March Unto Death

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

by Rob Hobart

The Steel Lion marches to confront the forces of the Shadowlands.

Adjusting for Party Strength

This adventure is deliberately designed to present the PCs with a climactic deadly situation that may well take all of their lives.  However, the earlier encounters can be adjusted to deal with parties of widely varying capabilities.  The encounters have been optimized for a party of average Rank Two, but changes can be made to adjust the adventure difficulty for low-end and high-end parties, as follows:

Low End Party (mostly Rank Ones, and/or lack of combat power):

· Reduce Skill Roll TNs prior to Part Five by 5.

· The initial combat (before the sacrifice) does not have a goblin warmonger – the goblins attack foes at random.

High End Party (multiple Rank Threes, and/or significant combat power):

· The initial combat (before the sacrifice) has a second ogre.

Adventure Summary and Background

The Steel Lion, Akodo Gintaku, is marching his armies south to confront the Shadowlands invasion that is overrunning the Crab lands.  Unknown to all but his most trusted advisors, however, Gintaku has utterly succumbed to the lure of power and ambition.  Advised and supported by the Dark Moto known as Moto Yoshi and the whispers of the Bloodsword Ambition, Gintaku plans a ceremony of untold malevolence and power, nothing less than the sacrifice of the Jade Dragon, the Sun itself.  The Jade Dragon’s power will allow Gintaku to take complete control of the vast Shadowlands force which has invaded Rokugan – a force whose invasion, of course, was organized and led by Yoshi at Gintaku’s orders.  

The PCs will be swept up in this celestial catastrophe when they join Gintaku’s march southward, believing they are joining an attack on the Shadowlands forces.  It is likely that some or all of the PCs will die when they are caught in Gintaku’s terrible ceremony, but some of them may survive through courage and self-sacrifice, bearing the truth of the Steel Lion’s foul deeds back to the Empire and the Shogun.  

Introduction

The adventure begins with the PCs in the southern Scorpion lands, near the borders with the Fox and the Crab.  It is assumed most of the PCs are escorting supplies and gear down to the Crab lands.  However, a few exceptions may exist: 

· Tattooed Men are here as part of their military contribution to the Crab Clan.  The Three Orders have agreed to send troops to the support of the Crab, and over 2,000 have volunteered – the vast majority of the Tattooed Men in the Empire.

· Crab PCs are here to pick up the supplies for their Clan.  They have been sent on this mission as a relief from the fighting in Crab lands, and are painfully aware of how dire the situation is becoming in their home.  

· Ronin PCs have been hired to fight for the Crab, not with money (the Crab have little at this point) but with the promise of later admission to the Crab Clan.  They are on their way south to join the Crab army. 

The sticky heat of summer lies on you like a heavy blanket, and the shrilling of cicadas echoes in your ears. The village of Koisumu Mura sits silent and still in the heat, the villagers huddling in the shade and fanning themselves.  The caravans you escorted here sit quietly in the main street, oxen and ponies twitching their tails to drive away flies.  Smoke and haze lurk on the southern horizon in the direction of the Crab lands.  To the north, a high thick column of brown dust suggests another caravan is approaching, perhaps a large one. 

The PCs are resting in the village teahouse, trying to escape the punishing midday heat while their animals are watered and readied for further travel.  

Crab PCs are newly arrived from their own lands, and bring dire tidings: the Crab defensive lines, strained all winter, are finally crumbling.  Supplies and reinforcements are urgently needed to try to shore up the defenses before the situation completely fails.  

· If none of the PCs are Crab, this news comes from a very tired-looking Crab warrior, Hiruma Sakuranu.  He has several fresh scars and looks deeply tired.  Given the choice he will spend his time sitting quietly and drinking sake, but if the PCs ask him for news he can share the same information as the Crab PCs.  He is here (along with any PCs) to collect the supply caravans, but he seems doubtful as to whether they will make much difference.  “We have spent the winter blocking the enemy with our bodies.  It cannot go on much longer.”

Aside from Sakuranu, the following other samurai-caste NPCs are at the teahouse:

Hida Buso, a large man with a broad belly, muscular shoulders, and a pronounced limp.   Buso was born with a club foot and, as a result, never got the chance to train as a bushi.  However, his impediment proved to be much less bothersome for the art of wrestling, and Buso serves his Clan as a sumai wrestler, traveling to different courts to demonstrate his art against local champions.  PCs may possibly have encountered him in the adventure “Grave of Heroes.”

Buso normally has a playful, exuberant personality, making him an enjoyable man to be around, a good conversationalist with a mischievous and subversive sense of humor.  Unfortunately, recent events have greatly dampened his spirits and the PCs will see only occasional flashes of his former good nature.  Unlike many Crab, he spends considerable time in the courts, and is fairly well-spoken.     

Buso is on his way back to Crab lands – he has spent the last few years competing in sumai tournaments in the major courts of the Empire.  Now, with the Crab defenses failing, he is determined to return home and die alongside his fellows.  “I am no skilled warrior, this is true.  But woe betide the Lost warrior who lets my wrestler’s hands get a grip on it!”  

Hitomi Tauku, daimyo of the Hitomi family, is a muscular tattooed man who wears only a green hakama. He is very self-controlled and calm, friendly to anyone who approaches him, although there is a very faint underlying glint of menace to his character.  It is possible that some PCs may have encountered him before in “Winter Court: High House of Light.”  He is the leader of the group of Tattooed Men heading south to join the fight alongside the Crab.  If none of the PCs show interest in learning what is happening in Crab lands, Tauku will take the lead and speak to Hiruma Sakuranu.    

· If any PCs ask Tauku about how things are in the High House of Light or among the tattooed orders (perhaps because they have heard rumors of what happened to Togashi Imasu), he smiles.  “Our lord is doing well, samurai-san, and I believe soon our three families will once again become one.”  If the PCs ask for clarification of this odd remark, he explains: “Centuries ago, a period of celestial unrest and of division within our own Clan caused the tattooed order to split into Togashi, Hoshi, and Hitomi.  When order was restored, the families reunited.  In our lord Togashi Imasu’s reign, disunity has again afflicted the tattooed orders, but with his own harmony restored I have hope that our differing orders will become Togashi once more.”  

Hitomi Choujo is a pretty tattooed woman in her late teens, with a shaven head and dressed in a Dragon-green monk’s robes.  Her eyes shine with a faint golden light.  Some PCs may have encountered Choujo in the adventures “In Search of the Future,” “Unexpected Betrayal,” and “Winter Court: High House of Light,” and it is even possible that a PC has True Love or Lost Love with her (in which case she will react appropriately).  

PCs who have met Choujo before may be aware that she is a student of the eccentric monk Hitomi Fuguki, who is not present.  If they ask about Fuguki, she says, “Fuguki-sensei said the butterflies told him to listen to the raindrops, so he couldn’t come with us.”  She smiles a little as she recounts her sensei’s eccentric behavior.  If any PCs seem concerned by Fuguki’s refusal, she nods.  “Sometimes Fuguki-sensei knows things before they happen.  But sometimes he says things which are simply nonsense, or things which are the opposite of what is true.  Regardless, the Dragon have pledged to support the Crab, so I am here.”    

Suzume Kizu is normally a raffish, charming man with a smooth tongue and a gleaming smile.  Kizu has a way with peasant ladies, and has more than one woman in every town he visits – and more than a few illegitimate children as well.  Despite this, he is not wholly without a sense of responsibility, and is now on his way from the Sparrow lands to the Seikitsu Pass in order to find one of his lovers and their child.  PCs may have met him in the adventure “Grave of Heroes,” and if so they will note that he does not look nearly as cheerful as last time.  He has a small tied bundle of belongings sitting at his feet while he sips barley tea and eats a small bowl of rice.  He wears a battered and torn wide-brimmed straw hat, and his face and clothing are smudged with smoke and dirt.  

If any PCs speak with Kizu, he will reluctantly share some information on the Sparrow lands.  (If the PCs treated him or his family badly in “Grave of Heroes” he will be surly and uncommunicative.)  “My village was overrun and I was cut off from Kyuden Suzume.  I could see smoke boiling up from the south.  I know some samurai headed that way a couple of days before, so perhaps they were enough to hold it.”  

· If the PCs ask why he left his lands, he smiles in a self-deprecating manner.  “Family makes its own demands.  I am not part of our clan’s army, and my bloodline awaits me in the north.”  

