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Kumiko
A  H U M A N  S A M U R A I

K umiko is the daughter of Tokugawa Ichiro, the 
daimyo. She is headstrong and serious and is very 

protective of her close group of friends. She is being 
educated in the ways of nobility so that one day she may 
take over as daimyo.

Miyo
A  H U M A N  O N M Y O J I

M iyo was born into a family of peasants, but she 
demonstrated a proficiency for the arcane at a 

very young age, and was apprenticed to Namiko, an 
advisor to the daimyo. From Namiko, she learned how 
to control the five elements, and how to tap into the 
cosmic forces of yin and yang.
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Saeko
A  H A N Y O  E N T E R TA I N E R

S aeko is the daughter of Sanjiro, one of the daimyo’s 
closest advisors. Her mother was an oni who left 

the village shortly after she was born, and who hasn’t 
been seen since. Her father never speaks of her. Saeko is 
a social butterfly and has the ability to charm most peo-
ple she meets.

Asami
A  H U M A N  N I N J A

A sami is a well-respected genin in the Jade Fist clan. 
The clan has taken an interest in the three girls 

from Tokugawa, due to their success in retrieving the 
tainted statuette from the Mist Tigers and the positive 
feedback from Odo. The Jade Fist wants to protect what 
it sees as a burgeoning strategic partnership, and Asami 
is assigned to assist the group.
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Introduction
T he characters are all noble members of the 

Tokugawa clan. Their han is home to a small 
village of 400 rice farmers who collectively 
produce about 2,400 koku (the amount of rice 
needed to feed one person for a year) per year. 
The village is located in the south of Koguwa-
jukai, near the border of the Hordelands, so they 
occasionally have to deal with urokobito raiders 
threatening them.

Kumiko, a human samurai, is the daughter 
of Tokugawa Ichiro, the daimyō. She is head-
strong and serious and is very protective of her 
close group of friends. She is being educated in 
the ways of nobility so that one day she may take 
over as daimyō.

Saeko, a hanyo entertainer, is the daughter of 
Sanjiro, one of the daimyō’s closest advisors. Her 
mother was an oni who left the village shortly 
after she was born, and who hasn’t been seen 
since. Her father never speaks of her. Saeko is a 
social butterfly and has the ability to charm most 
people she meets.

Miyo, a human onmyōji, is the third mem-
ber of the group. She was born into a family of 
peasants, but she demonstrated a proficiency for 
the arcane at a very young age, and was appren-
ticed to Namiko, an advisor to the daimyō. From 
Namiko, she learned how to control the five 
elements, and how to tap into the cosmic forces 
of yin and yang.

The three young girls, who grew up as close 
friends, and who were educated together, are 
preparing to set out on their musha shugyō, or 
“Warrior’s Pilgrimage,” a rite of passage for all 
young adventurers. While the village is getting 
ready to throw a surprise feast in their honor, 
and they are sent to the neighboring village of 
Akamatsu to deliver some gifts and spend time 
with their cousins.

Taian (4/11)
A s the characters are walking down the dirt 

road that joins the two villages, they spot 
an obake – a monstrous creature that is created 
when normal insects and rodents become trans-
formed by the tainted energies of Yomi. Individ-
ually, they are little more than a nuisance, and 
the characters hack it to pieces handily.

Once they get to the village, they meet with 
Akamatsu Mizuki, the daimyō, and cousin to 
Tokugawa Ichiro. Mizuki has played the role of 
aunt to the three girls, and she presents them 
each with a magical item to aid them on their 
musha shugyō.

• Kumiko: A +1 katana that is a family heir-
loom

• Miyo: An abjuration spell plus a jade scroll 
case that acts as a pearl of power 

• Saeko: A noh mask, which can be used as a 
spell focus, and which allows the user to cast 
barkskin, cure wounds, and fog cloud once 
per day. The spells are cast at the user’s caster 
level and reset at dawn.

To try out their new items, the characters en-
gage in a mock battle with their cousins, a group 
of three boys their age who the girls adore, but 
also consider somewhat silly. They win without 
too much trouble, and then head back to their 
village.

On the way back to Tokugawa, the characters 
encounter a swarm of obake. Two giant beetles 
and two giant wasps attack them as they pass by 
a copse of trees. Individually, obake are a nui-
sance, but in groups they can spell trouble for 
peasants and inexperienced adventurers.

The group fights the obake off, and, as they 
wipe giant bug guts off their kimonos and ar-
mor, they get the feeling that something is amiss. 
Obake don’t typically swarm like this unless 
something has riled them up. Spooked, they 
quicken their pace, eager to get home.

As they near the village, they realize that 
something is very, very wrong. The village is in 
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chaos, and there is blood everywhere.
The characters realize that everyone is gone, 

though body parts are strewn here and there, and 
some full corpses remain, though half-chewed. 
There is blood everywhere. Stunned, they look 
around and find ofuda, paper talismans used to 
ward against evil, torn in half. Miyo recognizes 
that some of the blood has been spattered on the 
walls of the village in patterns associated with 
the dark and twisted practice of blood magic. 
Between the ofuda and the arcane symbols, 
she believes that the village was trying to keep 
Kobayashi the Devourer, an ancient, terrifying 
kami, at bay.

Kobayashi is a dark and twisted figure – a 
corrupt onmyōji who stole the secret of immor-
tality from Lord Eiman, the ruler of Yomi. The 
secret transformed him into a ravenous oni, and 
he is thought to wake every 108 years and eat vil-
lage after village before returning to slumber. The 
girls know of Kobayashi only through myth. He’s 
used as a boogeyman by parents in the Land of 
the Crane, and is typically described as short, 
thin man with a distended stomach and a mouth 
full of razor-sharp fangs.

As they look around, the group encounters a 
swarm of obake: giant tainted crows and rats that 
have become swollen with necrotic energy. The 
obake take a chunk out of Kumiko’s arm, but the 
group fights them off. Then, as they investigate 
further, they run into a group of zombies.

They find no one living – only death and 
destruction. Knowing that their village has been 
indelibly tainted, the group decides to raze it. 
They set fire to as many buildings as possible to 
try and cleanse the land. As they leave the village, 
they discover tracks leading to the west, but, 
spent from fighting monsters and shocked by 
the loss of their family, friends, and home, they 
decide to head back to Akamatsu.

Kumiko, Saeko, and Miyo make their way 
back to Akamatsu. Once there, their “aunt,” 
Mizuki, summons her advisors Kazu, a shinkan, 
and Hiroyuki, an onmyōji, to hear what the girls 
have encountered. They confer with each oth-
er, with the spirits, and with the stars, and then 
deliver their recommendations.

Kazu believes that Kobayashi might follow 
the scent of the characters to Akamatsu, and thus 
the girls need to leave before sundown. Mizu-
ki expresses her regrets but informs the group 
that they are unable to stay – she cannot risk 
the lives of her entire clan for theirs. Before she 
sends them away, though, she gives them more 
supplies, including three horses and a cache of 
healing potions. Kazu recommends that they vis-
it Inamura Mitsuhide, a kitsune shugenja who 
specializes in warding against oni.

Kumiko interprets Mizuki’s generosity as 
a sign of her support for revenge against Ko-
bayashi. She believes herself to be the daimyō 
of Tokugawa, now that her father is dead. She, 
Miyo, and Saeko – the remaining Tokugawa no-
bles – say goodbye to their cousins and then set 
out to restore honor to their clan.

As they head along the road to the north in 
search of Mitsuhide, the group decides to camp 
for the night in a broken-down shrine. Shortly 
after midnight, they hear rustling and scurrying 
out in the darkness. Out of the shadows stumbles 
a zombie.

The undead arrive in wave after wave: hu-
man, hanyo, and kitsune. The group defeats cor-
ruption corpses and gravehounds, along with the 
ravenous humanoids. They manage to hang on 
until dawn, when the zombies stop attacking, but 
they use up their healing potions in the process.

Shakkō (4/12)
N ear evening, the characters manage to track 

down Mitsuhide. He’s sitting in seiza in 
the middle of a grove of trees, meditating. The 
group approaches him, explains what they’ve 
seen, and asks him to aid them. Instead of agree-
ing, though, Mitsuhide decides to test them. He 
sprints into the woods, expecting them to chase 
after.

The characters follow, vaulting over logs and 
streams, dodging tripwires and snares, all the 
while verbally parrying with the shugenja. The 
chase lasts for a few minutes, and Mitsuhide 
finally stops, satisfied that they’re being forth-



6
Land of the Crane \ v 3.0

right. He gifts them one-time use charms and 
tells them that he will help. If what they suspect 
they’ve discovered is true, then he feels that it is 
worth investigation. He suggests that they head 
to Fujiwara, the closest large city. They may be 
able to find others to aid them there. He leaves 
the group and heads deeper into the woods.

Now that they have Mitsuhide on their side, 
they decide that they will head to Fujiwara to 
investigate Kobayashi and to try to raise an army 
to take him on.

Senshō (4/13)
T he next morning, Kumiko, Saeko, and 

Miyo set out on the road to Fujiwara. Near 
mid-morning, they encounter an obake swarm 
hiding in the trees next to the road. They defeat 
the giant, bloodthirsty crows and rats easily, 
though Kumiko gets bitten by a giant rat and is 
left with a dirty wound. She gets lucky and man-
ages to avoid contracting filth fever.

The group continues on, then stops for a 
short rest at a fork in the road. One route leads to 
Fujiwara and the other leads into the hills. After 
a brief break, they pack up and are about to move 
on when a wanderer appears from out of the 
hills. He is dressed like a shinkan but is bloodied 
and beaten. When he sees the party, he cries for 
help.

The characters rush to his aid, only to dis-
cover that he has been tainted by something 
potent–some sort of necrotic energy is undulat-
ing beneath his skin. He introduces himself as 
Ono Hideki and admits to having been part of a 
ritual. He begs them to help him in exchange for 
telling them about the ritual.

The characters try to figure out how to 
cleanse him by tapping their knowledge of 
arcana and religion. While Miyo and Saeko 
achieve initial success, they then manage to make 
things worse. The stress of the purification ritual 
unleashes some of the necrotic energy, and his 
arms and legs burst open to reveal writhing black 
tentacles. He screams in terror.

Sensing that her chance to find out about the 

ritual is slipping away, Kumiko tries to intimidate 
Hideki into saying more. Unfortunately for the 
characters, this pushes him over the edge, and 
he explodes in a burst of necrotic energy, having 
fully transformed into a necrotic ooze.

The ooze attacks and gets in a few good hits 
before it is defeated.

Shaken and disturbed by what they’ve just 
witnessed, the characters camp for the night. 
The next morning, they decide to investigate the 
ritual that tainted the wanderer.

Tomobiki (4/14)
T he characters follow the road to the village 

of Mizuta and see chaos and destruction 
everywhere. Tainted energy radiates from the 
surrounding farmland, and, as they draw close, 
it becomes clear that whatever happened to 
Tokugawa happened here, but worse.

The characters attempt to investigate before 
the necropolis destroys them. Each success gives 
them a vial piece of information, while each fail-
ure drives them closer to madness.

They realize that it would be easy to become 
overwhelmed by the miasma hanging over the 
village, so they stick to the outskirts as they look 
around. As they advance, they notice a group of 
urokobito, the scaly, lizard-riding hordes that live 
south of the Nagara river, marching down the 
street. They look like a raiding party, but they are 
fewer in number than is typical. They also notice 
that the urokobito appear to be frightened and 
skittish.

The characters meet the urokobito in front 
of an ancient shrine that radiates black, negative 
energy, and the urokobito attack. A wyrmpriest 
leads the group, which consists of two soldiers 
and four footmen. They are accompanied by two 
guard drakes. During the melee, the drakes do 
considerable damage to Kumiko.

As the fight continues, Miyo casts flam-
ing sphere, backing the wyrmpriest toward the 
shrine. Suddenly a black tentacle shoots out from 
under porch, grabbing his ankles and knocking 
him prone. He attempts to struggle against the 
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tentacle, but Miyo then uses her powers to put 
him to sleep. As a result, the wyrmpriest gets 
dragged under shrine.

The group hears a wet crunching sound from 
under the shrine followed by screaming, and the 
wyrmpriest reappears, bloodied by the hungry 
shrine. Kumiko bull rushes him back into the 
tentacles, where he is once again grabbed and 
dragged under the shrine. This time the wet 
crunching is followed only by silence.

The characters finish off the rest of the uroko-
bito and retreat back outside the village to heal 
up. When they review what they’ve just experi-
enced, they gain 2 successes in the Investigating 
Mizuta skill challenge and receive no failures.

After a short rest, the party continues to 
investigate Mizuta, once again sticking to the 
outskirts. Kumiko breaks down the door of a 
boarded-up house to find a tainted makeshift 
shrine. Inside is a scene of horror: an altar to 
Kobayashi, a sigil painted on the floor in what 
looks like dried blood, and a group of cultists 
preparing a ritual.

The cultists and the characters are both 
momentarily stunned. Then, the shinkan who 
appears to be leading the group yells, “Outsiders! 
Seize them!”

The shinkan, his cultists, and what end up 
being two zombie servants also attack. “I will 
feed you to Kobayashi myself!” one cultist ex-
claims.

The blood magic sigil on the floor gives those 
standing in it an increased chance to hit and 
damage in exchange for draining health. The two 
groups battle until the cultists and the zombies 
lay defeated.

Once the bad guys have been dispatched, the 
characters attempt to interpret the meaning of 
the ritual the shinkan was preparing. Through a 
set of arcana and religion checks, they learn that:

• A ritual was cast with the intent of summon-
ing Kobayashi the Devourer.

• The ritual involved human sacrifice and can-
nibalism.

• The tainted energies in the area are different 
than those of Yomi, the land of the dead.

Once they’ve finished with the shrine, the 
group sets fire to it. They continue on into the 
village but encounter a wandering group of 
zombies. Already drained from the fight with 
the cultists, the group takes significant damage, 
putting them in a precarious position.

Worried that they might run into another 
group of monsters before having a chance to rest 
and recover, the characters find a hiding spot in 
an abandoned building. They make it through 
the night without incident, though they hear 
plenty of activity in the streets around them.

