caught Gyukuro by this time, he will attack Suzume Keizo that night after the dance is over, taking advantage of the general hubbub of celebration, noise, and music to drag the boy away in the rainy dark.  PCs at the festival can make Opposed Rolls of their Perception/Investigation (Notice) against Gyukuro’s Agility/Stealth (Sneaking) to spot him and save Keizo.

The day after the festival is over, a small column of Crab troops finally arrives at Kyuden Suzume, delivering more wounded for the hospital and picking up the supplies the PCs escorted here.  The PCs’ mission is complete and they are free to travel back to their own lords and report success.  The weather, however, continues to be dismal, and by the time they reach home flooding has become widespread.

A Meeting with Masu

If the PCs were kind to Master Masu early in the adventure, or if they caught and exposed Gyukuro (or both), they will meet Master Masu again on their journey home.  The old mendicant greets them warmly and thanks them for their piety and kindness.   

· If the PCs were kind to him at the Inn, Master Masu remarks that “piety and compassion are all too rare in the Empire today” and expresses his hope that they represent a better future for Rokugan.  The PCs all gain +1 Glory as Masu spreads word of their kindness through the ranks of the Brotherhood of Shinsei.

· If the PCs defeated Gyukuro, he thanks them for setting his brother free from the grip of evil before it was too late.  “Alas, it has been so long since I myself served in the ranks of the Crab – I did not recognize the symptoms of Brother Gyukuro’s affliction.  It is fortunate for everyone that you were more perceptive than I.  The Brotherhood is in your debt, samurai-samas.”  He prostrates himself.  All PCs gain the “Rewarded by the Brotherhood” cert. 

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 dispose of the ogre:


+1 XP

PCs defeat Gyukuro 


before he kills Suzume Keizo: 

+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

Glory and Honor awards and penalties are listed as appropriate within the module.  

If one of the PCs took on Tsukiko as a Budoka, that PC receives the “Budoka” cert.  If a PC took her on as a servant, that PC gains the Servant advantage for free. 

If the PCs successfully caught Gyukuro, they receive the “Rewarded by the Brotherhood” cert.  
Appendix: NPCs and Monsters

Gasaru, Bare-Knuckle “Sumai” Brawler

Gasaru is a bare-knuckle brawler who masquerades as a sumai wrestler.  He began life as a ship’s carpenter, where he learned to fight from passing Mantis sailors, but soon found fighting to be a more entertaining way to make a living than carpentry.  He is actually quite skilled and is capable of wrestling effectively in the true sumai style if he wishes, but prefers the more brutal styles of drunken boxing.

	FIRE 3
	  AIR 3

	
	

	EARTH 2
	WATER 3

	
	

	VOID 4


TN to be Hit: 25

School/Rank: None (Insight Rank 3)

Honor/Glory/Status: 0.0/1.9/0.0

Skills: Athletics 3, Craft: Carpentry 2, Commerce 1, Defense 5, Jiujutsu  (Drunken Mantis, Sumai) 5, Medicine 2, Underworld 3

Mastery Abilities: May declare Full Defense after rolling Initiative.  Extra +1k0 in unarmed damage. Free Raise with all skills at Rank 5. Reduce Wound penalties by Skill Rank when using Jiujutsu. 

Base Attack Roll (Unarmed): Unarmed 8k3+5+Free Raise

Base Damage (Unarmed): Unarmed 4k1


Drunkard Crawls Home: You add +5 to your TN to Be Hit while prone, and enemies do not gain bonuses for attacking you while you are prone. In response to any attack (even surprised), you may immediately fall prone, gaining this bonus. You need not be in the Full Attack Posture in order to rise from prone and attack in the same round (You must still make two Raises for this effect as normal).


Climbing the Yoriki: When you rise from the prone status and attack, you gain two Free Raises that may only be applied to the Feint or Knockdown maneuvers. 


Two Drunks Dance: You may add your Jiujitsu Skill Rank to your Opposed Grapple checks to control a grapple. If you do so, and you win, you must end the grapple on your next action. You may choose to leave the opponent prone as if you had succeeded at the Takedown Maneuver. You may choose to add your Jiujitsu Skill Rank to your unarmed damage. If you do so, you must fall prone at the end of that attack. 


Drunkard Finds a Koku: You gain a Carapace rating equal to half your Jiujitsu Skill Rank, rounded down, against all attacks made on you while you are prone.

Gyukuro, Tainted Monk

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 4
	WATER 3 

	
	Strength 4

	VOID 4


Taint Rank: 4.2

TN to be Hit: 28


School/Rank: Hida Bushi 2/Temple of Osano-Wo 2 

Hida Rank One: Add Earth ring to the total of all melee attack and damage rolls.  Ignore TN penalties for Heavy Armor for all skills except Stealth.


Hida Rank Two: When taking Wounds, spend a Void point to make a Raw Earth roll at a TN equal to the number of Wounds suffered.  With a success, the Wounds are negated.  Earth ring is increased by School Rank when resisting Knockdown.   


Temple of Osano-Wo: Keep an additional die of damage when fighting unarmed.