· If a PC actually accuses him of cowardice, he sighs. “If it makes you feel better to say so, samurai, by all means do not let me interrupt you.”  He will not fight a duel or otherwise defend his reputation; if the PCs attack him, he will try to flee.  

· PCs who roll Raw Awareness at TN 20 will get the sense that Kizu has given up on his life as a samurai and is just trying to get to his family.    

The commoners in the tea-house include several merchants and laborers from the various caravans which the PCs are escorting, as well as refugees coming up from the south.  They speak in low voices, eating and drinking hurriedly.  PCs who actively try to join their conversations or listen to them can gather some additional information, although this should result in a modest Honor and/or Glory loss for “slumming” with commoners.

· Refugees are filtering in steadily from the Sparrow lands to the south.  They bring word of terrible fighting near Kyuden Suzume, with a small Rokugani army struggling to hold off a major push by the Shadowlands forces.

· Famine in the Scorpion lands is expected to be poor due to the heavy fighting there throughout the spring.  The Unicorn and Lion armies stripped the land of food when they marched through and the harvest is months away.  

· Rumor has it that the Crane are evacuating their southernmost coastal settlements, fearing they will soon fall to the Shadowlands invasion.  

· One merchant also claims to have spoken with a column of refugees who were from Friendly Traveler Village.  “They got out just before the road was closed off – said a force of Lost came through the swamps to attack the town.” 

· There are stories about the Shogun, Toturi Kobe, assembling an army in the northern Crane lands.  Some of the commoners express hope that Kobe may be able to turn the course of the war.

Part One: The Lion Arrive

Around the time the PCs are finishing their meals and drinks, preparing to hand off the supply caravans and return home, a steadily rising noise becomes audible outside the teahouse – the noise of marching feet.  If the PCs look outside, they see a huge army marching through the dusty streets of Koisomu Mura – a Lion army, banners of brown and gold fluttering overhead.  Lion soldiers’ sweat-streaked faces stare out from under their helmets, set in the blank expressions of men enduring a long and difficult march.  

Whether the PCs go outside or not, within a few minutes of the Lion army’s arrival, a man of about thirty or so strides boldly into the teahouse.  He is dressed in a kimono and hakama of Lion gold, and wears an impressive kabuto (helm).  A wakizashi is thrust through his belt and he and holds an impressive menhari-gata (war-fan) in his right hand.  PCs who look for identification can roll Perception/Lore: Heraldry at TN 15 to see that he wears the mons of the Ikoma family and the Ikoma omoidasu (bard) school.  Lions PCs (and other PCs who roll Intelligence/Lore: Lion at TN 20) will recognize him as Ikoma Toroku, the daimyo of the Ikoma family.  

Toroku clears his throat and strikes a self-consciously dramatic pose, lifting his fan overhead.  “Samurai!  I am Ikoma Toroku, humble servant of the Steel Lion, Akodo Gintaku!  Grant me your attention in this dire hour for Rokugan.”  He looks around the room intently, meeting the eyes of each PC.  Characters with theatrical experience will recognize that he is employing formal Rokugani oratory, which is heavy on stylized form.  “It is true that my lord Akodo Gintaku-sama has proclaimed his right to the Sapphire Throne, a right which not all in the Empire yet accept.  But all in the Empire must recognize the dire threat which now rises in the south!  The forces of He Who Shall Not be Named have broken through the stalwart defense of the Crab and threaten all the Empire with destruction.  Lord Gintaku-sama has boldly chosen to set aside his concerns for the throne until this greater threat can be dealt with!  Our armies march south, shoulder to shoulder, to confront and defeat the Empire’s foes.  I call on all honorable samurai to join this quest!  To march alongside us as we take the battle to our enemies and crush them once and for all!”

Once his speech is finished, Toroku steps back, clearly awaiting a response.  Regardless of what the PCs may do, Hiruma Sakuranu will lurch to his feet.  “It’s about bloody time,” he rasps, and goes to fetch his weapons before stalking out of the tea-house.  Hida Bosu will accompany him with a slightly more cheerful air.

Presumably the PCs will be ready and eager to join the Lion army marching to relieve the Crab.  If any of the PCs refuse to accompany the Lion, they are effectively removing themselves from the adventure – they earn 1 XP, losing a number of points of Honor equal to one less than their current Honor Rank, and a number of Glory points equal to twice their current Glory Rank.  

· Hitomi Tauku and his tattooed monks (including Hitomi Choujo) will immediately join the Lion army.  If any Dragon PCs express surprise that they would willingly march alongside their Lion enemies, Tauku smiles.  “The Shadowlands is the enemy of all, samurai-san.  In the face of such a threat, surely our petty rivalries can be set aside?”

· Suzume Kizu will not join the Lion forces unless the PCs specifically demand that he do so.  Given a choice between violence and agreement, he will sigh and shrug his shoulders.  “Very well then.  I suppose it makes no difference, really, if I die in the south or up north.  But it would have been nice to hold my son one more time.”  Unless the PCs watch him constantly, he will run away the first chance he gets – the appropriate section in Part Two for details.  

The Armies March

The Lion forces passing the tea-house number in the thousands, and their relentless march stirs up clouds of dust that mount into the sky like thunderheads.  Once the PCs join the army, they will be assigned to a smaller section of the column about a mile back – this one a mixture of samurai from many different Clans, along with a few ronin.  

The tattooed men will swing into the column with cheerful energy and begin singing a rather bawdy drinking song.  PCs who roll Raw Intelligence at TN 20 (TN 10 if they are Crab) will recognize it as a song popular on the Kaiu Wall, and both Hida Buso and Hiruma Sakuranu will join into the song with tears at the corners of their eyes.  

If the PCs ask which army this is, they can learn it is the First Matsu Army (there are two Matsu armies), and is one of three armies moving south on parallel routes to assist the Crab.

Part Two: A Night in Camp

The Lion army marches for the rest of the day before finally making camp in an open grassy plain near a stream.  The soldiers quickly begin visiting the stream to refill their bamboo canteens and gather more water to cook rice.  Commoners from the army’s long logistical tail set up tents and deliver supplies (including cookpots and bags of uncooked rice) to everyone, including the PCs and various non-Lion samurai who have joined the ranks during the march.  

The camp is set up with remarkable speed.  By the time twilight falls the fields are covered with hundreds of tents, and smoke curls upward from countless cook-fires as the men boil rice and make tea for their evening meals.  Patrols and guards are posted but aside from that, the off-duty soldiers are free to wander about.  

If the PCs are curious about where they are, they can roll Intelligence/Navigation at TN 15 or Intelligence/Hunting (Trailblazing) at TN 20 to know they are in unaligned lands south of the Scorpion territories, and probably one day away from the Kawa no Kin (River of Gold).  They can also learn this from any Lion officer. 

The PCs will likely want to explore the camp and learn more about the Lion forces and what they are doing.  There are several different options they can take, and once they start exploring they can discover several different interesting events and possibilities.

General Gossip

Some PCs will probably just try to talk to different Lion samurai and find out the latest gossip, rumors, and news.  The Lion will speak readily enough with fellow Lion, as well as with Crab or ronin, but will be more cautious and reticent around other PCs.  In such cases, the PCs will need to roll Awareness/Courtier (Gossip) at TN 15 to get the Lion to open up.  Regardless, if the Lion do speak up, they can share the following stories:

· The Lion have all heard rumors of a man claiming to be Matsu Nimoro who has appeared in the camp of Shogun.  Most of them accept their lord Gintaku’s proclamation that the man is an imposter.  “The funeral was held and his ashes are interred in the Hall of Ancestors.  What true Lion would allow such a deception?”  

· However, some of the Lion are less certain of the situation.  They wonder about Nimoro’s death, and why a Lion samurai would have poisoned him.  “The killer was cut down instantly, so we will never know why he committed such a foul act.  But it seems very strange that a Lion would kill his own lord.  Surely there was something behind it all.”  Their friends dismiss their concerns by explaining that the killer surely wasn’t a Lion at all.  “The Scorpion or the Crane probably replaced him with a double.”

· The Lion have heard stories that their Phoenix allies were betrayed and slaughtered by the Unicorn during the peace meetings a couple months ago.  “Fortunately our own forces were nearby and managed to retaliate, wiping out the treacherous Unicorn army.  Barbarians – what else can you expect of them?”

· The Lion are curious about conditions in Crab lands and will question any Crab PCs to try to learn how bad things are.  However, they are also confident their arrival will turn the tide of the war.  “The Steel Lion has never been defeated!  He has defeated honorable and capable foes like the Dragon and the Unicorn.  These Shadowlands vermin will fall to us soon enough.”   