Senbu (4/15)
K umiko, Miyo, and Saeko leave their hiding 

place and head toward a third area of the 
city that looks promising. There they encounter 
an urokobito ninja, who is being accosted by 
more zombies. The characters come to the aid of 
the ninja, fight off the undead, and then intro-
duce themselves.

The ninja, Odo of the Jade Fist clan, informs 
them that he was part of a small group of genin 
sent to Mizuta to scout out what was going on. 
Unfortunately, everyone else got eaten by zom-
bies. He is very thankful that he did not also get 
eaten by zombies.

The group fills him in on what they’ve seen 
and let him know that they are headed to Fuji-
wara to investigate further and to try and raise an 
army. Odo offers to act as a tour guide of Fuji-
wara and provides them with more information 
to further their investigation.

After talking to Odo, they learn that:

• The cult is called the Eaters of the Dead.

• The cult was led by a blood mage called Igu-
chi Sosuke.

Before they leave town, Kumiko, Saeko, 
Miyo, and Odo decide to do one last bit of inves-
tigating. They climb a hill just outside the village, 
hoping to get a good view of the environment. 
However, the path up the hill leads to the en-
trance to a crypt, which is guarded by a group of 
skeletal samurai.
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Miyo recalls that skeletons are extremely 
uncommon in Tsurukoku, due to the tendency 
for dead to reanimate as zombies. Preserving a 
skeleton requires a special ritual to cleanse and 
prepare a body that most shinkan aren’t powerful 
enough to perform.

Once the characters get within range, the 
skeletons attack. Eight skeletons with bows rain 
arrows down upon them while two samurai 
move to cut off their progress – blocking the 
narrow steep path to prevent them from getting 
to the archers. Additionally, a gravehound barks 
and growls noiselessly as it attempts to sink its 
fangs into the characters.

As the characters push the skeletons back, 
they realize that the entrance to the crypt radi-
ates a tainted energy that strengthens the skele-
tons while weakening them. After a prolonged 
fight, the characters emerge victorious. However, 
they decide to leave the crypt alone, and make 
their way out of town after a short rest.

The characters leave the tainted village of 
Mizuta behind them, figuring that they will 
return with an army from Fujiwara. They make 
good time, aided by Odo’s knowledge of the local 
terrain. As they come around a bend, however, 
they stumble upon the scene of a dozen ninja 
standing over the body of a dead merchant.

Metsu (4/16)
A s the ninja notice their presence, one of the 

ninja – a kitsune who is clearly the lead-
er – shakes his head. “Idiots!” he exclaims – the 
low-level genin who were supposed to be keep-
ing watch have obviously failed. “Kill them or 
die trying,” he yells as he grabs a small chest 
and takes off with half the group. The other half 
attack.

The fight is over quickly as Kumiko, Saeko, 
Miyo, and Odo are more than a match for the 
remaining low-level ninja. Odo identifies the 
dead ninja as members of the Mist Tiger clan – 
the most accomplished assassins in the Land of 
the Crane. The characters investigate the scene 
and find some papers that identify the merchant 

as Morimoto Kinzo.
To pay their respects to Morimoto, they per-

form the traditional Tsurukokan funerary rite by 
constructing a small pyre and burning his body. 
Then they resume their trip to Fujiwara.

Tian (4/17)
T he characters reach the city gates, but, before 

they enter, they are pulled aside by Mitsuhide, 
the kitsune shugenja that led them on a wild 
chase through the woods. He has an update for 
them.

Kumiko, Saeko, and Miyo introduce Mit-
suhide to Odo, then head into town to discuss 
what’s going on. They wind up at the Fragrant 
Fern inn in the Yellow Lantern district, which 
is friendly to urokobito. Mitsuhide shares the 
following:

• There is some connection between the towns 
that were eaten but doesn’t know what yet. 
He suspects that someone in each town was a 
member of the cult.

• He has begun to gather other shugenja to help 
seal off Mizuta, but the intensity of tainted 
energy emanating from the town appears to 
be growing rapidly. He is worried that, if they 
don’t act quickly, they will be overpowered 
when they do attack.

• He thinks that the group should be careful. 
The cult may come after them.

The group bonds over sake, then Mitsuhide 
leaves and the characters stay at the inn for the 
night.

Shakkō (4/18)
O do wakes up to find a message from his 

friend and fellow clan member, Iku, in 
the form of a dart with a ribbon tied around it 
impaled in the wall above his head. He meets 
the group for breakfast and informs them that 
he has to meet one of his friends at Matsunaga 
Noodles in the Chrysanthemum district but will 
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rejoin them later. Saeko suggests that they track 
down the dead merchant and asks Odo where 
the merchant’s guild is located. He tells them that 
it is also in the Chrysanthemum district, and that 
he’d be happy to show them the way.

On their way to the Chrysanthemum district, 
the group run into an urokobito shopkeeper, 
Aikawa Kosami, who is being shaken down by 
members of the Golden Hornet yakuza clan. 
The leader of the group, Hiro, is a hothead who 
dislikes dealing with urokobito.

As the characters enter the store, they hear 
him continually refer to the urokobito as “frogs.” 
His lackeys are standing around the shop, oc-
casionally knocking items onto the floor while 
laughing. Cognizant that any fight would utterly 
destroy the rest of the shopkeeper’s inventory, 
and unsure of how strong the yakuza are, Saeko 
negotiates on Kosami’s behalf, and pays them 10 
cranes in exchange for giving him more time to 
pay.

Once the Golden Hornets leave, Kosa-
mi thanks them profusely. Odo then heads to 
Matsunaga Noodles to meet Iku while Kumiko, 
Saeko, and Miyo head to find the merchant’s 
family.

Odo goes off to meet his friend at the noodle 
house, while the rest of the party heads to the 
merchants’ guild to find out where the dead mer-
chant’s shop was. They’re directed to Morimoto’s 
Sundries, which is filled with ugly kimono, gau-
dy and cheap jewelry, heavily thumbed-through 
manga, and dangerous fireworks. The merchant’s 
wife, Naoko, tends the store, and greets the char-
acters warmly when they enter.

The characters inform her of her husband’s 
death, but she doesn’t take it well. She says that 
they’re barely breaking even, and the Yakuza take 
any of the money that’s left over. She reveals that 
they have no savings – only debt – and that she 
has no prospect of supporting her two children. 
She believed that Kinzo was in the process of 
striking a business deal that would make them a 
lot of money, but he didn’t tell her what he was 
up to.

Meanwhile, Odo meets Iku at Matsunaga’s 
Noodles, a common meeting place for member 

of the Jade Fist. Iku is glad that he returned from 
the mission safely, especially since the rest of the 
group perished. She tells him that she has heard 
rumors that the group wasn’t meant to return, 
and to be careful – that the leadership of the 
guild is looking for him.

While Odo digests this information, the 
characters calm Naoko down and promise to 
do what they can to get the yakuza off her back. 
They then leave and are only moments away 
when they hear her scream.

They rush back to find that she’s been kid-
napped by the Mist Tigers. They begin pursuit 
through the streets of the merchants’ quarters, 
which takes them directly past the noodle house. 
Odo sees Kumiko, Saeko, and Miyo sprinting 
after a group of ninja, and he rejoins the group 
after a hasty goodbye.

After giving chase, they manage to catch up 
to the ninja, part of which breaks off to attack 
them. The overhear the lead ninja instructing the 
others to “Take the woman to Yasu.” After a long 
and dangerous fight, they defeat the leader and 
her group, then catch up to the rest of the ninja, 
who drop Naoko and flee.

After taking Naoko back to her shop, she 
agrees to let them look through her husband’s 
books, where they find out that he had concoct-
ed a scheme to traffic in tainted goods, and had 
been meeting with various shadowy figures, 
including someone from Mizuta.

Based on the records in Morimoto’s note-
book, the characters determine that there are 
four people that he’s met more than five times in 
the past thirty days:

• Watanabe Reiko

• Usui Mineko

• Numata Yoshimitsu

• Shimozato Genjo

Odo informs them that the first name on the 
list, Watanabe Reiko, is one of the chūnin of the 
Jade Fist. They also note that Shimozato Genjo is 
from Mizuta, so they imagine that he’s the source 
of the tainted items that Morimoto is moving in 
the first place. Therefore, they decide to check 
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out the other two names on the list to determine 
how they fit in.

First, they track down Usui Mineko. She 
turns out to be an old lady who lives in a ram-
shackle hut. She absolutely loves the garish 
kimono and jewelry that Morimoto peddles, and 
is extremely distraught to hear of his death. She 
has no useful information, however.

Second, they track down Numata Yoshim-
itsu, who turns out to be a member of the Mist 
Tiger ninja clan, to a house in the Dancing Fan 
district. They suspect that he may have been be-
hind Morimoto’s assassination, so they approach 
with caution. The ground floor is quite small, 
containing only a bedroom and a sitting room, 
so they spend some time searching and find a 
hidden trapdoor that leads to a basement.

Their caution pays off quickly, because they 
immediately encounter traps. They manage to 
disarm them and continue their investigation. 
Evidence of tainted energy is everywhere: the 
basement is filled with obake and oozes. They 
fight their way through several groups of tainted 
creatures before finding Yoshimitsu.

The characters walk through a doorway to 
find a room that is far bigger than the space it 
should actually occupy. It looks like an outdoor 
courtyard with a rock garden in the center. The 
ceiling, far above their heads, shows the night 
sky, but Miyo realizes that it’s not the sky as 
seen from Fujiwara. There are constellations she 
doesn’t recognize and others that are oriented 
completely wrong. As she gazes up, she gets the 
feeling that the stars are actually staring at her.

The air in the room seems to undulate, as 
through a breeze from another world were caus-
ing reality itself to waver. Yoshimitsu sits in seiza 
on the far side of the rock garden. There’s a small 
table in front of him, atop which sits a tiny jade 
figurine. He opens and eyes and stares at them, 
but his eyes are completely black, and are oozing 
tar. “I have unlocked its secrets,” he says with a 
smile.

Then after the briefest of moments, he ex-
claims, “Witness my power!” He jumps to his feet 
as four shadowy versions of himself emerge from 
his body. He and his shadow selves attack the 

characters. The fight is long and dangerous, but 
Kumiko, Saeko, Miyo, and Odo manage to kill 
Yoshimitsu and his shadowy copies. When they 
land the killing blow, he utters “Kobayashi will 
devour you all!” before he falls.

Miyo and Saeko put their heads together to 
determine the best way of disposing of the taint-
ed statuette, but conclude that they probably can’t 
destroy it, and even if they could, it would be 
incredibly dangerous to try. However, they know 
they can’t leave it here, lest it fall into the wrong 
hands, so they carefully place it back into the 
small box that Morimoto had been transporting 
it in and leave the safehouse.

As soon as they step outside, they are accost-
ed by a group of Jade Fist ninja.

Drained from the fight with Yoshimitsu, the 
characters have no choice but to run from the 
ninja – standing their ground is far too risky. 
While the ninja seem to be trying to capture 
them, not kill them, they still take off at a break-
neck pace, dodging street vendors and shoppers 
as they race from the Dancing Fan district back 
to the Chrysanthemum district.

Eventually, the group shakes their tail, and 
looks for a place to lay low. They know they can’t 
go back to the Fragrant Fern, because it would be 
too easy to find them, so they wander the Chry-
santhemum district until they find a suitably 
run-down inn.

The characters hide from the Jade Fist by 
staying at the Ohashi Inn, in the Chrysanthe-
mum district. They camp out and discuss what 
to do with the statuette. Kumiko insists that they 
should still try to destroy it. Saeko suggests sell-
ing it to the Jade Fist, because they have experi-
ence dealing with these sorts of things, and they 
appear to want it anyway. They don’t immediately 
come to a conclusion and go to bed. Overnight, 
they have disturbing, twisted dreams filled with a 
hungry, dark energy. It’s all teeth and terror, and 
they wake up covered in sweat.
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Senshō (4/19)
T he group reluctantly agrees that fencing the 

statuette seems like the best option at the 
moment. They are eager to get it out of their pos-
session. Odo reports back to his clan and sets up 
a meeting with Watanabe Reiko, the chūnin of 
the Jade Fist that Morimoto had been in contact 
with. Later that afternoon, they meet at Matsun-
aga’s Noodles to negotiate.

Reiko apologizes for attempting to accost 
the characters and proceeds to negotiate in good 
faith. After some back and forth, she agrees to 
purchase the statuette in exchange for loot. She 
hands over a small bag of holding which contains:

• 2,195 cranes

• cloak of protection – you gain a +1 bonus to 
AC and to saving throws when you wear this 
cloak.

• circlet of comprehending languages – when 
worn, you can use an action to cast compre-
hend languages at will.

• gloves of missile snaring – when a ranged 
weapon attack hits you while you’re wearing 
these gloves, you can use your reaction to 
reduce the damage by 1d10 + your Dexterity 
modifier, provided that you have a free hand. 
If you reduce the damage to 0, you can catch 
the missile if it is small enough for you to 
hold in that hand.

• 4 potions of healing

When Reiko gets up to leave, half the restau-
rant gets up with her, and the characters realize 
that they’ve dodged a pretty gigantic bullet.

Now that he is reconciled with his clan, Odo 
is recalled into service, and leaves the characters. 
Realizing that the Kobayashi problem goes deep-
er than they suspected, the decide that the next 
step is to do as much investigation as possible.

The characters investigate Sosuke, Kobayashi, 
and the Eaters of the Dead, and manage to 
successfully piece together a lot of information. 
Their investigation generates as many questions 

as it answers, however.
While investigating, they run into Hiro and 

the Golden Hornets beating up a merchant. Hiro 
is demanding 50 cranes this month, but the 
merchant claims not to have it. The characters 
use diplomacy to get the Hornets to give the 
merchant a break. Kumiko spends most of the 
conversation berating Hiro, but he finally, and 
unhappily, accepts that the merchant only has 20 
cranes to give. Hiro seems to recognize that the 
characters have done this to him before, but he’s 
not entirely sure what to do about it, so he and 
his goons leave as soon as they’ve got their hands 
on the money.

The investigation takes about a week, and 
during that time, they have no additional adverse 
encounters with any ninja. By the time they’re 
done, they’ve determined the following:

Kobayashi

• Kobayashi was a blood mage who stole the 
secret of immortality from Lord Eiman, the 
kami who rules Yomi.