Honor/Status/Glory: 0.4/0.0/3.0

Skills: Athletics 3, Battle (Skirmish) 2, Defense 4, Heavy Weapons (Tetsubo) 5, Jiujutsu (Atemi) 5, Kenjutsu 3, Kyujutsu 3, Lore: Shadowlands 3, Lore: Spirits 2, Medicine (Wound Treatment) 2, Meditation 4, Stealth 4, Theology 5

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  +1k0 with unarmed damage.  Subtract Jiujutsu Ranks from Wound penalties when using Jiujutsu.  May declare Full Defense when Initiative is rolled. 

Kiho: Dance of the Flames (Fire; spend a Void Point to make two unarmed attacks in that round), Unattunement (Void; if the target of a spell or kiho, may spend Void Point to roll Void/Insight Rank against caster’s Ring/Insight Rank – if successful, caster may not cast spells/perform kiho for 24 hours, and the caster’s associated Ring is reduced by 1 to a minimum of 1). 

Advantages/Disadvantages: Hands of Stone (+1k1 damage unarmed), Strength of the Earth (rank 2)/Crafty, Shadowlands Taint

Shadowlands Powers: Beside the Darkness (meditate to force body to metabolize the Taint), Cloak of the Kansen (semi-invisible to the kami), Feeding on Flesh (if kills someone with bare hands, heals Wound Ranks equal to twice victim’s lowest Ring).

Ogre

	FIRE 3
	  AIR 1

	
	Reflexes 3

	EARTH 2
	WATER 1 

	Stamina 6
	Strength 6


TN to be Hit: 20

Attacks: 5k3

Damage: 8k2 (big club)

Carapace Armor: 3

Wounds: 20: +5; 35: +10; 55: +15; 75: Dead.
GM’s Aid #1: Shinseist Stories

· The Emperor Hantei IX was beloved for his skill in both civics and military matters, but despite his glory, power, and wealth, he considered himself a humble and devout man. Often he visited a renowned monk to study under him, and they seemed to get along very well. The fact that he was Emperor apparently had no effect on their relationship, which seemed to be simply one of a revered master and respectful student.  One day the Emperor asked the monk, “Sensei, what is egotism according to Shinsei?” The monk’s face turned red, and in a mocking voice, he shot back, “What kind of stupid question is that!?”  The shocked Emperor became sullen and angry. The monk then smiled and said, “This, Son of Heaven, is egotism.”

· Word spread across the countryside about a wise holy man who lived in the mountains. A man from a nearby village decided to make the difficult journey to visit him. When he arrived at the house, he saw an old servant inside who greeted him at the door. “I would like to see the wise Holy Man,” he said to the servant. The servant smiled and led him inside. As they walked through the house, the man from the village looked eagerly around the house, anticipating his encounter with the Holy Man. Before he knew it, he had been led to the back door and escorted outside. He stopped and turned to the servant, “But I want to see the Holy Man!”  “You already have,” said the old man. “Everyone you may meet in life, even if they appear plain and insignificant… see each of them as a wise Holy Man. If you do this, then whatever problem brought you here today will be solved.”

· One day while walking through the wilderness a man stumbled upon a vicious tiger. He ran but soon came to the edge of a high cliff. Desperate to save himself, he climbed down a vine and dangled over the fatal precipice. As he hung there, two mice appeared from a hole in the cliff and began gnawing on the vine. Suddenly, he noticed on the vine a plump wild strawberry. He plucked it and popped it in his mouth. It was incredibly delicious!

· A retired samurai became a monk.  While meditating in his room, he saw a spider descending in front of him. Each day the menacing creature returned, growing larger and larger. The retired samurai was so frightened that he went to his teacher to report his dilemma. He said he planned to place a knife in his lap during meditation, so when the spider appeared he would kill it. The teacher advised him against this plan. Instead, he suggested, bring a piece of chalk to meditation, and when the spider appeared, mark an “X” on its belly.  The student returned to his meditation. When the spider again appeared, he resisted the urge to attack it, and instead did just what the master suggested. When he later reported back to the master, the teacher told him to lift up his shirt and look at his own belly. There was the “X.”

· A master tailor was once tasked with making a long and dangerous journey.  He was too poor to hire guards himself, so he decided to dress as a samurai in order to dissuade bandits from attacking him.  His journey proceeded uninhibited until on the sixth day, when he passed a samurai on the road.  At that very moment, the tailor tripped and stumbled into the samurai, knocking both of them into the mud.  The samurai was outraged and demanded a duel to the death.  The tailor had to agree, of course, or he would have been executed as a fraud, and so he agreed to meet at dawn the next day to settle the matter.  That night, the tailor went to visit a monk and asked him what he should do.  “Before the duel,” said the monk, “remove your cloak, fold it, and place it by the side of the road.  Then, hold your hand over your sword and prepare to meet your death.”  At dawn the next day, the tailor did as the monk instructed.  He removed his cloak, folded it, and placed it by the side of the road, but before he could reach for his sword the samurai stopped him.  “I apologize, great one,” he said.  “I had not realized that you were a master swordsman, for who else could be so calm about folding his garments before a duel.  Please forgive my clumsiness and my temper.”

A Fallen Friend
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