· If the PCs ask who is in command of the army, they say Akodo Gintaku is in overall command, but this specific force (the First Matsu Army) is commanded by Akodo Mako.  “It was Mako-sama who avenged us against the Unicorn – he will surely punish the Shadowlands as well.”  They also mention that one of Mako’s shireiken (deputies) is Akodo Soto, Gintaku’s son.

The Command Tent

Some PCs may wish to visit the commander of the First Matsu Army.  The large command tent is separated from the rest of the camp by a silk enclosure, with guards posted at all times.  Only PCs with Status 5.0 or better, or Lions or Imperials with Status 4.0 or better, will be allowed to request an audience.  All others will be politely but firmly turned away.

If PCs of appropriate Status request an audience and offer a suitable reason for it (merely paying their respects is insufficient unless they are Imperials), they will be briefly admitted to the tent.  Mako is standing over a table covered in maps and papers, speaking quietly with several officers.  He ignores the PCs for about ten minutes while he finishes the consultation, then dismisses his subordinates and walks over to accept the PCs’ greetings.

· PCs who listen in on the conversation to try to find out what the officers are discussing can roll Perception/Stealth at TN 25.  With a success, they gather that Mako is laying out plans for a broad-front advance against the Shadowlands forces once this army reaches Crab lands.  The map does not show what the other Lion armies will do.   

· A PC who hears about this plan and who has at least 2 Ranks of Shadowlands Lore can roll Intelligence/Battle (Mass Battle) at TN 20 to assess the strategy.  A successful roll will lead the PC to suspect that this may not be the best strategy for fighting a large Shadowlands army – which is odd, given Mako and Gintaku’s reputations. 

Mako appears to be a lean, pale man with a neatly-trimmed gray goatee beard.  He has the build and scars of a veteran swordsman, but comes across as a cold and self-controlled man who seldom raises his voice and, indeed, often speaks barely above a whisper.  He is well-mannered and seems highly educated, but remains distant and cool at all times.  Further, PCs who roll Raw Awareness at TN 20 will sense a very subtle but deeply unsettling aura of malice and mockery beneath his cold, remote exterior.  

Mako will not share any specific information with the PCs and will generally stonewall them in a very calm and polite manner.  He expresses absolute confidence that Akodo Gintaku’s plan will succeed and the Shadowlands problem will be resolved.  If any PC questions his strategy, he will coldly dismiss them and have his guards escort them away.    

Akodo Soto

As the PCs roam through the camp, allow them to roll Perception/Investigation (Notice) at TN 20.  With a success, they hear the plangent notes of a biwa drifting through the evening air.  If they track them down, they come upon a single young Lion bushi sitting cross-legged in front of a large officer’s tent.  He is playing a mournful tune on a biwa, his expression pensive and withdrawn.  

This is Akodo Soto, a shireikan (commander) in the army, and the only son of Akodo Gintaku.   Soto is a handsome young man, 22 years old, a multi-talented prodigy and a formidable swordsman.  PCs may possibly have seen or met him in the adventures “Wrath of the Kami” and “Unrequited Love.”  

If the PCs approach Soto, he will speak with them quietly.  He is open and willing to talk about many topics, although he will not share any sensitive information about the army’s plans.  Beneath his polite exterior, however, Soto is feeling deeply alienated and bitter toward his father.  This may slip out in his conversation if the PCs mention Gintaku or if the topics of family, fatherhood, or duty come up.  In addition, Soto is trapped in a loveless marriage to a Phoenix (the result of Lion political maneuvers from last year).  Due to this combination of circumstances, he could easily succumb to a romantic appeal from an attractive female samurai.  

Full-Contact Kemari

The Dragon tattooed men will spend the evening organizing and running a series of games of kemari.  This is normally a formal court game, with diplomats in full regal garb attempting to maintain their dignity while kicking a cloth ball back and forth.  The tattooed men, however, will “spice up” the game by playing it full-contact, with lots of heavy collisions and falls.  Both Hitomi Choujo and her daimyo Hitomi Tauku will participate in the game.   

If any PCs wish to participate in the game, they must roll either Agility/Games: Kemari normally, or Agility/Athletics with a –10 penalty.  They must then roll Strength/Defense to keep from being knocked down while they play.  The PC with the highest combined total of both rolls advances to the finals – however, that PC must also beat a total of at least 40 in order to overcome all the NPCs in the game.

A PC who makes it to the finals will face Hitomi Tauku in a full-contact match of Kemari.  The PC must defeat Tauku with two Contested Rolls – one roll using either Agility/Games: Kemari or Agility/Athletics (the latter with a –10 penalty as before), the second roll with Strength/Jiujutsu.  If the PC wins both rolls, Tauku is defeated.  (A PC who comes up with clever tactics to win, such as distracting or taunting Tauku, should be allowed to make other skill rolls to enhance or replace the rolls listed here.)  

If Tauku wins, he knocks the PC sprawling, then helps him up with a laugh.  “Better luck next time, my friend! And just think, this will toughen you up for all those grueling court games this winter!”  If the PC wins, Tauku is knocked down.  The tattooed man springs to his feet laughing and claps the PC on the shoulder.  “Excellent, excellent! It is good to see such spirit!  We should become friends, samurai-san.”  The PC gains Tauku as an Ally and wins 2 points of Glory.

The Draw-Lot Play 

The Crab who are accompanying the army will search each other out and gather in a single large group, drinking some cheap sake which they liberated from a village during the day’s march.  They discuss the state of things in Crab lands with a mixture of determination and fatalistic courage.  They are glad the Lion are finally marching to their aid, but wish it could have happened six months ago.  

Eventually, Hida Bosu will take the initiative to put together a Draw-Lot Play.  This is a Crab tradition, in which a Kabuki play is performed by allocating the roles by drawing random lots.  Any PCs (Crab or otherwise) who are present will be browbeaten/encouraged into joining the play, their names placed in a cook-pot along with all the Crabs to choose roles.  Musical accompaniment will be supplied by a single Crab who carries a small drum (although clever PCs might think of recruiting Akodo Soto to help).  

Typically, Draw-Lot Plays are farcical spectacles, full of mugging and over-acting – and all female roles are assigned to men for maximum humor value.  This evening, the Crab choose to perform “Wind of Courage,” about the life and death of Toturi Tsudao, the second Toturi Emperor.  If at least one male PC is in the play, the role of Tsudao will be assigned to a male PC. 

Initially the play is a farce as usual, but as the action climaxes in her self-sacrificial defeat of Daigotsu, the Crab will begin to perform the action “straight” rather than comedic.  At that point, the PC performing Tsudao may attempt a roll of Awareness/Acting at TN 20 to really get “into character” and bring Tsudao’s final deeds to life.  With a success, the Crab suddenly erupt in thunderous applause and banzai cheers, many of them moved unexpectedly to tears.  The PC gains 1 point of Glory and after the play is treated to free drinks by all the Crab present.   

Suzume Kizu 

If the PCs bullied or intimidated Suzume Kizu into accompanying the Lion army, he will try to sneak off tonight.  If none of the PCs are watching him, he will automatically succeed.  However, if at least one PC is keeping an eye on him, he will attempt a Contested Roll of his Agility/Stealth (Sneaking) against the PC(s) Perception/Investigation (Notice).  If he succeeds, he slips away in the night and the PCs never see him again.

If the PC wins the Contested Roll, s/he notices Suzume Kizu trying to sneak off.  It is up to the PC how to respond.  If the PCs confront Kizu or try to stop him, he grimaces and pleads with them to show compassion.  “My wife and son are in the Seikitsu Pass.  What use would it be for me to come south and die with these Lion?  At least there I can try to protect those who rely on me, those whose blood I share.”  He is being essentially truthful, although he is not actually married to his lover in the Seikitsu Pass. 

· If the PCs relent and allow Kizu to flee, he nods gratefully and slips off into the night.  

· If the PCs refuse to show mercy, Kizu will become desperate.  He draws his sword and demands the PCs kill him or let him go.  The PCs must decide what to do – if they resort to violence, Kizu will fight to the best of his ability, determined to get away to his family.

Either way, the PCs might gain or lose 1 or 2 points of Honor from this incident, – GM’s discretion, ultimately, depending on their Clan and on how they personally view Bushido.