• He wakes every 108 years to feed and replen-
ish his power but was awakened 21 years too 
early.

• No one is quite sure what the ramifications of 
him being awakened 21 years too early are.

• His realm is a splinter dimension that’s filled 
with a corrupt energy different from that of 
Yomi.

• He is attended by a group of powerful vassals.

Eaters of the Dead

• Headed by Iguchi Sosuke, a potent shinkan

• Most of the cult members who were part of 
the ritual were eaten.

• Surprisingly well-funded and well-populated 
in this region

• Sosuke is being backed by someone wealthy, 
but no one knows who.
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• It seems that the villages that have been eaten 
each had a member of the cult living here

• There are a number of people who believe 
that some of the powerful factions in Fuji-
wara have highly placed members who are 
cultists.

Sosuke

• A potent shinkan who led the Eaters of the 
Dead.

• Is holed up in Mizuta, trying to figure out 
what went wrong.

• Had willingly sacrificed many of his cult 
members in an attempt to appease Ko-
bayashi.

Senshō (4/25)
D uring the characters’ investigation of Ko-

bayashi and the Eaters of the Dead, they 
have a little downtime. Saeko arranges to give 
a performance at the Onodera Theater in the 
Dancing Fan district. Kumiko and Miyo come 
to see her performance, and Kumiko uses the 
opportunity to check out the crowd. By watching 
who is paid deference, Kumiko can tell who is 
worth talking to.

They talk to a few other nobles, and then 
manage to arrange an introduction to Nemoto 
Kakuzo, one of the daimyō’s senior advisors. 
Kumiko explains the threat of Kobayashi and 
attempts to convince Nemoto to arrange an au-
dience with the daimyō. He rebuffs her, however, 
explaining that the daimyō is very busy, and he 
doesn’t really understand things of an esoteric 
nature. Perhaps she could stop by the palace in a 
few days.

Kumiko ignores the rebuff and is encouraged 
by the invitation. She quickly writes a letter to 
the daimyō and gives it to Nemoto to deliver to 
her. He smiles politely and then excuses himself 
to find his seat.

Miyo draws upon her vast knowledge of his-

tory and provides Saeko with some advice about 
the theater – anything involving civilized races 
overcoming kobolds plays really well. Armed 
with this knowledge, Saeko absolutely crushes 
her performance and gets a standing ovation.

Asami, a well-respected genin in the Jade 
Fist clan, is summoned by her chūnin, Nobu. The 
clan has taken an interest in the three girls from 
Tokugawa, due to their success in retrieving the 
tainted statuette from the Mist Tigers and the 
positive feedback from Odo. The Jade Fist wants 
to protect what it sees as a burgeoning strategic 
partnership, and Asami is assigned to assist the 
group. She is given a letter of introduction writ-
ten by Reiko and is then sent to find the charac-
ters.

Asami stakes out the Fragrant Fern and waits 
for the group to show up. She drinks sake for a 
while, and then watches the three young women 
wander in late and sit down at a private table. 
After they’ve had enough sake to be pliable, she 
walks over and introduces herself to the group, 
handing them with the letter of introduction 
from Reiko. The group welcomes her, though 
warily.

After a few more glasses of sake, Miyo starts 
fidgeting with her kimono because it feels lopsid-
ed, and then realizes that there’s something in her 
pocket. She looks to find a note with an address 
and a time, along with a small iron key. Nobody 
knows how it got there, but Kumiko recalls 
someone hanging around them after the per-
formance at the theater – perhaps it was placed 
there by that mysterious individual?

Unfortunately for the group, the time indi-
cated only gives them half an hour to find the 
address. Asami volunteers to help, and the group 
follows her into the Dancing Fan district – Mist 
Tiger territory. They arrive right on time and find 
that they key fits a lock on a set of rickety wood-
en doors that lead to a dark alley between two 
buildings.

The characters use the iron key to unlock the 
doors to the courtyard, and Kumiko takes the 
lead, carefully checking for traps as she goes. She 
sees Yasu waiting for her, and the two begin a 
conversation. Yasu attempts to recruit the group 
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to join the Mist Tigers. When that goes nowhere, 
she offers to buy the jade statuette from the 
group.

Saeko can feel the tainted energy of Ko-
bayashi’s domain radiating from Yasu, but no-
body else does. It appears to be centered on a 
small jade statue of a boar that she is wearing 
around her neck. She warns the rest of the party, 
who then approach the encounter with even 
greater levels of caution.

The characters successfully negotiate with 
Yasu, intimidating and persuading her to pay a 
far higher price than she was willing to pay, but 
then Kumiko decides to take her out. Four ninja 
come out of hiding to protect Yasu, but the char-
acters kill her before she can react. However, the 
corrupted energy of the boar statuette turns her 
into a gibbering mouther, which gives the party a 
little bit of trouble, but not too much.

After they defeat her, they cautiously collect 
the boar statuette.

Asami arranges a meeting between the char-
acters and Reiko to sell the tainted statuette that 
night. After lengthy negotiations, Reiko purchas-
es the statuette for four magical items:

• Sun Blade (katana)

• Ninja-to +2

• Magical Flute

• Wand of the War Mage +2

The characters also learn that Reiko believes 
the statuettes to be part of a set of six that origi-
nated in Mizuta, the tainted village where Ko-
bayashi was summoned, and where Sosuke, the 
head of the Eaters of the Dead, is believed to be.

Tomobiki (4/26)
A sami then leverages her network to find 

information about the Daimyō’s court. She 
conveys the following info to the rest of the par-
ty:

Daimyō

• Fujiwara Rei 

• Middle-aged female human

• Eldest child of Fujiwara Yu, previous 
daimyō

• Led several successful campaigns against 
the lizard riding barbarians – regarded as 
a war hero

• Believed to be a conscientious and 
thoughtful leader by her subjects

Advisors

• Nemoto Kakuzo 

• Older male human

• Advises the daimyō on matters of finance 
and taxation

• Originally met characters at a Noh per-
formance at the Onodera Theater in the 
Dancing Fan district.

• Watanabe Isako 

• Female human fighter in her late twenties

• Captain of city guard

• Kadokura Ichiro 

• Middle-aged male hanyo onmyōji

• Advises daimyō on matters of astrology 
and calendar cycles

• Sagawa Sadako 

• Kitsune female shinkan with 4 tails

• Head of the Shrine of the Southern Wind

• Fujiwara Juro 

• Middle-aged male human

• Daimyō’s younger brother

• City manager

• Fujiwara Shizu 
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• Middle aged female human bard

• Daimyō’s younger sister

• Minister of the arts, including theater, 
gardens, and cuisine

Kumiko realizes that it will take some effort 
to connect with enough of the Daimyō’s advisors 
to ensure a direct audience. To start, Saeko sends 
out invitations to a special performance that will 
highlight the accomplishments of the city guard. 
Asami finds a way to get an invitation directly 
into the hands of the Captain of the City Guard.

Once they’ve returned to the inn, Aikawa 
Kosami, the urokobito merchant that the char-
acters protected from the Golden Hornets, finds 
them and entreats them to defend his fellow 
shopkeepers once again. The Golden Hornets 
are wandering through the urokobito section of 
town, demanding protection money.

The characters agree to help, and easily track 
the yakuza thugs down. Kumiko attempts to use 
logic, but Hiro, who seems to be impervious to 
reason, attempts to intimidate the characters into 
leaving. When that doesn’t work, he draws his 
sword, but the characters kill him before he can 
move. The rest of the thugs flee, and the party 
chases down one thug to deliver a message: that 
the Mist Tigers now run the Golden Lantern 
District.

Senbu (4/27)
T he group sits around the Fragrant Fern and 

complains about the state of local politics – 
specifically about how hard it is to get an audi-
ence with the daimyō. They decide to head to the 
Shrine of the Southern Wind, Fujiwara’s oldest 
shrine, with the hope that they can persuade the 
shinkan to take their case seriously.

Saeko and Asami help Kumiko to get dressed 
up in order to make the best possible impression. 
This gives Kumiko advantage to any Charisma 
checks when she meets the shinkan.

The group heads to the shrine where they 
donate a sizable amount of money and then pray. 
As money buys influence almost anywhere, they 

are quickly introduced to Sagawa Sadako. Sada-
ko, a kitsune with 4 tails, relates that she has been 
with the shrine since she was a shrine maiden, 
and has watched the city grow up around her.

Miyo and Saeko both fail their arcana and 
religion checks and are of no help in building a 
case for the threat that Kobayashi represents. Ku-
miko, though, manages to convince her that the 
threat is genuine and that she should recommend 
them for an audience with the daimyō. Before 
they leave, Kumiko invites Sadako to the perfor-
mance this evening.

The group spends the rest of the day prepar-
ing for Saeko’s guest performance at the theater. 
She intends to perform “The Chrysanthemum 
and the Sword,” a retelling of one of the City 
Guard’s great victories against the lizard-riding 
barbarians of the horde lands. While Saeko is 
busy getting into costume and Asami is prepar-
ing to accompany her on the biwa, the rest of the 
group scans the crowd to see which VIPs show 
up.

They see that the daimyō’s younger sister, Fu-
jiwara Shizu, is in attendance, along with Wata-
nabe Isako, the captain of the guard, and two of 
her lieutenants, Enari Sakura and Oku Kotaro. 
Each brings an entourage, so the performance is 
well attended. When they meet her, each of the 
characters immediately realizes that Isako looks 
exactly like Reiko of the Jade Fist, but without a 
tail and horns. The group notes the similarity, but 
makes no mention of it, then takes a set of seats 
near Isako and her retinue.

During the performance, Kumiko notices 
that Enari leans over and whispers to one of her 
sergeants, who gets up and leaves. It seems no-
ticeably out of place, bordering on disrespectful, 
so Kumiko relays this to Miyo. Miyo then uses 
the message cantrip to notify Saeko and Asami 
while they’re on stage.

Saeko does an amazing job and wows the 
crowd, thereby predisposing those in attendance 
toward the characters, granting them advantage 
on subsequent Persuasion checks. Kumiko lever-
ages the goodwill to build up her clan in the eyes 
of Isako. She agrees that they are a honorable 
force for good and will recommend presenting 
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them to the daimyō.
Saeko invites everyone to an afterparty at one 

of the trendy restaurants nearby. People crowd 
her and ask for autographs as she leaves the stage, 
and Shizu pushes through the crowd to lavish 
praise on her performance. After a few more 
minutes of chatting, most of the crowd leaves the 
theater, at which point they notice a fire burning 
in the distance. It appears to be coming from the 
Yellow Lantern district.

They bid farewell to Isako and Shizu and run 
back to the Yellow Lantern district, only to find 
the urokobito shops on fire. Dozens of urokobi-
to – men, women, and children – are sitting in 
street, beaten and bloody.

Aikawa Kosami, the urokobito merchant 
who the characters have rescued more than once, 
is slumped against a rock, watching his business 
burn to the ground. When he sees the characters, 
he looks away, but answers their questions. He 
states that the Golden Hornets were responsi-
ble, and that they told him that the characters 
couldn’t protect the merchants anymore – that 
they were the only ones that could offer protec-
tion.

Saeko encourages him to help look for sur-
vivors. He’s clearly in shock, but he gets up and 
rounds up other merchants to start searching. A 
few guardsmen arrive to help tend to the wound-
ed and contain the fires. Miyo uses prestidigita-
tion to quell embers and small flare ups.

The characters join the effort to look for 
survivors. They find a few urokobito trapped in 
buildings and pull them to safety. Once they are 
convinced that everyone is safe, they track the 
yakuza to a well in the center of the neighbor-
hood. There they see a yakuza thug climb down 
into the well. They investigate and find lots of 
sooty footprints around the area of the well.

Before giving chase, they go back to the Fra-
grant Fern to get suited up. Asami knows enough 
about the sewers to know that her guild typically 
stays away from them, as they are sprawling and 
labyrinthine, and filled with unpleasant crea-
tures. She’d much prefer to be sneaking along the 
rooftops.

While at the inn, the characters ask around 

to see if they can find out anything about the 
sewers. A few old-timers talk about that one time 
they ran into something big and scary down 
there. A local historian describes the haphazard 
construction of the sewers, and the sprawling 
layout that developed as the city was built up.

As they head back, they discuss alternatives 
to going down in the sewers, They attempt to 
ask the local urokobito about the comings and 
goings of the Golden Hornets, but they don’t get 
much information that’s useful. The urokobito 
just know that they come and threaten them and 
beat them up if they don’t pay. They don’t know 
where the yakuza live and have never seen them 
coming out of the sewers before.

While Asami is strongly resistant to going 
down the sewer, the group eventually rules out 
any other approach as impractical. So, down 
they go. As they climb down, they notice that 
the sewers are constructed of moderately study 
brick, but the constant heat and humidity have 
left them seeing better days.

They are able to track sets of sooty footprints 
through the twisting passages until they get to 
an area of standing water. They cross, wading 
through knee-deep water at points, and dancing 
around unstable-looking sewer grates at others. 
When they reach the other side, they notice that 
sludgy footprints continue on, but quickly fade 
out. The soot, which provided a useful tracking 
mechanism, has been washed away.

Undaunted, the characters forge on. After a 
number of twists and turns, they hear chanting 
coming from behind a wall. The group stops to 
investigate. Asami finds a secret door, detects 
and disables a trap, and picks the lock. She then 
sneaks into the room, hides in the shadows, and 
observes three cultists at work in front of a bra-
zier and an alchemical bench. She reports back to 
the group, and they decide to engage.

The characters use surprise to their advan-
tage. From a safe distance, Saeko uses major 
illusion to create a fearsome owlbear in serve as 
a distraction. At the same time, Kumiko bursts 
into the room and attempts to intimidate the 
cultists, ordering them to surrender to Tokuga-
wa. While her attempt was strong, the cultists 
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seem especially strong-willed. Asami hides in 
the shadows and maneuvers around the room, 
putting herself into a position to cut off any es-
cape, while Miyo assaults two of the cultists with 
flaming sphere.

The cultists are caught off guard, reacting 
haphazardly to the show of force from the char-
acters. They quickly figure out that the imposing 
owlbear is an illusion, but it provides sufficient 
distraction to delay them from attacking the 
characters. Once they do turn their attention to 
the real threat, their attacks prove ineffective.