Part Three: To the River of Gold

The next morning the First Matsu Army arises with the dawn, efficiently packing up and preparing to move.  Soldiers wash themselves briskly in the chill waters of the stream, then strap on their armor and form up to march for the day.  So quick and relentless are the preparations that PCs without military experience (no ranks of Battle) must roll Raw Willpower at TN 15 to wake up in time – otherwise they oversleep and must join the march without bathing, causing much embarrassment (and the loss of 1 point of Glory).  

The march is another grinding slog through hot, dry weather.  The army stirs up vast clouds of dust that rise into the deep blue of the sky, and the PCs can see other clouds to the north and south, marking the trails of the other two armies.  Dust cakes everyone’s faces and lays a brown crust onto armor and helmets.   The army pauses only briefly at midday for the men to drink water and chew on rice balls.  

The march is a grueling experience.  Any PCs with less than 3 Stamina must make a Raw Stamina roll at TN 15 to maintain the pace.  A PC who fails this roll will fall by the wayside, suffering a loss of 2 points of Glory when the Lion collect them and load them on a supply wagon for the rest of the day.  PCs of Honor Rank 4.0 or higher also lose 1 point of Honor for their shame.  

After a long day of marching, the Lion army crests a low ridge and the PCs can see the dark brown line of the River of Gold snaking across the landscape.  Several kobune and a couple of dozen smaller boats are anchored in the river, and the Lion troops are flowing in from all along the northern side of the river, forming camps on the riverbank.   

The Lion camps are set up as before, and the PCs may again circulate, pick up gossip, and otherwise interact with the camp.  Interactions with Lion gossipers and with Akodo Soto will function the same as they did the previous night.  The following specific options will also be available.

The Wrestling Match

This evening, in an attempt to lighten everyone’s spirits, Hida Bosu will issue a loud public challenge: “My friends!  I have spent the last three years in the courts of our Empire, displaying my modest skills at Sumai.  Poor training for the battle ahead of us, I know, but my talents do have their modest uses!  I will demonstrate the ways of Sumai to any challenger who wishes to face me.”  

Bosu will scratch a ring into the dirt with a stick and waits inside, swinging his arms, smacking his broad belly as he awaits challengers.  Several other Crab soldiers and a few tattooed men will accept Bosu’s challenge, only to be flung one by one to the ground or hurled out of the ring.  

If a PC accepts the challenge, this should be run as a grappling combat – starting with initiative, then making contact with an attack roll, then contested grappling rolls.  A character must win two contested grappling rolls in a row to win the match.  

· If a PC loses to Bosu, he laughs boisterously and calls for more challenges.  

· If a PC wins, Bosu loudly congratulates the PC and slaps their back with a broad meaty hand.  “Well done, samurai-san!  Perhaps I am growing soft in my old age!”  The PC gains 1 Glory and Bosu becomes an Ally.    

If none of the PCs accept Bosu’s challenge, Hitomi Tauku will finally accept it.  After a lengthy struggle, Bosu prevails.  (PCs who watch the match will notice that Tauku refrains from using his tattoos, keeping the match even.)  Tauku laughs loudly, congratulating Bosu for showing the strength of the Crab.  

The Gambling House 

PCs who look around the camp for interesting things will discover an improvised gambling den has been set up on the riverbank.  A simple tent with one open side serves as a “building” and a pair of tables have been created by placing wooden planks across empty sake barrels.  The place is run by a pair of ronin brothers, Koreda and Ningen, who are clever showmen: they wear straw hats covered with dangly bits of ribbon, making themselves ridiculous to entertain their customers.  Koreda serves as “dealer,” offering games of Fortunes & Winds to the customers, while Ningen serves cheap sake and dried fish.     

The customers are primarily Crab and ronin who are accompanying the army, but some of the less rigid Lion visit as well, especially the more boisterous and temperamental Matsu, releasing tension by throwing dice and drinking. 

If the PCs visit the gambling house, they will find Hiruma Sakuranu there, gambling away the last of his money and swigging down sake like water.  He is very drunk and in the grip of intoxication his attitude has become grim and fatalistic – the Lion armies are doomed, and the Empire with them.  If the PCs speak with him or show sympathy, he expounds on this at length: “The armies of Rokugan have never faced the Shadowlands in their full strength.  They do not know how to fight them, how to withstand them.  These Lions are all going to die, and us with them.”  He throws back his drink, gulping convulsively.  “At least I won’t be alive to see it.”  

· PCs can shock Sakuranu out of his drunken despair with a physical blow, or by making a powerful speech supported by a roll of Willpower/Storytelling (Oratory) or Willpower/Courtier at TN 20.  If so, he comes somewhat back to himself and apologizes lugubriously for his ill manners before wandering off to sleep.  The PCs gain Sakuranu as an Ally.

Aside from Sakuranu, the most notable personality at the gambling house is a young samurai-ko named Matsu Michiko.  She is a fiery young woman in her late teens, and is feeling both lonely and increasingly anxious about the battle which is likely soon to come.  She is also rather drunk, and is actively looking for a handsome young man who might be interested in setting the strictures of Honor aside for one evening.  Any male PC with Dangerous Beauty or Benten’s Blessing will attract her attention, although she retains a certain shyness and uncertainty (this is the first time she’s ever tried to attract a man’s attention).  PCs who actively make Seduction attempts, however, will not win her approval – she is wary of anyone who seems to be manipulating her.  

· If a PC does spend a “last night” with Michiko, he gains her as an Ally.

The Swift Rascal
If the PCs visit the riverbank to check out the ships there, they discover a mixture of Crab-owned vessels which are cooperating with the Lion, and other ships (mostly Crane) which have been impressed by the Lion for military use.  The smaller boats are primarily fishing vessels, drafted in similar manner.

Among these ships is the Swift Rascal, a kobune with a slightly shoddy, over-used look to it. The vessel displays the Yasuki mon and its human crew appear to be a thuggish and uncouth lot, all male and generally slovenly.  The captain of the vessel, however, is most unusual: a ratling named Pep’chuk, of the Chipped Tooth Clan.  Pep’chuk speaks fairly fluent Rokugani, succumbing to the classic ratling mannerisms only when angry or excited.  He is actually quite smart, knows many of the rules of Rokugani etiquette and culture, and in good times he enjoys teasing or psychologically tripping up anyone who looks down on him or tries to insult him. The PCs may possibly have encountered Pep’chuk and his ship in the adventure “Devoured by the Sea.”

If a PC speaks with Pep’chuk in a friendly manner, the ratling is quite happy to share information about himself and his ship.  As a member of the Chipped Tooth Tribe he is accustomed to living among the Yasuki and journeying across the water on the tribe’s two boats to visit their brethren on the Mantis Isles.  He originally left the tribal vessels and joined this ship because he is curious about the nature of the human Empire.  “Home quiet, more fun-fun go out and visit other places,” he observes excitedly.  Now he is the captain of the Rascal, an accomplishment in which he takes great pride.  If the PCs ask how he became captain (or what happened to the previous captain, Yasuki Chirotoi), he says, “Chirotoi always too casual during storms, walk around deck without a care!  Foolish-foolish.  One day storm blow him overboard, we try throw-throw rope but he not catch it.  He swept away and drown-drown, very sad.”
If the PCs ask why the Swift Rascal is here, Pep’chuk explains that his ship has been hired to help ferry the Lion army and supplies across the river.  “We help Lion men, and they help Crab men.  Other armies nearby crossing with boats as well.  Swift Rascal make many-many shine-shineys.  Everyone happy!”  He will be staying here to maintain the supply lines after the army crosses the river.  

· If a PC for some reason gets aggressive or confrontational with Pep’chuk, his crew will gather behind him in an intimidating mass of dirty, tough-looking men.  If actual violence takes place, Pep’chuk will dodge and evade while the crew descends on the offender(s) with a storm of fists and clubs.  

Part Four: The Final March

The next morning, the First Matsu begins crossing the River of Gold on the boats and kobune.  It takes over half the day for the main body to cross the water, re-form, and resume the march south.  As the army continues southward, it begins to encounter signs of the trouble ahead.  

Pillars of dark smoke smudge the southern horizon, and a faint haze of smoke and dust drifts in the hot air.  You can see groups of peasant refugees trudging past to either side of the army, pathetic bundles on their backs.  Ahead, something flutters against the dark sky, resolving into the banners of a military camp.  The Imperial mon gleams golden on a field of green, and you realize you are passing the headquarters of and Imperial Legion.  Beyond the command post you see what appears to be a field hospital, with dozens of wounded men tended by a mixture of commoners and a few shugenja.  

The legionnaires are clearly exhausted and worn down by long fighting.  As the Lion army (and the PCs) advance farther, they pass through more and more signs of a broken and exhausted army, with remnants of Imperial and Crab forces intermingled.  The sky ahead grows darker and more ominous and the smoke fills more and more of the sky.     

At nightfall, the Lion make camp again, but this time in a much more focused and martial way – scouts go out to patrol the smoky darkness, and the Lion troops spend a couple of hours building barricades to protect the camps from night attacks.  PCs who are physically fit (Strength or Stamina of 3 or better) will be expected to pitch in on this work.  

Once the camp is made, an eerie silence falls, as the men cluster around their cooking fires and silently wait for the next day.  There is a clear expectation of action tomorrow, and as the night sets in rumors begin to circulate:

· The scouts are reporting that there is no cohesive battlefront to the south, just a disintegrating mess.  The Crab have fought themselves into ruin and what remains of their units are all intermingled.  

· No one seems to know where the senior Crab commanders are.  The scouts have heard rumors that Hiruma Tsuken is on the front lines, trying to hold things together personally. 

· The Imperial Legions are fully committed alongside the Crab.  All that’s left behind the lines are wounded men.    

· The other two Lion armies are nearby, but not immediately adjacent – the word is that they are each at least four or five miles away.  Some of the men worry that the armies may be too far apart to support each other properly, but most of them express confidence that Gintaku knows what he is doing.  “It looked bad for us in the Scorpion lands as well, but Gintaku broke the Unicorn completely.” 

There will be no special events this evening.  The Crab spend the night trading stories about past battles – they do not drink tonight, since they know they will be going into battle tomorrow.  The Dragon will for the most part spend the evening in meditation, but if a PC has a relationship with Hitomi Choujo, she will seek out that PC for a (potentially-final) night together.  Likewise, if any PCs have formed romantic relationships with Akodo Soto or Matsu Michiko, those will likely continue and/or culminate tonight (possibly resulting in a PC gaining Michiko as an Ally).

Akodo Soto in particular will be likely to stay up all night, playing his biwa and brooding.  If a female PC has formed a relationship with Soto, and visits him tonight, he will confess to his alienation from his father.  “Samurai must be strict, but he is… he looks at everyone around him and sees only tools, weapons, things to be used and then discarded.  When my mother failed to birth any more sons, he sent her off to a monastery.  I do understand what he has done these last two years, delaying help for the Crab so he could wage war with the Unicorn, and now marching our main strength to the south when it may already be too late.  I do not know him at all, I never have.” 

The Last Push

The next morning, the air smells heavily of smoke and burning, and the First Matsu prepares for action with an atmosphere of grim purpose.  Any combat-capable PCs will be assigned at this point to serve in the army’s Reserve Legion, a mixed force that also includes the Crab, the tattooed men, and other random samurai who have joined the Lion advance.  Lion PCs will be put in command of the samurai from other Clans.  

· Non-combatant PCs (e.g. courtiers) will be assigned to march behind the main attack columns.  They are expected to help retrieve wounded and otherwise support the attack.  PCs who try to claim their social position or skills make them unsuited for battlefield duties will be coldly informed that the time to realize such a thing was before they joined the army.

The army moves forward, dividing into separate assault columns and advancing across a landscape of rolling hills and scrub forest.  A crackling tension fills the air, made worse by the fact that most of the soldiers (including the PCs) cannot see anything beyond the men immediately in front of them.  The PCs can occasionally glimpse scouts on horseback, roaming back and forth aside from the main body.  

After an hour or more of marching, the PCs begin to hear a distant roar ahead, a sort of surf-noise that rises and falls erratically, while growing slowly but steadily louder and closer.  The Lion armies are moving over a low hillcrest, and the PCs still cannot see anything but the backs of the men and banners in front of them, the dust raised by their march, and the billowing smoke that fills the entire sky in front of them.  Finally, however, the PCs cross the crest and see what lies ahead:

The land slopes downward from here, toward the distant like of the Twilight Mountains that marches along the horizon.  About a half-mile ahead, a rugged hill rises from the landscape, and you can see a forward spearhead of the Lion army, flying the banners of Akodo Gintaku, pushing its way up the hillside to gain a commanding position.  The rest of the Lion army, slightly behind their leader, is advancing steadily downslope toward what lies on the plains ahead.           

You can see the disintegrating remnants of some kind of defensive line, banners fluttering here and there around clusters of men in Crab gray or Imperial green.  Lapping around them, flowing up toward you, are hordes of things from the darkest nightmares.  Screaming swarms of goblins run in every direction.  Smaller groups of bestial creatures, ogres and worse, smash into the dwindling samurai with titanic force.  Lost soldiers mounted on twisted perversions of horses ride pell-mell through the battlefield, and even from this distance you can hear the distinct screech of their terrible war-cries. 

· PCs who roll Perception/Battle (Mass Battle) at TN 20 can tell that they are witnessing the final dissolution of an army that has fought itself to the last extremity.

· Any PC who tries to identify specific creatures in the enemy army can roll Perception/Lore: Shadowlands at TN 20 to identify ogres, goblins, undead, and several varieties of oni (including very powerful types such as Ugulu no Oni and Tsuburu no Oni), as well as Lost cavalry mounted on onikage (tainted horses).    

The Battle Begins

The Lion forces advance at a steady quick-march, spears and naginata swinging down as they approach the ranks of the Shadowlands horde.  Archers in the rear ranks break out of marching formation and string their bows as they prepare the barrage the enemy.  The Shadowlands forces utter a terrible roar as they spot the Lion army flooding over the crest, and a disorganized but massive charge begins as thousands of Tainted creatures and Lost hurl themselves forward.  The PCs glimpse the remnants of the Crab and Imperial troops still trying to reform and retreat, even as many of them are swamped under the Horde’s charge.

The PCs are in the secondary ranks and thus are not immediately engaged when the lines collide.  However, the combined momentum of both armies cause the lines to quickly become intermingled, with wedges of Tainted forces pushing deeply into the Lion ranks.  Within minutes the PCs will be engaged by the enemy.  They will, of course, have plenty of time to prepare for action by casting spells, readying weapons, etc.

The initial engagement will be with an ogre, a goblin warmonger, and a pack of normal goblins.  Due to the intermingled lines, the PCs will have only one round in which to make ranged attacks or hurl ranged spells before the Shadowlands troops engage them.     

· The ogre, being a rather dull creature, will attack whichever PC appears largest/strongest.  

· The number of normal goblins will be equal to the total number of combatant PCs (that is, all the PCs who are in the fighting ranks).

· The goblin warmonger will direct his underlings to gang up on two PCs.  If the warmonger is killed, the normal goblins will lose cohesion and begin randomly attacking different PCs instead of focusing on two of them.

· If any PCs from the rear/support area wish to move up and join the fight, it will take them three rounds to reach it.  

The PCs should be able to win this fight, although they may be badly battered during it.  The GM may apply balancing factors (listed at the beginning of the module) to make sure the fight is challenging but not overwhelmingly lethal.  

As the fight ends, the PCs have a few moments to look around, catching their breath and binding their wounds, and taking account of how the battle is progressing.  The Lion and Shadowlands ranks have become deeply intermingled from the initial charge, and everywhere the PCs look they can see violent battles and gruesome bloodshed.  Flights of arrows shoot through the sky and the cacophony of war is ear-splitting.  In the middle of the chaos, about a half mile away, is the low hill the PCs spotted during the initial advance: Akodo Gintaku’s banners flutter there, and the PCs can see the Lion Clan Champion standing there alongside several other officers.  PCs who have dealt personally with Akodo Mako or Akodo Soto can recognize them among the men standing near Gintaku.


And then something truly terrible takes place…

Part Five: The Death of Jade

The following scene cannot be effectively interrupted by the PCs – they are a half-mile away, and a vast chaos of battle and violence lies between them and the hill where Gintaku commits his atrocities.

Suddenly a voice echoes across the battlefield, shouting some sort of ritual or prayer.  It takes you a few moments to realize it is coming from the man on the hilltop – Akodo Gintaku, the Steel Lion.  At first you cannot distinguish the words, but as the chant continues, it seems to become louder and more powerful.  Gintaku draws a knife, a glittering length of steel, and raises it above his head.  Finally you hear the last words clearly: “—and in payment, I offer you this my blood, given willingly.”  