Saeko uses her bardic gifts to inspire the rest 
of the characters, which allows Asami’s daggers 
and Miyo’s flaming sphere to wear them down 
quickly. Kumiko steps in and slices and dices two 
of the cultists, while Miyo puts the last guy to 
sleep.

With the cultists dispatched and subdued, the 
party searches the room:

• Kumiko finds a letter describing plans to 
poison wells in five locations throughout 
Fujiwara:

• Near the docks in the Yellow Lantern 
district

• At the Shrine of the Southern Wind in the 
Chrysanthemum district

• Outside Matsunaga Noodles in the Chry-
santhemum district

• Outside the Dancing Beetle Teahouse in 
the Dancing Fan district

• At the Onodera Theater in the Dancing 
Fan district

• Saeko finds a sheaf of correspondence that 
appears to be a dialogue between cult mem-
bers. She intends to read through it later.

• Miyo’s deep knowledge of the arcane enables 
her to determine that the cultists were brew-
ing a thick grey sludge that functions as a 
necromantic poison.

• Asami adds an Eaters of the Dead costume 
to her disguise kit by stripping the sleeping 
cultist.

The group then prepares to interrogate the 
sleeping cultist when he wakes up.

Once the cultist awakes, the characters pro-
ceed to interrogate him. Kumiko takes the bad 
cop role, periodically beating the cultist, while 
Saeko plays the good cop…until she threatens 
to use torture. After some resistance, Kumiko 
threatens to cut off his head unless he talks.

His deep devotion to the cult broken by 
mortal fear, the cultist gives up the goods on 
the cult’s plans to poison wells throughout the 
city – claiming that they’ve already delivered the 
poison to two of the locations. He also divulges 
that a hanyo woman called The Raven is the one 
who leads this particular cell of the Eaters of the 
Dead. He doesn’t know the names of the other 
cultists, or where they might be located in the 
city.

Armed with a codename, Saeko and Kumiko 
look through the sheaf of correspondence that 
Saeko found. They are able to identify several 
letters from The Raven, and briefly spend time 
trying to guess her station based on her writing 
ability. Kumiko, who is trained in calligraphy, 
believes that The Raven is educated, based on the 
consistency of her brush strokes, but may not be 
a noble, based on the lack of artistry on display.

Continuing their interrogation, the cultist 
gives up the location of a secret room, and then 
promptly passes out from the beating delivered 
by Kumiko. Asami finds the door to the secret 
room and is able to open the lock. However, she 
fails to notice a trap, and takes damage from an 
ice dart to the face. Asami and Saeko investigate, 
finding another barrel of necromantic poison 
along with a clutch of cash and some items.

The characters determine that they need to 
break off their hunt for the Golden Hornets and 
report the impending catastrophe. They are hes-
itant to leave large barrels of necromantic poison 
lying around, so Miyo uses arcana to figure out 
how to make it inert and gathers the necessary 
reagents from the bench. Asami grabs a few dos-
es of the poison for her poison kit and scavenges 
for useful raw materials.

Before the characters head back to the sur-
face with the unconscious cultist and evidence 
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of the poison, Saeko decides to check out one of 
the doors in the room that they had not previ-
ously investigated. She leads the group down 
a very long hall, directly into the path of three 
very large, very ugly, very smelly, very tentacled 
creatures.

The three carrion crawlers attack, lashing out 
with their poisonous tentacles and attempting to 
sink their fangs into the characters. Kumiko and 
Saeko are at the front of the group in the narrow 
hallway, which prevents the monsters from get-
ting directly to Miyo and Asami. Unfortunately, 
they both exposed to all three crawlers.

In the initial onslaught, Saeko gets poisoned, 
and is paralyzed by one of the crawlers. Helpless, 
she takes significant damage from the three mon-
sters before Asami drags her to safety.

Miyo uses magic missile and burning hands to 
inflict significant damage to two of the creatures. 
The group takes one crawler out, and then Asami 
dashes back in and uses her ninja-to to finish a 
second one off.

Kumiko then does a tremendous amount of 
damage to the remaining carrion crawler, using 
an extra action and menacing it. Miyo finishes 
it off with a volley of magic missiles, and then 
the characters rest for a moment to heal their 
wounds.

They decide to leave the sewers for reals this 
time, so they grab the cultist and run through 
the sewers, managing to avoid getting lost. Once 
they find the exit, they climb out and go to look 
for the city guard.

Metsu (4/28)
T he characters head toward the City Guard 

headquarters, located in the Palace District. 
As they make their way through the city, they 
hear another commotion in the distance, which 
they realize is very close to one of the places in 
the city that the cult had intended to poison.

They divert from their intended path and 
stumble upon a horrific scene: a handful of City 
Guard ashigaru are attempting to fend off a 
horde of ravenous undead. They engage the zom-

bies, who manage to do some damage, but who 
are otherwise ineffectual. Kumiko sets up posi-
tion in a choke point between two buildings and 
keeps a massive zombie, who looks like he might 
have been a sumo wrestler in life, from attacking 
her more lightly armored companions. She does 
massive amounts of damage with her magical 
katana, but the zombie’s undead fortitude keeps 
it alive.

Miyo, Saeko, and Asami fight off the lesser 
zombies who shamble up from behind the group. 
As they whittle away at the undead, they see 
more than a few ashigaru fall to the ravenous 
beasts. Just as they finish what they think are the 
last of the zombies, they see another wave ap-
proaching from the north... 

The second wave of zombies closes in from 
the north while a few move in to flank the char-
acters from the south. This group seems to be 
more resilient than the first. While they’re not 
very successful in causing the group physical 
harm, their undead fortitude keeps them going as 
the characters dish out damage to them.

One, in particular, survives for an inordinate 
amount of time, repeatedly shrugging off attacks 
from Miyo, Saeko, and Asami. It finally suc-
cumbs to a critical hit from Asami. Meanwhile, 
Kumiko’s sun sword makes short work of the 
undead, including another hulking brute. When 
she hits them, they stay dead.

Once the zombies have finally been finished 
off, the characters continue on to the City Guard 
HQ in the palace district, dragging the cultist 
and multiple wounded ashigaru with them.

The characters talk to the guardsman who 
is on watch. After hearing about the zombie 
outbreak, he quickly fetches the Captain of the 
Guard, Watanabe Isako, and her lieutenant, Oku 
Kotaro. Isako listens intently to the characters 
as they fill her in on what they’ve discovered: the 
cultists in the sewers and the plan to poison wells 
within the city. They hand over the cultist that 
they captured along with a sample of the poison.

Isako is alarmed by the information and 
orders the Guard to investigate those areas in 
danger. She then leaves to brief the daimyō and 
her council, leaving the characters with Kotaro.
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Kotaro, whose guardsmen patrol the Dancing 
Fan and Yellow Lantern district, implores the 
group to assist. They more eyes they get on the 
problem, the better, and he’s spread thin between 
the fires and the zombies.

The group heads to the Dancing Beetle 
Teahouse in the Dancing Fan district. As it is 
the middle of the night, the teahouse is sparsely 
populated, with just a few people quietly slurping 
tea. When prompted, the proprietor directs them 
to well around the corner, in an alley.

After warning the customers of the tea house 
to avoid drinking anything, lest they turn into 
zombies, the characters head outside and find 
a group of six cultists gathered around the well, 
with a large barrel in tow. They engage and begin 
to whittle down the cultists quickly.

Kumiko leads the charge, her sunblade a 
beacon of purifying light. Asami and Saeko 
assist in controlling the bad guys, allowing Miyo 
to take down three of them with her fire bolt. 
Kumiko gets hit with a sickening ray but shrugs 
off the effects of the magical poison and takes 
out the cultist who cast it. Saeko uses her inspir-
ing presence to buoy the morale of each of her 
compatriots.

As Kumiko presses the attack, one of the 
cultists manages to inflict wounds on her, dealing 
a significant amount of damage, but gets killed 
quickly. The last cultist tries to inflict wounds 
on Kumiko as well, but she chops off his head in 
response.

With the area secure, the characters discov-
er that the barrel is still full, and that they have 
managed to prevent the cultists from poisoning 
another well. They spend time deciding what to 
do with intact barrel of zombie poison before 
leaving it in the teahouse.

They then check out the location near the 
Onodera Theater noted in the letter but find it to 
be all clear -– no sign of empty barrels or suspi-
cious figures lurking in the shadows. They then 
retrieve the zombie poison from the teahouse 
and wheel the barrel back to the local guard-
house.

The guardsman there sends a message to Ko-
taro, who arrives to debrief the characters. They 

fill him in on math about the number of barrels 
that they’ve seen or eliminated, and the number 
of targets mentioned in the letter they found in 
the cultists’ lair. They conclude that they’ve dealt 
with the immediate threat and agree that it is safe 
to rest.

Kotaro has someone gather reagents for Miyo 
to neutralize the poison, and then leaves for the 
evening. The party then heads to the Fragrant 
Fern to get some well-deserved rest. Before fall-
ing asleep, the four women discuss their plans for 
the next day:

• Miyo wants to neutralize the giant barrel of 
zombie poison

• Saeko wants to read through the sheaf of 
papers found in the sewers

• Kumiko wants to talk with the guard about 
the Golden Hornets

• They will investigate the Golden Hornets in 
earnest

• They will seek an audience with the daimyō 
to discuss the threat of Kobayashi

After a good night’s rest, the characters roll 
out of bed bright and early. They hear lots of talk 
at the Fragrant Fern about the fires and the zom-
bie outbreak in the Yellow Lantern district.

Saeko looks through the sheaf of correspon-
dence she found in the sewers. She determines 
that there are four authors:

• The Raven

• The Cicada

• The Cricket

• The Pheasant

She also realizes that most of the correspon-
dence is written in some form of code, which 
seems to have rotated over time. She teams up 
with Asami and Miyo to try to decipher the 
notes. Working together, the three of them break 
two of the four codes, which gives them the fol-
lowing information:

• The group was funneling goods to Mizuta in 
preparation for the ritual to summon Ko-
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bayashi. The cult believed that it could con-
trol him and gain the secret of immortality.

• The ingredient list for the zombie poison and 
a list of where each of the ingredients could 
be collected. “The Warehouse,” “The Tea 
House,” and “The Shrine” are mentioned.

Miyo determines that, based on ingredients 
smuggled, the ritual must have been a corrupted 
version of resurrection, which gives her an idea 
of how powerful Sosuke must be. Asami deter-
mines, based on the context in the notes and her 
knowledge of the city, that “The Tea House” must 
refer to the Dancing Beetle Tea House in the 
Dancing Fan district – the site where they foiled 
the cultists the previous night.

While Saeko, Miyo, and Asami are holed 
up in the Fragrant Fern, Kumiko goes to talk to 
Captain of the Guard, as she feels that she is their 
strongest connection at the moment. Watanabe 
Isako greets her warmly and has tea brought in 
while they talk. She agrees that the time is right 
to talk with the daimyō and wants Kumiko and 
her crew to fill the daimyō in on what they’ve 
seen.

Miyo and Asami do more research on Zom-
bie Poison, reverse engineering the recipe. They 
determine that it is a necromantic version of 
Midnight Tears. A creature that ingests this poi-
son suffers no effect until the stroke of midnight. 
If the poison has not been neutralized before 
then, the creature must succeed on a DC 16 Con-
stitution saving throw, taking 31 (9d6) poison 
damage on a failed save, or half as much damage 
on a successful one. If the poison kills the crea-
ture, it immediately turns into a zombie.

The poison has three major unusual ingredi-
ents, each of which was sourced from a specific 
location:

• Tainted matsutake – Matsutake are a mush-
room that grows in the wild near the base of 
beech trees. They are rare and expensive and 
are prized for their earthy and intense aroma. 
Mushrooms are one of the ingredients often 
used in purification rituals, so intentionally 
creating tainted mushrooms would require 
growing them at the base of tainted trees. 

(Sourced from “The Shrine”)

• Powdered zombie bones (Sourced from “The 
Tea House”)

• Bloodmeal (Sourced from “The Warehouse”)

As they finish up their research, a tiny finch 
flies through the window, lands on their table, 
and speaks with the voice of Mitsuhide, the 
kitsune shugenja. “I have news,” it says, before 
giving them instructions to meet him outside 
the city. Feeling cautious, Asami tries to help the 
group lose anyone that might be following them, 
but Miyo and Saeko aren’t being particularly 
inconspicuous.

Once outside town, they find Mitsuhide 
and realize that he’s been very badly injured. 
The last time they saw him, he had three tails. 
He now has two, and a bloody stump where the 
third used to be. He informs them that he had 
gathered a group of six shugenja and shinkan to 
assault Mizuta and take out Sosuke. However, 
one of the group, Handa Okakura, shinkan of 
the Frog King Shrine, turned on the others, and 
the group was routed. Mitsuhide barely escaped 
with his life, two others got away, and two died at 
the hands of the villains.

He also lets the group know that Sosuke 
seems to have grown in power, and now has the 
attributes of a Hungry Ghost. He was surround-
ed by lesser Hungry Ghosts as well.

The characters fill Mitsuhide in on the zom-
bie poison and ask about the Frog King Shrine. 
While Mitsuhide doesn’t recall whether there are 
beech trees in the shrine, he does remember hav-
ing received matsutake mushrooms from Handa 
in the past.

Saeko casts an illusion to disguise Mitsuhide, 
and then carries him on her back as they head 
into town. The characters drop him off at the 
Fragrant Fern to recuperate, and then head to the 
Chrysanthemum district to check out the Frog 
King Shrine. They find that the front doors are 
locked, and offerings are beginning to accumu-
late outside. To avoid attention, they locate a side 
door down an alleyway, pick the lock, and then 
head inside.

The shrine is quiet. Too quiet. Based on their 
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knowledge of the Shrine, they expect to meet 
four shrine maidens, but see no one. There are no 
birds in the trees, no buzzing of insects, and the 
noise of the city outside is strangely muted. They 
make their way to the center of the shrine, where 
the Frog King’s altar resides. As they approach, 
the stone statue opens its mouth, shoots out a 
very big tongue, and ensnares the three young 
women, pulling them into its mouth.

The world shifts around them, and they find 
themselves in the middle of a forest filled with 
beech trees. The sky is overcast and the air wet, 
cold, and heavy. In the far distance, they hear the 
sound of water falling, and decide to head in that 
direction. Before they can move, though, four 
specters, dressed as shrine maidens, appear and 
attack.

They fight the specters, though the appari-
tions are formidable foes. Their touch is wither-
ing, draining not only hit points, but reducing 
the characters’ maximum hit points. Miyo casts 
fireball and hits three specters in one go. Saeko, 
Miyo, and Asami take out last one.

The characters are drained but push on. 
They find a robust stream powered by a waterfall 
that winds its way deeper into the forest. The 
characters follow the stream, at which point a 
giant spirit frog leaps out and grapples Saeko in 
its mouth. The group beats back the spirit frog 
before it eats Saeko and moves on. Through an 
opening in the trees, they see a ring of standing 
stones with an altar in the middle, and a dark, 
malevolent figure floating nearby.

The dark, malevolent figure turns out to be a 
wraith, and it drains a lot of life from the group. 
Its withering touch is similar to, but more pow-
erful than the specters they previously encoun-
tered. Though it is tough, it eventually succumbs 
to the combined might of Saeko, Miyo, and Asa-
mi. However, once defeated it does not disappear. 
The characters note that it remains, suspended as 
a fine gray mist that begins to drift slowly toward 
the altar.

The group races against time to prevent the 
wraith from reforming. Saeko finds the Frog 
King statue missing from the altar and hefts it 
back. Once atop the altar, it demands to be fed. 

They use their survival skills to catch some local 
wildlife and then use their knowledge of religion 
to purify the offering.

When the Frog King happily gulps down the 
food, the sky immediately begins to clear, the 
chill disappears from the air, and the sun begins 
to shine. With his realm cleansed, the Frog King 
sends the characters home.

While Saeko, Miyo, and Asami are fighting 
undead in the tainted pocket dimension of the 
Frog King, Kumiko talks to the Watanabe Isa-
ko, the Captain of the Guard, about the Golden 
Hornets. Isako welcomes Kumiko warmly and 
provides some tasty tea while they chat. Isako 
laments the existence of the Hornets but doesn’t 
feel that she can risk going to war with them at 
present. She would not be opposed to the charac-
ters acting as a thorn in their side, however.

She directs her to Enari Sakura, the lieu-
tenant who is in charge of the Chrysanthemum 
and Dancing Fan district for more detailed in-
formation. Enari offers to fill her in on the family 
that runs the Golden Hornets, but Kumiko wants 
to have the whole group present, so she asks to 
come back the next day.

Taian (4/29)
T he characters reconvene at the Fragrant 

Fern. Miyo, Saeko, and Asami need to sleep 
overnight in order to recover from their fight. 
The next morning, Saeko notices that the sheaf 
of correspondence they had been studying has 
gone missing. She briefly suspects Mitsuhide but 
eliminates him as a suspect when he shows up 
to breakfast, looking as battered and weary as he 
had the day before.

The four women return to the guardhouse 
to talk to Enari. She fills them in on the power 
structure of the Golden Hornets. The clan has 
been run by the Suzuki family for generations, 
and had under the previous leadership, had 
achieved an equilibrium within the city. Howev-
er, the old boss died off two years ago and his son 
took over. Unfortunately for the guard, the son, 
Ichiro, seems to be far more ambitious than his 
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father. Ichiro’s two children act as his lieutenants. 
Tetsuo is the smart and strategic son, while Hiro 
is the dumb and thuggish one. All three of them 
have been trained as swordsmen.

Enari and the characters discuss plans to 
take on the Golden Hornets as retaliation for 
burning the urokobito’s quarters. They agree to 
hit one of the Golden Hornets’ warehouses in 
the Chrysanthemum district and concoct a plan 
to create a diversion by rounding up some of the 
usual suspects, giving them a hard time, and then 
conducting a raid on a different warehouse. Enari 
will spread the word that they are trying to get to 
Tetsuo in order to try to drive him to the ware-
house they will really be targeting.

The characters show up at the warehouse and 
are greeted by Enari and four of her trusted ash-
igaru. She informs them that the raids are going 
well and having the desired effect and offers to 
act as backup for the group. Kumiko gratefully 
accepts, and then they get ready to assault the 
warehouse.

Asami unlocks a side door and the group 
bursts through, led by Kumiko. The warehouse is 
filled with boxes, barrels, and crates piled nearly 
to the two-story high ceiling. On the far side of 
the warehouse is a raised platform with a table 
and chair. The man sitting at the table spills his 
cup of tea as the group bursts through, with Ku-
miko dashing across the warehouse toward him.

Kumiko runs toward the man and attempts 
to vault up to the raised platform, but she can’t 
quite clear the railing. Out of the corner of her 
eye, though, she spies an armored figure hiding 
behind a stack of crates. It’s Hiro, who the party 
killed, except that he is back, and his eyes are 
now glowing red.

Kumiko unleashes the full might of her sun 
sword on Hiro, dealing a tremendous amount of 
damage. He disappears in a puff of smoke, leav-
ing behind a group of thugs to take on Kumiko.

Just as the characters sense that victory is 
imminent, the encounter takes an unexpected 
twist. Enari, the lieutenant from the City Guard, 
steps forward with her squad and attacks Asami. 
She turns out to be a powerful adversary, using 
her shield to knock Asami over before stabbing 

her with the business end of her naginata.
Miyo decides that is it time to bring out the 

big guns, and unleashes not just one, but two 
fireball spells. The explosive force of the spell sets 
multiple guardsmen and thugs on fire, taking 
them out of the fight, as well as seriously injuring 
Enari.

Kumiko maneuvers through several thugs on 
her way to rejoin the group. However, before she 
can get there, Hiro reappears in a puff of smoke, 
looking freshly healed. Saeko decides that a bit of 
misdirection would be useful and uses the major 
illusion spell to create a convincing simulacrum 
of Watanabe Isako, the Captain of the Guard. 
“What’s going on here?” she angrily demands.

Enari falls for the illusion, disengages from 
the characters, and stammers out an excuse. This 
gives Miyo the opening she needs, and she kills 
Enari with a magic missile.

Turning her attention to Hiro, Saeko casts 
heat metal on his armor, causing him extraordi-
nary pain, and distracting him from the threat 
around him. Kumiko seizes the opportunity, 
running up behind him and slicing him into itty 
bitty pieces.

The remaining thugs flee, and the characters 
look around to discover that the older man on 
the platform has disappeared. Saeko stabilizes 
Enari, with the hope that they can interrogate her 
later.

The characters look around the warehouse 
and find the blood meal from the zombie poison 
ingredient list. The rest of the warehouse is filled 
to the roof with sundries. They search the plat-
form where the mysterious man was sitting and 
find a ledger and set of correspondence. From 
the calligraphy, Saeko recognizes that the letters 
were written by The Raven.

Miyo examines Hiro’s body in an attempt to 
understand how he came back. She realizes that 
someone used a corrupted version of raise dead 
that turned him into a hungry ghost – a super-
natural entity that is consumed by an insatiable 
hunger for human flesh.

They don’t want to attract attention by tak-
ing Enari back to the Fragrant Fern, so they find 
an abandoned house in the section of the Lan-
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tern District that had been overrun by zombies. 
They stay there overnight to recover, and Ku-
miko stays awake so that she can keep knocking 
out Enari.

Shakkō (4/30)
I n the morning, the characters confer on how to 

interrogate Enari. Saeko decides to set the stage 
by using fog cloud to obscure the boundaries of 
the room and thaumaturgy to create whispers 
emanating from all around. It is a potent and 
disorienting enough environment that it gives 
Kumiko advantage on all of her intimidation 
checks.

After a brief discussion of what to ask 
her, Kumiko goes to work, using a variety of tac-
tics to compel Enari into giving up information. 
While formidable in her own right, Enari proves 
to be concerned about her own self-interest, and 
gives up the names of other City Guard members 
on the payroll of the Golden Hornets.

She names her own sergeants, Ito Ichiro 
and Sato Matsu, as well as Ozawa Nobu, one of 
the sergeants that reports to Oku Kotaro. When 
questioned about Oku, she is adamant that he 
is clean. She admits to the characters that she 
reports directly to Tetsuo, one of the lieuten-
ants, and identifies the man that they saw in the 
warehouse as Ichiro, the big boss of the Golden 
Hornets.

Kumiko switches her line of questioning and 
starts to ask about the cult. Enari says that she 
doesn’t know anything about the cult. Kumiko 
knocks her off her stool and accuses her of lying, 
but she sticks to her story. She joined the Golden 
Hornets because the money was good, but she’s 
not a loyalist, and is certainly not a cultist.

While Kumiko accepts her story, she blames 
Enari and the Golden Hornets of abetting Ko-
bayashi’s return. Enari reiterates that she doesn’t 
know anything about it.

Finally, Kumiko asks about Tetsuo. Enari 
gives the characters the address of another 
Hornets’ warehouse location, where she knows 
that Tetsuo occasionally works out of, but points 

them to the Dancing Beetle Teahouse as the 
place where she most often met with him.

In exchange for her life, Kumiko makes 
her sign a confession. Miyo casts sleep on her, 
and then they take her to the Captain of the 
Guard. Kumiko talks to Isako, the Captain of the 
Guard, and gives her the confession. She explains 
everything they’ve found out and ties the Golden 
Hornets to the Eaters of the Dead.

Isako is visibly shaken. She decides that her 
first order of business is to clean house, after 
which she will turn her attention to the cult. 
Kumiko suggests that the characters will keep 
pressure on the cult while the Guard is cleaned 
up, and Isako thanks her for the assistance.

The group heads to the Dancing Beetle 
Teahouse to investigate. They get there mid-
morning, while lots of people are drinking their 
morning tea. Kumiko begins chatting up the 
barista, Kiko, bonding over their mutual appre-
ciation for the art of tea. Saeko joins in, and they 
convince the barista to show them the back room 
where the tea is stored. 

Once back there, they notice another locked 
door, and Kumiko drops the charm. She threat-
ens the barista and tells her to open the oth-
er door now. The barista screams for help, at 
which point a table full of burly men jumps up 
and comes to her aid.

Miyo casts knock to open the second door.
Facing a group of burly, tough-looking men 

rushing toward them, Miyo casts sleep. Unfortu-
nately, the burly, tough-looking men seem to be a 
bit tougher than the sleep spell is able to affect, so 
the table directly next to them falls asleep in their 
seats. Kumiko shushes the barista and succeeds 
in getting her to stop screaming. This creates an 
opening for Saeko to cast charm person on two 
of the thugs. Now befriended, she convinces 
them that everything is fine – they just dropped 
a barrel of tea. The thugs buy her story and go 
back to their seats. To sell the deception, Saeko 
spends a few minutes tending to the patrons and 
even entertains the tea house with an impromptu 
performance.

Once things calm down, the group continues 
their investigation. Beyond the door that Miyo 
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knocked open is a smaller storage room and yet 
another door. Asami checks the door for traps, 
finds none, and picks the lock, which reveals 
access to the sewers beyond. Everyone groans at 
the sight of the sewers.

Kumiko questions the barista about comings 
and goings at the tea house. If the yakuza or cult 
were using it as a pass-through, certainly the 
barista would have noticed people disappearing 
into the back for long periods of time. Unfor-
tunately, Kiko the barista claims not to have 
noticed anything – she’s too busy tending to her 
patrons to pay much attention. She reveals that 
the owner of the teahouse is Suzuki-san, which 
the characters recognize as the family name of 
the head of the Golden Hornets. Satisfied that 
they’ve gotten all of the useful information she 
possesses, the characters send her back to serv-
ing tea.

Asami searches the smaller storage room and 
finds a barrel of blood meal and some crates con-
taining the mundane components of the zombie 
poison. They decide to dump the ingredients into 
the sewer to dispose of them.

The characters take a look around the sewers. 
There are three tunnels that run off into the dis-
tance which they decide to ignore in favor of an 
alcove containing a circle of inscriptions on the 
floor. Lining the circle is a set of candles. Saeko 
deciphers the writing, which appears seems to 
be a paean to Kobayashi, and decides that inter-
acting with it from a distance is the safest option. 
She casts shatter, which destroys the inscription 
and the circle of candles. When the dust clears, 
the characters see that a previously hidden door 
in the back of the alcove has been blown open by 
the force of the spell. They descend a set of stairs 
into another set of tunnels and start scouting 
around. 

They find a door, which Asami finds to be 
unlocked and un-trapped.

Kumiko pushes open the door and makes 
her way into the room only to discover a black 
pudding chilling out in the middle of the floor! 
Kumiko slashes at it with her sunblade and splits 
it in two, splashing herself with some of the acid-
ic ooze in the process. Miyo casts burning hands 

and burns a portion of it away. The black pud-
ding lashes out at Kumiko with its pseudopods, 
dealing a tremendous amount of damage and 
corroding her armor as a result.

Saeko heals Kumiko, who is near death. Miyo 
manages to cast two very low-powered burning 
hands. Asami throws multiple daggers. The char-
acters begin an orderly retreat from the amor-
phous, armor-eating ooze, falling back into the 
hall and closing the door.

Unfortunately, the ooze eats through the 
door and chases the characters. They fend off its 
attacks and then Saeko finishes it off with anoth-
er shatter spell.

Her armor and pride wounded in equal mea-
sure, Kumiko stomps off before coming back to 
stand watch. The characters search the room and 
find it to be completely empty. Then they take a 
short rest.

Feeling somewhat recharged after their 
encounter with the black pudding, the charac-
ters continue to explore. They make their way to 
the next darkened corridor and cautiously make 
their way down. Their caution only partially pays 
off, though, as Kumiko narrowly avoids falling 
into a spiked pit trap, but Miyo does not. She 
takes falling and piercing damage from tumbling 
twenty feet into sharp, pointy, spikes. Saeko and 
Kumiko fish her out.

They take another short rest to heal, then 
continue, much more cautiously, through the 
corridors. Eventually, they happen upon a locked 
wooden door. Kumiko listens at the door and 
can hear muffled, almost rhythmic conversation 
coming from somewhere far beyond.