· Lion PCs can roll Perception/Lore: History or Lore: Heraldry at TN 20, or Lore: Lion at TN 10, to recognize the knife as an Akodo Dagger, one of the five sacred blades carried by senior members of the Lion Clan.

The figure which must be Akodo Mako seizes Akodo Soto and pins his arms behind him.  A single shout of confusion, anger, and fear bursts from his lips.  Then Akodo Gintaku slashes with the knife in his hand, and opens his son’s throat.  

The ground shudders and lurches beneath your feet, throwing you to the ground.  All across the battlefield men and monsters alike tumble and fall.  A terrible roar fills the world and the soil erupts, unleashing vast black chains as thick as tree-trunks.  The chains hurtle upward, lengthening infinitely, reaching toward the sun. 

The sun seems to shrink and fade, and the sky grows dark, the blue of day draining out of it like water from a gourd.  Something is being pulled from the sky, something vast and serpentine and glowing green, writhing in the grip of chains.  The Jade Dragon falls to the earth with the force of an earthquake, smashing hundreds of mortals and beasts alike beneath its thrashing bulk.  

Akodo Gintaku approaches the head of the trapped Dragon, and his voice echoes across the field with unnatural power.  “I claim this power for myself, this sacrifice for the future I will build.”  He raises the dagger once again, still wet with his son’s blood, and plunges it down into the Dragon’s throat.  A vast gout of glowing green blood shoots forth, luminescent under the now utterly black sky.  A terrible moan goes up from the mingled armies on the field – a moan of terror from the Lion ranks, of adulation from the Shadowlands creatures.  Gintaku stands over the collapsing body of the great Dragon, and his body is wreathed in unnatural green fire.  The earth trembles beneath your feet, and then rain begins to fall from a sky turned reddish-black.  The thick, heavy liquid spatters across the suddenly darkened landscape, turning it crimson, for it is blood. 

Flickers of eerie green lightning race across the plains, and in its light the blood covering everything is an unnatural glistening black.  A cacophony of screams rise up around you.  Hundreds of Lion samurai are rising into the air, caught in the terrible green energy, their bodies twisting and changing, huge butterfly-like wings erupting from their backs.   

· These men are turning into Ashura, terrible demonic creatures.  The PCs cannot tell what is happening to them, however, since prior to this time Ashura have only existed in Fu Leng’s dream of a Thousand Years of Darkness.

Gintaku’s voice rings like some terrible bell.  “And you,” he says to the vast Shadowlands horde below, “you will serve me now, and not your dark master.  In return, I offer you the flesh of these, my servants.”  He gestures once, a wide sweep of his arm encompassing all of the blood-soaked samurai on the plain.

A great roar of gluttonous inhuman appetite rises up from the Shadowlands forces, mingled with cries of terror and impotent rage from the First Matsu Army.

Fight for Survival

At this point, the PCs face relentless attack from the forces of the Shadowlands.  It is quite possible they will die here, but some of them may be able to win free through their own courage and sacrifice, as well as the assistance of friends.  

The First Matsu Army, its ranks already badly disrupted by the frontal engagement with the enemy, collapses completely in the face of this terrifying event and the betrayal of its commander.  Although thousands of Lion fight bravely (and suicidally), thousands more simply stand in shock as they are torn apart, or commit seppuku in shame even as the enemy closes in on them.  All semblance of an organized force it lost.

The PCs will have about three Rounds to ready themselves or heal injuries before the Shadowlands forces rampaging across the field reach them.  (This will also be enough time for PCs in the support areas to link up with the PCs in the battle.)  They cannot effectively retreat overland at this point – no matter which direction they run, in three Rounds the enemy reaches them.  

The battle will be with three more ogres and six goblins. The blood-crazed creatures attack targets at random, without any plan or direction, but their numbers and the ogres’ power are deadly threats.  

In addition, at the beginning of each Round two more goblins will join the fight; this will continue until the end of a Round in which the PCs have killed, disabled, or distracted all of their opponents.  At that point they will have momentarily broken free and can try to retreat – see “Getting Away” below for details.    

· If a PC goes down, two of the goblins will leap onto the body during their next action and begin tearing it apart.  These goblins will effectively be out of the fight for the next four Rounds as they tear the PC apart and devour him – thus, a fallen PC will in effect be buying time for the rest of the group to get away.

· If the fight continues for four Rounds without the PCs getting away, a Lost cavalryman will arrive and join the fight (in addition to the goblins who continue to arrive).  

The Help of Allies 

If the PCs made any Allies in the army during their journey to the battle – e.g. Hida Bosu, Hitomi Tauku, Matsu Michiko, or Hiruma Sakuranu – or if a PC has Hitomi Choujo as a True Love, those individuals will arrive to help the PCs escape.  The first Ally (as chosen by the GM) will arrive on Round Two, and an additional Ally will arrive every two Rounds thereafter. 

The GM may choose to roll out the Allies’ attacks, but for the sake of time and dramatic effect it will probably be better to abstract their effect.  Each Ally will draw off and distract either one ogre or three goblins, making it easier for the PCs to break away and retreat.   Hitomi Tauku is more capable and can distract up to five goblins (or the Lost cavalryman, if he has arrived).  

Allies will shout at the PCs to get away while they stand and fight.  It may be assumed they will stand and die unless the PCs deliberately try to get away with them.  Of course, trying to rescue the Allies may prove counterproductive given that the Allies are distracting enemies who otherwise must be disabled or killed.    

· Some PCs may wish to sacrifice themselves in order to buy time for the rest of the party to escape. Each PC who does this can distract foes in the same manner as an NPC Ally – e.g. one ogre or three goblins.  Such PCs will die – they are left behind to perish at the hands of the Shadowlands horde.

Getting Away

If the PCs manage to end a Round with all of the ogres and goblins dead or otherwise out of the fight (immobilized, distracted by fallen PCs, engaged by NPCs, etc), the new goblins will stop arriving and the PCs will have a chance to get away.  

· Note that if a Lost cavalryman arrived and has not yet been killed, he will continue to pursue the PCs and attack them as they retreat.  See “Pursuit” below.

To break away from the slaughter of the First Matsu Army, the PCs must roll Water/Athletics (Running) at TN 20 to escape. Each PC must roll individually and they cannot help each other’s rolls except by verbal encouragement (e.g. donating Void).   

· Spells which enhance movement without changing the Water Ring should award 1 or 2 Free Raises to the Athletics roll (GM’s judgment).

· Each Rank of the Fleet Advantage will award a Free Raise on this roll.    

· If any of the PCs are mounted, they should instead roll Awareness/Horsemanship to keep their mounts under control and ride out safely.  

If one or more PCs fail the roll, the enemy catches up to them – they face a renewed battle with another two ogres and four goblins, with additional goblins (and possibly another Lost cavalryman) arriving as before.  Allies will continue to arrive every two Rounds if any are still available.  

The PCs who made their Athletics rolls can choose to continue on (and escape) or turn back to fight alongside their comrades.  If they continue on as their own decision, they lose a number of points of Honor equal to their current Honor Rank.  However, if the PCs who failed to escape urge them to get away (e.g. shouting something like “Go on without me, the Empire must be warned!”), they do not lose Honor.     

Magical Escape?

Shugenja PCs will have a few more options for escaping. However, flying magic that moves the PC only slowly (such as Call Upon the Wind) will be hazardous.  The PC will avoid the direct combat from the ogres and goblins, but will come under attack from goblin archery, suffering three goblin archery attacks per Round.  It will take six Rounds for a PC using such a spell to escape the battle zone.

A PC with a faster-moving flying spell can escape after only two Rounds of goblin archery.  Unfortunately, that PC will also draw the attention of an Ashura.  The PC must roll Contested Air against the Ashura’s Air Ring of 4 in order to escape.  If the Ashura catches the PC, death is certain – a Low-Rank PC cannot possibly stand against such a demonic being, and the PC’s shredded corpse will rain down on the battlefield.

Invisibility magic will not protect flying creatures (Ashura can see those who are invisible) but will be somewhat effective for land-bound PCs.  However, a PC under any sort of invisibility magic will have to dodge and weave through the chaos of the battlefield in order to avoid being discovered by accident.  The PC must roll Reflexes/Defense at TN 20 three times in a row in order to make it off the battlefield without being discovered and exposed.   

The GM may extrapolate other magical maneuvers based on the guidelines above.  In general, while magic can assist in an escape, it is not in any way an “auto-win” solution to this situation.

PCs in the Reserves

As mentioned earlier, non-combatant PCs will have been assigned to the reserve areas of the army.  They can choose to join the rest of the party at any time by spending three Rounds to do so.  If they instead choose to simply flee, they will only need to roll Water/Athletics (Running) at TN 10 to get away.  However, if such PCs have resources that could assist their comrades on the front lines (such as healing magic, high Medicine skill, or jade), they lose a number of points of Honor equal to their current Honor Rank.

Pursuit 

As noted, if a Lost cavalryman arrived and the PCs did not defeat him, he will continue to pursue and attack them when they retreat.  (On the other hand, unlike the goblins and ogres he does not “count” against whether the PCs can retreat or not.)  After the PCs break free with their Water/Athletics (Running) roll, the Lost cavalryman will catch up and attack them.  If they do not defeat him within three Rounds, at the start of Round Four a second Lost cavalryman will join the fight.  The PCs will have to defeat both of them in order to get away.

Regardless of whether or not they encountered or defeated these first Lost cavalryman, the PCs will still be in danger of drawing the attention of additional Lost cavalry which have broken through the First Matsu Army and are roaming across the landscape, slaughtering anyone they encounter.  If the PCs have invisibility magic or other spells that can conceal them, now is the time to use them – such spells will enable to them to escape the cavalry undetected.  Otherwise, the PCs must make a Cooperative (averaged) Skill roll of either Agility/Stealth (Sneaking) at TN 25 to avoid detection, or Water/Athletics (Running) at TN 25 to retreat fast enough to escape the roaming Lost cavalry.

· If some PCs are mounted, they can choose to replace their Water/Athletics with their horse’s Water and their Horsemanship.

· PCs who choose to leave the rest of the party can roll separately.  However, unless the rest of the PCs urged them to escape on their own, they should lose Honor (a number of points equal to their current Honor Rank) for abandoning their comrades.    

If the PCs fail the roll, they are intercepted by a bloodthirsty Lost cavalryman.  If they do not defeat him within three Rounds, at the start of Round Four a second Lost cavalryman will join the fight as above.    

If any PC Allies did not arrive in time to help during the battles with the ogres and goblins, the GM can have one of these Allies show up during a losing battle with the Lost cavalrymen, sacrificing him/herself to kill one of the cavalrymen and thereby win the PCs a chance to finish the fight.

Sacrificing One’s Essence

If the PCs seem certain to lose and be slain, the GM may offer them a more dramatic chance to save themselves by “burning away” some of their own essential capabilities.  Essentially, the PCs reach into their inner selves and drain away some of their fundamental strength in order to keep fighting a little longer.  

The GM may represent this the first time a PC is going down in the fight.  Offer to look at the PC’s character sheet.  If the PC has a potent physical Advantage such as Strength of the Earth, Combat Reflexes, or a Great Potential tied to a combat skill, tell the PC that he has inner strength he might be able to draw on.  If the PC agrees to do so, the Advantage is lost but the PC heals one or two (GM’s choice) Wound Ranks.  This should be described dramatically, as the PC bursts blood vessels and otherwise exhibits physical agony while staggering back to his/her feet. 

The PCs may make sacrifices of this sort in order to overcome the pain of their Wounds, keep fighting, and perhaps escape alive from the terrible catastrophe around them.  The GM has final discretion of what can be sacrificed, but the following may be taken as guidelines:

· Sacrificing a major physical/combat Advantage: Heal 1-2 Wound Ranks.

· Sacrificing a Rank from a physical Trait: Heal 2 Wound Ranks.

· Sacrificing a Dragon Clan Tattoo: Heal 2 Wound Ranks.  

In addition, PCs may choose at any time to sacrifice themselves in order to save the life of another PC – e.g. throwing themselves in front of a lethal blow, etc.  This may be done regardless of Initiative or other normal restrictions on the combat sequence – a PC who takes such an action will die (regardless of damage rolls) but will automatically save the other PC.

To the River of Gold

If the PCs retreat full-speed from the battle, they can reach the River of Gold after about eight hours of force-march.  (Six hours if all the PCs are on horseback or have Fleet.)  The rain of blood stops after a short time, but the sky remains a terrible reddish-black color.  After several hours, the Moon rises, but it looks bloated and unnatural, and the light it sheds makes the bloodstained landscape look like a vision of the land of the dead.

When the PCs reach the river, they find that most of the ships and support troops have fled.  One vessel remains, however: the Swift Rascal, with its grubby crew and its captain Pep’chuk.  The crew is hiding belowdecks drinking themselves senseless, but the ratling stands bravely in the ship’s prow, looking around at the bleak landscape with narrow eyes and twitching whiskers.

“Tomorrow comes-comes again!” he chitters at the PCs. “It is like the Terrible Day, when the sky fell to earth and crush-crushed our land beneath its corpse!  Is no place to run-run, no place at all.  Tomorrow comes-comes for all!”  

If the PCs ask Pep’chuk to help them escape, he will think for a moment, then agree.  “Yes-yes.  Must always run-run from Tomorrow, even when seems no-no hope. Who knows, maybe Tomorrow trip just as it grab-grab us!”  He rousts his crew out with curses and blows, and the Swift Rascal slowly makes its way upriver, away from the graveyard of the First Matsu Army.  

Conclusion

It is up to the surviving PCs where they go once they escape the sacrifice of the Jade Dragon and the First Matsu Army.  Most likely, they will wish to head for the Imperial Capital or for the Shogun’s forces in Crane lands, to try to spread warning of Akodo Gintaku’s terrible deed.  

Wherever they go, they encounter terror and social collapse as the impact of the Sun’s death sinks into Rokugan.  Furthermore, they soon learn that Gintaku’s forces are advancing quite rapidly toward Toshi Ranbo. The other two Lion armies are now marching alongside the vast Shadowlands Horde that serves Gintaku, and messengers ride ahead announcing that the Steel Lion has brought the Shadowlands to heel and will now claim the throne that is his by right.  

If any of the PCs go to their own Clan territories or their lords, those authority figures will listen to their stories and then send them to join the Shogun’s meager army, which appears to be the only force remaining to stand against the Steel Lion.  

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 survive the adventure:


+1 XP

PCs survive without losing 


Honor for abandoning comrades:
+1 XP

PCs survive without sacrificing 


any Traits/Advantages/Tattoos:

+1 XP

Total Possible Experience:

5 XP
Other Awards/Penalties

PCs who actually survive the adventure without losing any Honor for abandoning comrades will gain 2 points of Honor (4 points if their current Honor Rank is 1.9 or less).  

Appendix #1: NPCs

Suzume Kizu, Womanizing Samurai

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 19


School/Rank: Suzume Bushi 2


Rank One: May voluntarily lower Initiative by any amount to raise TN to be Hit by half that amount (but not more than twice Reflexes).  Gains a Free Raise when using Lore: Heraldry.


Rank Two: Against a human opponent with lower Honor, adds +5 to TN to be Hit and adds Honor to total of attack and damage rolls.  Free Raise when using Lore: History.    

Honor/Status/Glory: 2.8/1.0/1.5

Skills: Athletics 3, Battle 1, Calligraphy 3, Commerce 3, Courtier 3, Craft (Farming) 3, Deceit (Seduction) 3, Defense 4, Etiquette 3, Kenjutsu 3, Lore: History 4, Lore: Heraldry 4, Spears 1, Stealth (Sneaking) 3, Storytelling 4, Theology 4.
Mastery Abilities: Adds rank in Defense to TN to be Hit.  Adds 5 to TN of Social Rolls made against him.

Advantages/Disadvantages: Benten’s Blessing/Dark Secret (many illegitimate children).
Equipment: Kimono, daisho set, traveling pack, 1 koku.

Hida Bosu, Sumai Wrestler

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	Strength 5

	VOID 2


TN to be Hit: 23 


School/Rank: Hida Wrestler 2


Rank One: Add Earth ring to the total of all Jiujutsu rolls, damage rolls, and Wrestling rolls.  Ignore TN penalties for Heavy Armor for all Bugei skills.


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.   

Honor/Status/Glory: 20/1.0/3.3

Skills: Athletics 2, Battle (Shadowlands) 1, Calligraphy 2, Courtier 2, Defense 3, Etiquette 3, Games (Gambling) 1, Heavy Weapons (Tetsubo) 2, Hunting (Survival) 1, Iaijutsu 1, Jiujutsu (Wrestling) 6, Kenjutsu 3, Kyujutsu 1, Lore (Law) 1, Lore (Shadowlands) 2, Medicine 2, Meditation 1, Perform (Dance: Bugoku) 2, Stealth (Ambush) 2, Theology 1.