Saeko decides to take a shot at picking the 
lock and succeeds. However, she sets off a rune 
of paralyzation trap in the process, which freez-
es Miyo and Kumiko in place while setting off 
an alarm. Over the din of the klaxon, Saeko casts 
lesser restoration to un-paralyze Kumiko – just in 
time for an armored wight to appear in the room 
beyond, drawn by the alarm.

Miyo shakes off the paralyzation while the 
wight and Kumiko trade blows. The wight uses 
its glowing green katana to life drain Kumiko. 
Kumiko decides that being life drain is intoler-
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able and uses her considerable mastery of the 
katana to shred the crap out of the wight. Before 
going down, the wight shouts, “Close the gate!”

In the distance, they hear the clang of metal 
hitting stone, so they cautiously pass through 
the room into the twisty corridor beyond. There, 
they see a set of cultists waiting for them behind 
a lowered portcullis. Saeko uses shatter and in-
flicts tremendous damage on them, but they get 
a chance to retaliate. One cultist casts hold person 
on her, the portcullis ratchets open, and a second 
cultist dashes out to cast inflict wounds on her. 
Because she is paralyzed, the spell is a critical hit 
and drops her to zero hit points.

Kumiko and Miyo revive Saeko with a heal-
ing potion and easily take out the cultist who 
hurt Saeko. The remaining cultists tie up the 
group with the portcullis, casting ranged spells 
through the iron bars. Kumiko, however, uses her 
sunblade to slice through the portcullis, creating 
an opening for them to get through. 

The characters kill off a second cultist and 
intimidate a third one into submission. They see 
a large summoning circle with a flaming brazier 
in the middle of the room and start to bind the 
intimidated cultist when another set of enemies 
appears at the door on the far side of the room.

A hanyo woman, dressed in a dark kimono, 
who the characters surmise is the Raven, a sec-
ond wight, and a fourth cultist engage the group 
from afar. Because they are grouped closely 
together, Miyo decides to use fireball. While it 
does damage to the wight and cultist, the Raven 
is resistant to fire. In reaction, she uses her hanyo 
powers to hellish rebuke Miyo, doing a lot of 
damage.

Saeko follows the fireball with a shatter spell, 
taking out the cultist. The Raven casts blight 
on Miyo. Necromantic energy washes over her, 
draining her vitality and desiccating her body. It 
drops her to zero hit points.

Kumiko takes out the wight and menaces the 
Raven while Saeko heals Miyo. The Raven casts 
antilife shell to protect herself from Kumiko’s 
sunblade. Saeko pushes her back into the room, 
which appears to be a library, with a thunderwave 
spell. 

The Raven then retreats to yet anoth-
er room and heals herself. Miyo uses flaming 
sphere to annoy her, but the Raven uses blight 
again on her, and drops her to zero hit points 
again. The group is trapped in a stalemate. 
Because of the Raven’s position, the antilife shell 
prevents the group from entering through the 
doorway into the room with her. With no ranged 
options, Kumiko takes cover on one side of the 
door, while Saeko pokes her head around just 
long enough to try attacking her with various 
ranged spells.

The group is low on healing and spells, so 
Saeko tosses Kumiko a dagger, which she chucks 
full force the Raven. Though she shrugged off the 
damage from another thunderwave and vicious 
mockery spell, the simple dagger breaks her con-
centration and causes the antilife shell to fall.

Kumiko moves in and does significant 
damage, but the Raven channels the power of 
Kobayashi, infusing an inflict wounds with her 
touch of death power, and drops Kumiko in one 
hit. Saeko uses the distraction of Kumiko and 
the Raven trading blows to cast cure wounds on 
Miyo.

Miyo presses the attack, using fire bolt to cre-
ate an opening for Saeko to heal Kumiko. With 
all three women on their feet, and with her antil-
ife shell gone, the Raven’s advantage disappears. 
She tries to kill Kumiko again with a vampiric 
grasp spell, but does very little damage, and Miyo 
finishes her off with shocking grasp.

The group, exhausted and almost completely 
spent, breathes a deep sigh of relief.

The characters take a short rest while the 
Raven is knocked out. Once they’ve had a chance 
to catch their breaths, they take a look around. 
In the laboratory, they find the recipe for zombie 
poison along with a very large mortar and pestle, 
a box of mushrooms, and a barrel full of blood 
meal.

Beyond the laboratory, Kumiko searches the 
library and finds a scroll that she turns over to 
Miyo, With Saeko’s assistance, they find that it is 
a scroll of bestow curse. Saeko searches the Raven 
and the unconscious cultist but does not find 
much of value.
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Then the characters decide to trash the Ra-
ven’s lair. Kumiko destroys the Kobayashi statue 
in the library while Saeko destroys scores of 
books about blood magic.

Before leaving, Asami makes one more pass 
of the laboratory to search for hidden doors and 
is pleased to have found several. One set of doors 
leads the characters on a short loop that drops 
them back into the lab, but another leads down 
a long hallway and ends in a locked and trapped 
wooden door. She is able to disable the trap, but 
the lock proves resistant to her attempts.

Kumiko decides to bash the door down, and 
bursts into the room beyond, only to find six 
large, powerful zombies milling about between 
four wooden cages filled with frightened peas-
ants. Miyo sets up a choke point using Flaming 
Sphere, and Kumiko positions herself to soak 
up damage. The characters then make use of 
the sunblade, sneak attacks, and Fire Bolts to 
make short work of the zombies.

The characters debate what to do next. Saeko 
advocates for leaving, fearing that they’re almost 
completely out of resources, while Kumiko wants 
to press the advantage. While they deliberate, 
they take a short rest.

Asami checks the door on the far end of the 
zombie storage room and finds it to be un-
trapped. She picks the lock, and then cautiously 
investigates the hallway beyond, only to find the 
stairs where the group descended from the sew-
ers. They carry the unconscious body of the Ra-
ven and lead the subdued cultist and the rescued 
peasants up to the back entrance of the Dancing 
Beetle Tea House.

As they begin dragging bodies out of the 
back room into the main dining room, the burly 
men sitting at two tables jump up in alarm. 
The two groups stare at each other for a second 
before the thugs attack the group. They pile on 
Kumiko, and nearly drop her in one round.

Asami, seeing an opening, climbs on Saeko’s 
shoulders, steps onto Kumiko, and then backflips 
over a thug, killing him in the process. Her ac-
robatics leave her open to attacks by the mob of 
thugs below her, but she takes very little damage.

Unfortunately, the group turns on her, and 

she then gets beaten severely, forcing her to 
withdraw to the upper level at the font of the tea 
house. The characters manage to kill off a few 
thugs, but the thugs press the attack and take 
down Kumiko and Asami. Miyo uses shocking 
grasp to get away from the thugs, and Saeko steps 
in to pull Kumiko’s unconscious body out of 
harm’s way.

The momentum seems to be on the side of 
the thugs, and they attempt to convince the char-
acters to surrender. Miyo answers the challenge 
with a fire bolt that turns one of the thugs into a 
molten heap of melting flesh, at which point the 
few remaining thugs decide that momentum is 
not, in fact, on their side, and they flee.

With two unconscious team members, the 
characters are in a precarious position. Fortu-
nately, Odo, the Jade Fist ninja, shows up with a 
healer in tow, and they manage to stabilize and 
heal Kumiko and Asami.

Exhausted, the characters call for the city 
guard. They turn the unconscious Raven, the 
cultist, and the peasants over to the guardsmen 
who arrive, and suggest that they question the 
peasants before releasing them, to see if they 
know any information that could be of use. Odo 
tells them that Reiko, the Jade Fist chūnin who 
they have been fencing tainted goods to, would 
like to talk to them about the zombie poison they 
uncovered.

Once stable, the characters say goodbye to 
Odo and make their way back to the Fragrant 
Fern, where Mitsuhide is waiting for them. He 
gives each of them a healing potion that he’s been 
brewing while convalescing. After some small 
talk, they all crash in bed.

Senshō (5/1)
T he next morning, the characters go weapon, 

armor, and item shopping. They find an al-
chemist who has a small cache of healing potions 
for sale, and then visit an armorer who has a set 
of splint mail for Kumiko. They’re pleased to 
find that it fits right off the rack. They also find 
a longbow for Saeko and a set of shuriken for 
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Kumiko.
Because they’ve been capturing a lot of 

bad guys lately, they invest in a set of manacles 
and chains. They then return to the Fragrant 
Fern and donate money toward rebuilding the 
urokobito neighborhood that was burned by the 
Golden Hornets.

As part of their community rebuilding effort 
– and because they realize that the Fragrant 
Fern is a prime target as long as they sleep there 
– the characters offer to reimburse Nakashima 
Soshu, the proprietor of the Fragrant Fern, for 
the cost of hiring a few burly fighters that he 
trusts to stand guard.

Having swapped out armor and weapons, 
and restocked their bags, the characters rush to 
keep a late morning appointment with Reiko, the 
chūnin of the Jade Fist, at Matsunasga’s Noodles 
in the Chrysanthemum District. Reiko greets 
them warmly and treats them to noodles, then 
steers the discussion to business. She offers to 
buy the exclusive rights to the zombie poison 
they have recently encountered. She reminds 
them that, via Asami, the Jade Fist has access to 
the recipe, but are willing to pay well to prevent 
the characters from making the recipe available 
to others.

Kumiko, Saeko, and Miyo step away from the 
table to discuss the offer without Asami. They 
debate the merits of making a deal. Kumiko 
believes that no one should have access to the 
poison, but Saeko points out that the Jade First 
already has access, so they’d just be paying them 
not to proliferate it, which is what they were 
planning to do anyway. Her pragmatism over-
rides Kumiko’s idealism, and they return to the 
table in order to negotiate.

Reiko offers them ten thousand cranes, which 
they negotiate up to twenty thousand, and both 
sides seem satisfied with the outcome.  The deal 
concluded, Kumiko attempts to pick Reiko’s 
brain about the cult and the Golden Hornets. 
Reiko laughs, and tells them that the word on 
the street is that they’ve pretty convincingly got 
themselves on the bad side of the Hornets. She 
warns them to be careful, comparing Hiro to a 
blunt sick and Tetsuo to a sharp sword. Thus far, 

they’ve picked fights with the far less dangerous 
brother.

She also confirms that the man they saw in 
the warehouse was actually Ichiro, the big boss, 
and mentions that they should also be careful 
of another lieutenant that they haven’t met yet, 
Fumi.

Kumiko then conveys the evidence that the 
Golden Hornets are inexorably entwined with 
the Eaters of the Dead, and that, from her stand-
point, she would be happy to eliminate them so 
that a more reasonable organization can take 
over. Reiko seems bothered by their involvement 
with the cult and intrigued by Kumiko’s prop-
osition of a shift in the city’s power dynamic. 
Before the characters leave, Reiko agrees to pass 
a message on to the Golden Hornets that the 
characters aren’t interested in messing in their 
business directly.

The characters head back to the Fragrant 
Fern and split up to do some more investigation. 
Saeko and Miyo sit down to look through the 
correspondence and the ledger that they picked 
up from the raid on the Golden Hornets’ ware-
house. Saeko recognizes the calligrapher of the 
letter as the Raven. It contains instructions for 
transporting a set of goods to “the lab,” though 
it does not provide an address. They presume it 
was the sewer hideout that they already found. 
Miyo analyzes the list of goods and finds that 
they match up to the mundane ingredients in the 
zombie poison.

When they look at the ledger, they find that 
it has records of transactions for nearly every 
merchant in the city. They’re mostly transactions 
of mundane, cheap goods, but it indicates that 
the Golden Hornets are tied deeply into the city’s 
economy. Conspicuously, they find no mention 
of the blood meal – one of the components of the 
zombie poison, which they had found plenty of 
in the warehouse.

Meanwhile, Kumiko takes Asami with her to 
engage in a charm campaign with the daimyō’s 
advisors. She meets with Sagawa Sadako, the 
Minister of Shrines, at the Shrine of the South-
ern Wind. Sagawa-san is very interested in their 
latest discoveries, and vows to convene a council 
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of shinkan to discuss the Mizuta problem. She 
also grants Mitsuhide control over the Frog King 
Shrine, now that it has been cleansed by the 
party.

They also meet with Nemoto Kakuzo, the 
Minister of Finance who they originally met at 
the Ondara Theater. They don’t get into a deep 
discussion, but they exchange pleasantries and 
update him on their findings and concerns. He 
agrees that they should talk to the daimyō.

After she finishes examining the correspon-
dence and ledger, Saeko decides to meet with Fu-
jiwara Shizu, the daimyō’s sister. Shizu provides 
a thorough overview of the city’s arts scene: who 
is doing what, what she’s doing to stimulate the 
arts, and what will play well during the Festival 
of the Banners. Saeko offhandedly asks about 
Suzuki Ichiro and is surprised by Shizu’s answer. 
She speaks highly of Suzuki as a great patron of 
the arts – he is actively involved in the communi-
ty and has even donated money to the palace to 
revitalize their gardens.

Saeko mentions that they are interested in 
becoming patrons of the arts as well and are 
looking to buy a theater. Shizu excitedly points 
them to the Fukuda Theater – a once great icon 
of the Dancing Fans district that has become a 
bit worn due to age and neglect. Saeko promises 
to check it out and then leaves to meet up with 
the rest of the group.

Reassembled, the characters meet with the 
Captain of the Guard and ask for the opportunity 
to talk to the Raven. She tells them that she’s glad 
they are here, because the Raven has stated that 
she’s only willing to talk to them. She walks them 
over to the prison and introduces them to the 
warden, Nakano Naizen. Nakano arranges for 
them to interrogate the prisoner, and leaves them 
mostly alone, confident that they can handle 
themselves.

The characters discuss strategy: since Ku-
miko tends to react to provocation by lopping 
off heads, she will wait outside the interroga-
tion room. Saeko will take the lead, playing the 
part of Good Cop. She attempts to convince the 
Raven that her cause is lost, that the cult will fail, 
and that she should join the side of the righteous. 

It doesn’t go quite as planned. Instead of being 
contrite, the Raven challenges each of Saeko’s as-
sertions. Have they lost? Did the characters really 
defeat her?

Kumiko stands outside, seething in anger at 
the Raven’s insolence. It doesn’t take long before 
Saeko throws in the towel and motions for Ku-
miko to join them. At seeing the young samurai 
draw her sword, the Raven smiles, says, “Good-
bye Tokugawa,” and then disappears. Everyone 
is caught off guard. Miyo and Saeko both fail 
to identify what spell she cast. Simultaneous-
ly, a great commotion arises out in the prison. 
The warden appears, fuming. He informs them 
that Enari, the City Guard lieutenant arrested 
for her ties to the Golden Hornets, is dead, and 
several of the guards are missing.

Feeling bewildered and somewhat defeated, 
the characters head back to the Fragrant Fern to 
clear their heads. They are pleased to find five 
burly urokobito standing around trying to act in-
conspicuous but looking completely conspicuous 
for their efforts. Nakashima-san informs them 
that they are the new guards, and their rate is 10 
cranes per day (2 cranes per guard). 

Then, a messenger appears with an invitation 
requesting their presence at the palace the next 
morning. Kumiko’s charm campaign appears to 
have worked.

To celebrate, they decide to check out the 
Fukuda Theater. It is, indeed, run down, and they 
stay to watch a bad dinner show. After, they find 
the proprietor, Fukuda Hideo, an older human 
gentleman. They discuss their desire to buy and 
revitalize the theater, and eventually negotiate 
him down to 2500 cranes. He seems happy that 
his family’s theater will see better days.

Having expanded their empire, such as it is, 
with the addition of the theater, the characters 
check out the neighborhood for other imperial 
opportunities. Nearby, they see the Sugawara 
Inn, and earmark it as another fixer-upper 
worth investigating. As they are wandering 
around, Odo returns with a message that Reiko 
wants to see them again – and that it is urgent.

Reiko is waiting for them at Matsunaga’s 
Noodles. She offers them noodles, but they’ve 
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already eaten dinner, so they pass on the food. 
She informs them that, since their discussion 
earlier in the day, she’s been piecing information 
together and has come to a disturbing conclu-
sion. She believes that the tainted statuettes that 
the characters had fenced to her after recovering 
them from the Mist Tigers may have, in turn, 
been fenced back to the cult.

She tells them that the statuettes had been 
sold to the head of the Golden Hornets, Suzuki 
Ichiro. She had assumed that he was reselling 
them elsewhere, but with the new information 
about a connection between the Golden Hornets 
and the Eaters of the Dead, fears that he’s been 
buying them for more nefarious purposes. She 
tells them that he employs a hanyo woman who 
specializes in blood magic named Kumiko, and 
that, if she’s tied to the cult, he could have been 
buying them for her.

The characters confirm that the woman 
Reiko knows as Kumiko is the cult leader they 
know as the Raven. Reiko tells them that she is 
an amoral opportunist, but she’s not a nihilist. 
If everyone is dead, she’ll have nobody to sell 
things too. Therefore, she suggests that they in-
vestigate the Mist Tigers, since they were ones in 
control of the statuettes to begin with and points 
them to a section of the Dancing Fan district 
where she believes that they operate.

The characters agree to investigate. Before 
they leave, Reiko asks for a favor. She hands 
Saeko a letter and asks them to deliver it to her 
sister. It’s the first confirmation that either she 
or the Captain of the Guard have given that they 
are, in fact, related. She says that, if Isako refuses 
to take the letter, to tell her that it’s about their 
mother.

The characters return to theater to disguise 
themselves prior to scoping out the Mist Tigers’ 
safe house. Being in possession of a theater full 
of costumes and makeup gives them a bonus 
on their disguise checks. They turn themselves 
into junk peddlers and hang out in the area 
where they believe the safe house to be. After a 
short period of observation, they see someone 
suspicious enter a house with what they deduce 
to be armor disguised under clothing.

Saeko uses her performance skills to hawk 
their cheap costume jewelry and assorted crap 
procured from the theater. Her pitch persuades 
several passersby to purchase items, including 
one of the suspicious characters who comes and 
goes from the house. Satisfied that they’ve fig-
ured out which house is the safe house and hav-
ing gotten a good look at one of the Mist Tigers 
up close, they decide to talk to the Captain of the 
Guard.

While they form a plan of action, they meet 
up with Isako. As befits her station, she’s working 
late into the night, so she is available to talk. She 
asks them about their interrogation of the Ra-
ven and wants to know how she up and disap-
peared. Saeko inform her that the Raven seemed 
very confident when she was talking with them 
– too much so. The characters surmise that she’s 
either crazy, or there is something deeper going 
on which they haven’t uncovered yet – a possibil-
ity that is deeply troubling.

They tell Isako that they are on the trail of 
the Mist Tigers and ask about their role in the 
city. She tells them that they are relatively new 
in town. They’re known to be assassins who 
use poison, and there have been several un-
solved murders over that time period that fit 
their methodology. However, she doesn’t know 
who is directly employing them or what their 
goals are. The characters ask if she’d be willing to 
pay a bounty to bring the Mist Tigers to justice, 
and she says that she’d be happy to do so.

Before the characters leave, Saeko delivers 
the letter from Reiko. She broaches the subject 
discreetly, and Isako looks pained, but accepts 
the letter and bids them farewell. They return to 
the Dancing Fan district, discussing their next 
steps on the way. They plan to wait for one of the 
Mist Tigers to leave the house, and then subdue 
and and interrogate him.

In preparation, Asami uses her disguise kit to 
take on the appearance of a Mist Tiger. 

The characters wait outside the safe house, 
hoping that one of the Mist Tigers will leave for 
the night. Late in the evening, a likely candidate 
emerges and wanders off into the city. Asami 
trails close behind while everyone else follows 
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at a distance. The ninja first heads to a late-night 
market and picks up some steamed buns from a 
street vendor. Then he gobbles them down while 
he heads to the section of the Dancing Fans dis-
trict where the Golden Hornets run a brothel.

The characters watch him disappear into one 
of the buildings, and Asami fills them in on the 
House of Red Lanterns. She’s well-acquainted 
with the brothel’s bath house – the building the 
ninja entered – which surprises Kumiko, Saeko, 
and Miyo. She informs them that the House of 
Red Lanterns is run by the Golden Hornets, and 
that the madame is a hanyo woman named Fu-
jiko. She’s been to the bath house often enough 
that she would recognize the madame on sight.

Asami decides to follow the Mist Tiger 
into the bath house. Kumiko stands outside, 
looking nervous, and trying not to make eye 
contact with anyone. Saeko and Miyo hang far-
ther back. Asami takes a seat and watches as her 
mark talks to one of the geisha. They chat for a 
few minutes, during which time another worker 
approaches Asami and begins to flirt.

When the Mist Tiger and his companion get 
up to go somewhere more private, Asami turns 
to her companion and asks if she knows the man 
who just left. The geisha gives her a look, as the 
women of the House of Red Lanterns are known 
for their discretion, but since Asami is a regular, 
she offers up a name: Yoshitoshi.

Asami thanks her for the information, and 
pays her for her time, then exits the bath house. 
She and the other characters track the ninja and 
his companion to a small bedroom in one of 
the other buildings. Asami decides to bluff. She 
opens the door and tells Yoshitoshi that the boss 
has a message for him. She delivers the line so 
convincingly that he sends the worker away and 
looks at Asami expectantly.

As soon as the worker is out of line of sight, 
she grapples the surprised ninja and draws her 
dagger. Miyo steps in right behind her and tries 
to cast blindness/deafness, but he resists. Now 
that he knows he’s been tricked, Yoshitoshi draws 
his ninja-to and stabs Asami in an unsuccessful 
effort to break her hold. To mask the sounds of 
the struggle, Saeko uses minor illusion to create 

sexy time noises coming from the room.
Asami shoves the ninja back into the room 

and tells him to drop his weapon or they’ll kill 
him. Kumiko emphasizes Asami’s point with the 
point of her sunblade. She menaces him, threat-
ening his life in a series of very graphic descrip-
tions, which causes him to surrender. 

Kumiko starts barking questions at Yoshi-
toshi and asks who he works for. He stammers 
for a moment before revealing that he works 
for Yasu – the Mist Tiger that tried to recruit 
the characters but who they cut down instead. 
Kumiko laughs, and tells him that he doesn’t 
work for her any more, that she killed his boss. 
He looks at her puzzled and replies that Yasu isn’t 
dead. He talked to her earlier today.

The characters collectively groan, displeased 
with the revelation. They continue shouting 
questions at him, and he reveals that his job is 
keep people from poking their noses around the 
safe house. He says that there are a lot of nin-
ja there now, down in the basement where Yasu’s 
lair is. He thinks that there is something sinister 
going on in the basement, but he doesn’t know 
what – he’s never been allowed down there.

Kumiko once again threatens his life and he 
finally breaks down under the pressure, sobbing 
and holding his face in his hands. The charac-
ters decide that they’ve gotten as much as they 
can expect to get from him, and that they need 
to leave quickly to avoid a confrontation. They 
extract him from the brothel and take him to 
the nearest guard box, along with a note to the 
Captain of the Guard.

It’s now close to midnight, but the characters 
are eager to act before anyone can tip off Yasu, 
so they take a short rest and return to the safe 
house.

Before the characters return to the Mist Tiger 
safe house, Mitsuhide gives them each a charm 
that grants necrotic resistance for 10 minutes. 
Armed with the extra level of protection, they 
set forth. Saeko uses minor illusion to enhance 
the disguises of the characters and major image 
to create a simulacrum of Yoshitoshi, the hapless 
Mist Tiger they captured and interrogated at the 
House of the Red Lanterns.
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They barge into the safe house like they own 
the place and Saeko makes a Deception check 
to try and convince the guards that they have 
the night off to go entertain themselves. She’s so 
convincing in her story that they all get up and 
immediately leave. The characters are surprised 
that their ruse worked so successfully, but they 
thank the spirits for their good fortune, and 
search the safe house.

They find a letter addressed to the Pheasant 
and signed by the Cricket. It looks like it was 
either just delivered or just prepared for delivery. 
It is, unfortunately, written in code, so they stash 
it away to analyze later.

In the back of the safe house, they find a set 
of stairs that winds down, deep underground. 
As they descend the staircase, they feel the hair 
stand up on the back of their neck. Everything 
feels wrong somehow, and the narrow stairs start 
to make them feel claustrophobic. They can’t 
help shake the feeling that they’re wandering into 
something sinister.

At the bottom of the stairs, they find out 
why they feel uneasy, as they emerge into a cave 
whose walls are covered top to bottom in scrolls 
extolling Kobayashi. The air itself seems to vi-
brate, causing little ripples of dust to dance across 
the floor, and a loud drone rises and falls, echo-
ing throughout the cavern. As they start forward 
into the darkness of the cave, they encounter two 
gibbering mouthers.

The mouthers’ constant babbling threatens 
to drive them mad with fear, and the ground 
around them bubbles and roils as their unnat-
ural presence warps reality itself. Saeko uses 
her countercharm ability to counteract the 
mouthers’ gibbering. Her tale of the brave heroes 
of old gives the characters something to focus 
their minds on, and they’re able to successful-
ly filter out the insane rambling of the thou-
sand-mouthed aberrations.

Fortunately, the characters have increased in 
strength and skill since the last time they fought 
a gibbering mouther and are able to dispatch the 
pair of them fairly quickly. Miyo lands the finish-
ing blow as per usual, blasting the last mouther 
with fire.

They head deeper into the cave system, 
passing through several passageways until they 
decide they’ve gone far enough, and stop to take 
a short rest. Unfortunately for them, a stalagmite 
at the edge of their vision turns out to be a roper 
lying in wait, and it shoots out its sticky tendrils. 
It grabs each member of the group in turn, pull-
ing them closer to its maw of razor-sharp teeth as 
they struggle to escape. Miyo is the first to get 
close enough for it to attack, and it drops her in 
one savage bite.

The rest of the group unloads on it while 
Saeko heals Miyo. Kumiko does the most direct 
damage and manages to goad it to death. Asa-
mi, with her alchemical training, recognizes the 
value of the roper’s digestive juices, and bottles 
some for later use. Semi-confident that nothing 
else is lurking in the shadows, the group once 
again tries to take a short rest.

After a few minutes of tending to their 
wounds, the characters move on. As they wander 
farther into the cave system, they spot torchlight 
emanating from around a bend in the passage-
way ahead. They carefully survey the scene 
without being spotted. In a very large cavern is 
a set of tables clustered together – resembling a 
mess hall. At one table, a group of emaciated 
men dressed like Mist Tigers sits playing cards. 
The characters determine that they resemble the 
wights that had guarded the Raven.

Miyo decides to take no chances and opens 
the encounter with a fireball. While it doesn’t 
take them out completely, it does surprise them 
and do a great deal of damage. Before anyone 
else can cross the distance and get into position 
to attack them directly, she finishes the job with a 
second fireball.

As they examine the smoldering wreckage, 
the characters notice that the un-damaged tables 
are filled with dishware that doesn’t appear to 
have been used within the last few days.

Down another tunnel, past the mess hall, the 
characters find a smaller cave filled with barrels 
and boxes of supplies and sundries. They’re cov-
ered with a very fine layer of dust, but they look 
like they’ve been decaying for months. Saeko 
surmises that the negative energy infusing the 
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caverns is accelerating their decay, and that what-
ever foul program they have in place to turn their 
clansmen into undead has recently accelerated.

The group presses on and runs straight into 
another roper. Having learned from their first 
encounter, they optimize their tactics. Kumiko 
dashes straight in to deal as much damage as 
possible as quickly as possible, while the other 
characters stay out of tendril reach and provide 
support. This approach proves fruitful, and they 
dispatch it quickly.

The group takes another short rest before 
pressing on. Saeko sings a song of rest over the 
pulsing drone that reverberates throughout the 
cavern, accelerating their healing process.

Next, the characters find a large cave set up as 
a barracks. Sleeping rolls line the floor of the cav-
ern, and the characters quickly search through 
them for any useful information. They do find a 
note written from one of the Mist Tiger genin. It 
is addressed to “My Dearest Little Flower,” and 
states that the author is looking forward to taking 
the recipient out to see the giant banners in a 
week’s time.