Mastery Abilities: Add 5 to TN of Social rolls made against him.  Add ranks in Defense skill to TN to be Hit.  Roll an extra die of damage in unarmed combat.  

Advantages/Disadvantages: Large/Lame
Equipment: Kimono, heavy armor (usually not worn), daisho set, tetsubo (usually not carried), fan, traveling pack, 5 koku, steed (Rokugani pony).

Hitomi Choujo, Kikage Zumi, former Lion

	FIRE 3
	  AIR 3 

	Agility 4


	Reflexes 4

	EARTH 3 
	WATER 3 

	
	Strength 4

	VOID 4


TN to be Hit: 24


School/Rank: Three Orders Monk (Hitomi) 1

Honor/Status/Glory: 2.1/1.0/1.0

Skills: Athletics 5, Battle (Mass Combat) 1, Defense 4, Etiquette 1, Iaijutsu 2, Jiujutsu 4, Kenjutsu 4, Kyujutsu 1, Lore: History 2, Meditation 1, Storytelling 1, Theology 2.
Mastery Abilities: May declare Full Defense when Initiative is rolled.    

Advantages/Disadvantages: Hands of Stone, Quick, Strength of the Earth (rank two)/Benten’s Curse.

Tattoos (may be used a number of times per day equal to Insight Rank, except where otherwise noted): 

Avalanche (once per day, spend 2 Void points to increase Strength by 2 for 3 rounds, then become exhausted and +5 to all rolls until rests for 20 minutes), Lion (once per day, when activated, roll 1 extra die on all Bugei skills for 2 rounds), Sun (when in sunlight, gain Free Raises equal to Insight Rank on one roll).
Equipment: Clothing, sandals, 1 koku, traveling pack.

Hitomi Tauku, Daimyo of the Hitomi

	FIRE 3
	  AIR 4

	Agility 5


	

	EARTH 4
	WATER 3 

	
	Strength 5

	VOID 6


TN to be Hit: 24


School/Rank: Three Orders Monk (Hitomi) 5

Honor/Status/Glory: 2.7/7.0/3.0

Skills: Athletics 7, Calligraphy 3, Courtier 2, Defense 4, Etiquette 3, Games: Kemari 3, Jiujutsu 5, Lore: Dragon Clan 4, Lore: Heraldry 4, Lore: History 2, Lore: Tattooed Orders 8, Meditation (Void Recovery) 6, Stealth (Sneaking) 2, Storytelling 4, Tea Ceremony 3, Theology 7.
Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher. Rolls an extra +1k0 unarmed damage.  Adds +5 to total of opposed Social rolls.  

Advantages/Disadvantages: Allies (many), Balance, Friend of the Elements (Earth), Social Position (family daimyo)

Tattoos (may be used a number of times per day equal to Insight Rank, except where otherwise noted): 

Arrowroot (heal Wounds equal to School Rank x10, self a number of times equal to Void, unlimited times with allies but must take half the Wounds on himself), Blaze (unarmed strike may deal extra damage in kept dice equal to Fire Ring, you take Wounds equal to Fire Ring), Cloud (cast Sense and Commune as though a shugenja), Crow (immunity to Taint but attract Shadowlands creatures), Dragon (breath fire, attack with Fire/School Rank to hit any number of targets within 50’, damage is Fire/School Rank), Sun (when in sunlight, gain Free Raises equal to Insight Rank on one roll).
Equipment: Clothing, sandals, 5 koku, traveling pack.

Matsu Michiko, Lonely Samurai-ko

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 2

	
	Strength 3

	VOID 2


TN to be Hit: 19 (29 in heavy armor)


School/Rank: Matsu Berserker 2


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


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

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

Skills: Athletics 4, Battle 3, Defense 2, Etiquette 2, Heavy Weapons 2, Horsemanship 1, Hunting 3, Iaijutsu 2, Investigation 1, Jiujutsu 3, Kenjutsu (Katana) 5, Knives 2, Kyujutsu 3, Lore: History 3, Lore: Lion Clan 3, Meditation 2, Spears 3

Mastery Abilities: Gains an additional Focus during iaijutsu duels.  Rolls an additional die for unarmed damage.  Free Raise with skills at Rank 5.  Subtracts Kenjutsu Skill from Wound penalties.

Advantages/Disadvantages: Strength of the Earth (rank 1)
Equipment: Daisho set, tanto, naginata, heavy armor, kimono and sandals, traveling pack, 2 koku.

Pep’chuk, First Mate of the Swift Rascal

	FIRE 3
	  AIR 1

	
	Reflexes 4

	EARTH 2
	WATER 2 

	Stamina 3
	Perception 4


TN to be Hit: 24

Attacks: 4k3

Damage: 4k2 (spiked club)

Wounds: Normal human Wound Ranks, 6 Wounds per rank.


Skills: Athletics 4, Craft (Sailing) 3, Defense 2, Etiquette 2, Navigation 2.

Advantages/Disadvantages: Ally (Yasuki Chirotoi), Languages (Rokugani), Rokugani Culture (4)/Social Disadvantage (ratling). 

Equipment: Short spiked club (2k2), hat, belt-pouch full of small shiny objects (including 3 koku in assorted coinage). 

Typical Ship Crew (Swift Rascal)

	FIRE 2
	  AIR 2

	
	

	EARTH 2
	WATER 2 

	
	Strength 3 

	VOID 1


TN to be Hit: 12


School/Rank: Commoner (Insight Rank 1)

Honor/Status/Glory: 1.5/0/0

Skills: Athletics 2, Craft (Sailing) 2, Defense 1, Games (Gambling) 2, Peasant Weapons 2, Staves 2

Advantages/Disadvantages: Social Disadvantage (heimin).
Equipment: Clothing, miscellaneous peasant weapons (jo staff, kama, tonfa, etc), 1-5 zeni. 

Appendix #2: Shadowlands Foes

Lost Cavalry (interchangeable)

	FIRE 3
	  AIR 4

	Agility 4


	

	EARTH 4
	WATER 3 

	
	Strength 4


Shadowlands Taint Rank: 5.0

TN to be Hit: 30 (35 with Light Armor)


Attack Roll (with Katana or Yari): 9k4+Free Raise

Wounds: 9 per rank (Wound Ranks as per human)

School/Rank: Black Guard 1


Rank One: Adds twice his Shadowlands Taint Rank (10) to the total of all damage and Raw Strength rolls.  Adds Fire Ring to the total of all Initiative rolls.

Skills: Athletics 4, Battle (Shadowlands) 3, Deceit 5, Defense 5, Horsemanship 5, Hunting 3, Jiujutsu 2, Kenjutsu 5, Knives 3, Kyujutsu (Horse Archery) 3, Lore: Shadowlands 5, Spears 5, Stealth 2, Torture 2.

Mastery Abilities: May enter Full Defense when initiative is rolled.  Gains a Free Raise with skills at Rank 5 or higher.  Subtracts Kenjutsu or Yari Skill ranks from Wound penalties. 

Equipment: Light armor, daisho set, yari, bow (dai-kyu) and 20 arrows, ragged clothing, sandals, knife.    

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Child of Darkness (natural Shadowlands creatures will not attack them), Unholy Stamina (may go without rest or sleep indefinitely).
Onikage (interchangeable)

	FIRE 2
	  AIR 3

	
	

	EARTH 4
	WATER 4 

	
	Strength 6


TN to be Hit: 20

Attacks: 6k2 (bite or clawed foreleg)

Damage: 6k1(bite) or 6k2 (claw)

Carapace Armor: 2 (bypassed by crystal, obsidian, or jade)

Wounds: 10: +5; 25: +10; 45: Down; 50: Dead.
Special Abilities: Fear 2.  

Goblin Warmonger

	FIRE 3
	  AIR 1

	
	Reflexes 3

	EARTH 3
	WATER 2 

	
	


TN to be Hit: 15 (20 with crude armor)

Attacks: 5k4

Damage: 3k2 (crude sword)

Wounds: 18: +5; 32: +10; 48: Dead.

Equipment: Crude sword, crude armor.


Generic Goblins (interchangeable)

	FIRE 2
	  AIR 1

	
	Reflexes 3

	EARTH 2
	WATER 1 

	
	


TN to be Hit: 15

Attacks: 3k2 (melee) or 4k3 (archery)

Damage: 2k2 (melee or arrow) 

Wounds: 12: +5; 24: Dead.
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.
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