As they’re looking around, a gibbering 
mouther appears out of the darkness. Saeko 
counter-charms the mouther’s insanity-causing 
gibbering, and the group destroys it with little 
effort. They move on, and quickly find a grick 
waiting for them. Kumiko dashes in to engage 
it, and suddenly realizes, as she gets into torch 
range, that it is actually a group of gricks lying in 
wait. Complicating matters is a writing mass of 
tentacles originating from some sort of rift in the 
cavern wall – as she moves, the tentacles writhe 
and lash at her feet, causing her to move slowly 
and deliberately in order to avoid them.

The characters face down the group of gricks: 
tentacled, squid-worm creatures that seem to 
fit well with the decor in the Mist Tiger’s hide-
out. Kumiko takes out one with her sunblade 
and Miyo kills the other with a fire bolt. They 
then back away slowly from the mass of writhing 
black tentacles protruding from the cavern wall.

The characters see light in the distance and 
decide to investigate. What they find tears holes 
in their psyches. A large magical circle sits in 

the middle of a chamber. The chamber is well lit, 
so they see a workbench at the back flanked by 
two wooden shelves. However, blood is every-
where – covering the walls, floors, and ceiling. 
A copper-tinged mist hangs in the air, randomly 
congealing into symbols associated with blood 
magic and Kobayashi as the air vibrates to the 
rhythm of the drone that fills the cavern.

Saeko and Miyo decide that this is too dan-
gerous to leave intact and want to destroy it right 
now. Kumiko suggests that they continue to 
investigate and come back for it, but the passion 
expressed by the two magic users wins her over. 
Miyo works her way cautiously around to the 
workbench, studiously avoiding the magic circle, 
and finds a set of arcane work notes, written in 
the Raven’s hand. The notes are fragmented, and 
the subject matter is so alien that her mind has 
trouble processing them, so she files them away 
to analyze later.

She also finds a list of names: four of which 
are crossed out, ten of which have check marks 
next to them, and six of which are untouched, 
including the hapless ninja Yoshitoshi who they 
had trailed to the House of Red Lanterns. Carved 
into the wall behind the bench are a set of nooks, 
six of which contain small jade figurines – sim-
ilar in style to the ones they fenced to the Jade 
Fist, but smaller and less finely worked. They 
decide to take them with.

Under the workbench is a locked chest. 
Asami picks the lock and Saeko uses a cantrip to 
open it once Asami has backed safely away. Their 
precaution appears to have been appropriate, as 
the lid makes an ominous clicking noise indica-
tive of a trap as it is lifted. Inside they find:

• A small cloth pouch containing 1000 cranes 
worth of gems

• A potion of heroism

• An oil of etherealness

• A potion of gaseous form

• The sheaf of correspondence that they had 
recovered from the sewers of the Yellow 
Lantern District and which had been subse-
quently stolen back from them
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• A key carved out of what appears to be hu-
man bone

Saeko and Miyo get to work on a purification 
ritual while Asami watches and Kumiko stands 
guard. About twenty minutes into the hour-long 
ritual, Kumiko gets pelted with arrows from out 
of the darkness of the cave. Kumiko falls back 
and Saeko responds with a darkness spell to give 
Kumiko cover. Arrows continue to fly through 
the magical darkness but miss their mark. Saeko 
drops the Darkness to give Miyo a chance to light 
their attackers up with a fireball.

They see that their two attackers are more 
of the undead ninja, and they mange to kill one, 
even as Miyo gets pelted with arrows. The other 
runs off into the darkness of the cave, and they 
choose not to pursue it – preferring to finish 
their purification of the terrible, horrible, blood 
magic circle. They take a short rest to recover 
from the attack and then get back to work.

This time both Kumiko and Asami stand 
guard, peering intently out into the darkness. It 
comes as a surprise, then, when Asami is killed 
instantly by a necrotic, black crossbow bolt.

Saeko heals Asami and helps her to her feet 
as the characters are pelted by arrows fired from 
the shadows. Kumiko charges toward the threat, 
and her sunblade illuminates a group of wights 
with longbows led by a gaunt, female kitsune 
wielding a light crossbow. Kumiko fells one of 
the wights, and Miyo carefully drops a fireball 
into the remaining group of undead, significantly 
scorching the wights. The kitsune appears to be 
unaffected by the blast, however, having expertly 
dodged the flames.

The wights move up, drop their longbows, 
and engage Saeko. This allows the kitsune to deal 
sneak attack damage with another necrotic, black 
bolt from her crossbow, which fells Saeko in one 
shot. Asami feeds Saeko a healing potion, and the 
characters all decide that now is the time to use 
the anti-necrotic o-fuda that Mitsuhide provided 
to them.

Kumiko uses her sunblade to destroy one of 
the remaining two wights and knock the other 
one prone. Miyo finishes off the wight on the 
ground with magic missile, and Saeko tries to end 

the fight by transfixing the kitsune with hypnotic 
pattern. Unfortunately for the characters, she 
resists.

The kitsune hits Kumiko with a crossbow 
bolt, does a little damage, and then withdraws 
into the shadowy tunnel behind her. Kumiko 
realizes that the kitsune gains advantage when 
shooting out of the darkness, so she lights a torch 
and hurtles it down the tunnel. She manages to 
catch the kitsune in the torchlight, which causes 
her to retreat further.

Unfortunately for the characters, they’re 
still within crossbow range. The kitsune drops 
Saeko with a crossbow bolt again and falls back. 
The characters keep giving chase, picking up the 
torch and flinging it down the tunnel as the kit-
sune continues to fire at them. The tunnel twists 
and turns, and the characters continue the dance 
with their assailant until she stops and stamp out 
the torch in order to regain a tactical advantage.

Having extinguished the torch, she shoots 
Asami and steps back into the shadows. Kumiko 
races to keep her in sight, and the light from her 
sunblade enables Saeko to successfully target her 
with a shatter spell.

The cat and mouse game continues as the kit-
sune kites the characters past a necrotic rift. She 
effortlessly moves past the writing black tentacles 
while the characters have to contend with them 
snapping and grabbing at their legs. To compli-
cate matters, a group of gricks, spawned by the 
necrotic rift, engage the characters, allowing the 
kitsune to further widen the distance between 
them. By the time they dispatch the rubbery, 
tentacled beasts, the characters have lost sight of 
their assailant.

The characters light another torch and toss it 
down the tunnel. Toss, grab, toss, grab, toss again 
as they press forward down the twisting tun-
nel. As Saeko bends down to pick up the torch 
in order to toss it again, she gets knocked out 
once again by another black bolt fired from the 
shadows. The characters all curse the situation 
and rush to heal their companion. After reviving 
her, they determine that they are in a precarious 
position – they’re nearly out of resources, and, 
even with Mitsuhide’s amulets, the kitsune is 
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still doing tremendous damage with her necrotic 
crossbow bolts.

They decide to withdraw and retreat to the 
room with the blood magic circle. Saeko casts 
darkness to obscure the entrance to the room, 
and Kumiko and Asami stand guard. Miyo and 
Saeko then get to work – as they drain the circle 
of its power, the blood hanging in the air dissi-
pates, and the runes on the floor stop glowing.

Satisfied that they’ve done significant damage 
to the cult, they head back to the surface.

First, they find a local guardsman and ask 
him to send an alert to the Captain of the Guard. 
Second, they head to the theater to sleep and 
recover. The next morning, Miyo and Saeko de-
cipher the letter written by the Cricket. It states 
that the attacks by outsiders require rethinking 
their plans, and that the Great Leader believes 
that accelerating them is the best course of ac-
tion. It closes with the valediction, “There is no 
death. Only hunger.”

Unfortunately, they fail to decipher the 
Raven’s notes, and realize that they will need 
outside assistance to understand them. Before 
tackling that, though, the group decides to head 
back to the safe house to try finish things off.

Tomobiki (5/2)
T he characters find that the Captain of the 

Guard has sent ashigaru to keep an eye on the 
safe house. They are standing guard nervously 
when the characters arrive and are happy to let 
them back into the evil lair of evil so they don’t 
have to do it themselves. The characters cautious-
ly retrace their steps, waiting for a reinforced 
and rested set of evil ninja cultists to jump out 
of the shadows. Fortunately, it appears that they 
really have done significant damage, as they see 
nothing until they head past the room with the 
now-defunct blood magic circle, and explore a 
previously un-searched tunnel, where they find a 
gibbering mouther galumphing around a store-
room.

Having tackled several mouthers already, the 
characters decide to stand out of the range of its 

babbling and whittle it down before it has the 
chance to reach them. They quickly dispatch it, 
and then search the storeroom, finding zombie 
poison ingredients and a basket of unworked 
jade worth 2,000 cranes.

The characters then head into the tunnel 
down which they had chased the kitsune the pre-
vious night. There, they get entangled by a roper. 
Kumiko gets bitten, but the group manages to 
take it out without suffering significant damage 
They take a short break from exploring, and Sae-
ko sings a song of rest, which is just barely audible 
over the drone that fills the cave system. The far-
ther they push down this tunnel, the louder the 
drone gets, and the more their skin crawls.

As they round a corner, they see four wights 
and the kitsune waiting for them. Miyo opens the 
encounter with a very effective fireball. All wights 
take damage, though the kitsune avoids all 
damage due to her superior reflexes. To prevent a 
repeat of the previous night, the characters have 
come armed with a sack full of pebbles affected 
by the light spell. They toss them out in front of 
and behind the group of undead in an attempt to 
push back the shadows as far as possible.

Saeko tries to use hypnotic pattern again, 
and only manages to entrance one of the wights. 
The other undead ninja spread out and try to 
improve their tactical position. Two of them 
step on the pebbles, blocking out any light they 
had provided, and take shots with their bows. 
The kitsune, now shrouded in darkness, uses 
her sneak attack ability to target Kumiko with a 
necrotic black crossbow bolt. Kumiko makes an 
inspired dodge, though, and the bolt narrowly 
passes right by her.

Another fireball from Miyo whittles the bad 
guys down more, dropping one of the wights and 
seriously injuring the others. Saeko follows up 
the fireball with a shatter spell and takes out the 
remaining two wights. As they fall to the ground, 
they expose the glowing pebbles, illuminating 
the kitsune once gain, which is fortunate for the 
characters, as, thus far into the fight, she has 
remained untouched.

Kumiko fells the remaining wight and the 
kitsune ninja backs up to reveal a blood magic 
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circle and frightening statue of Kobayashi. The 
scent of copper is thick in the air, and a fine red 
mist swirls slowly around the statue. The group 
is understandably wary of engaging the kitsune 
while she is standing in the circle, so Miyo casts 
an empowered magic missile spell, which does 
significant damage.

Asami and Saeko contribute with ranged 
attacks of their own, and then Kumiko closes in. 
She attempts to disarm the kitsune, but the ninja 
keeps hold of her weapon. However, Kumiko 
drops her with a subsequent hit, and then uses 
the sun blade to take her head off. The whole 
group breathes a sigh of relief.

Saeko and Miyo confer about how best to 
eliminate the blood magic circle while Asami 
and Kumiko poke around. As they beat back 
the shadows, they see a wooden cage holding 
a frightened peasant. When the peasant sees 
friendly faces, she plaintively whimpers, “Help, 
help, help, help...” Her mind has clearly been torn 
asunder by the horrors that she’s witnessed, so 
Asami opens the cage and Kumiko works to calm 
her down.

Asami then takes a closer look at a desk and 
workbench tucked into an alcove behind the 
cage. The workbench is covered in instruments 
that only have one purpose – to inflict as much 
pain as possible. Asami moves quickly to the 
desk but forgets to check for traps before she 
opens it and gets stabbed with a poisoned needle. 
She curses her carelessness, but her curiosity is 
rewarded by a set of notes that are wrapped in a 
scented cloth and tied with a red ribbon. Who-
ever collected them clearly did so with care and 
affection.

Saeko uses lesser restoration to heal Asami 
while Kumiko manages to calm the peasant 
down. Once the blood magic circle is destroyed, 
the entire group demolishes the Kobayashi stat-
ue. They debate whether to press on, but Saeko 
convinces them to take the peasant back to the 
surface before continuing. Fortunately, they are 
able to drop her off with a guardsman before 
heading back in.

They make their way back through the com-
plex and pass the statue that they just destroyed. 

The horrible drone gets louder and louder as 
they make their way through the twisting tunnel. 
Kumiko keeps tossing a torch out in front of the 
group, but still gets hit by an arrow out of the 
darkness. They toss the torch farther to reveal 
two wights waiting for them. Saeko uses shatter 
to deal significant damage to the wights, gets an 
arrow to her chest for her trouble, and then lights 
the culprit up with hellish rebuke.

The wight who was set on fire by Saeko with-
draws back down the tunnel, leaving the other 
to impede the group. Kumiko throws a shurik-
en and does significant damage. Asami gets up 
close, but misses, and Miyo misses with fire bolt. 
The wight tries to fight back, but, alone, it is no 
match for the characters and quickly succumbs 
to the next round of attacks.

The group takes a short rest, and then contin-
ues on. They push past two necrotic rifts, dodg-
ing black tentacles, and then enter into a cham-
ber that is the source of the deafening drone. In 
front of them is a rift in reality itself: a portal to 
Mizuta, the corrupted town where Kobayashi 
was summoned.

Kumiko asks Saeko and Miyo if they can 
close the portal. Saeko’s at a bit of a loss, but 
Miyo is confident that she can seal the rift in 
reality. Saeko uses bardic inspiration to boost 
Miyo’s chances, and Miyo casts dispel magic. Her 
attempt to undo the evil magic is wildly success-
ful. Black tentacles lash out of the portal and are 
then sucked back in as the portal collapses in on 
itself.

As soon as the portal closes, the horrible 
drone that filled the cavern stops. Feeling a sense 
of accomplishment, the characters turn and rap-
idly leave the caverns.

Once they emerge from the underground 
lair of horrible evil, Kumiko realizes that they’re 
expected at the palace. She instructs guards to 
arrest anyone who tries to come in, and then the 
group heads back to the Fragrant Fern to clean 
themselves up.

The characters change into formal kimono 
with the expectation that they’re going to see the 
daimyō, then head off to the palace. Along the 
way, they discuss the cult and how they seem 
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to be intertwined with the city leadership. Sae-
ko points out the symbolism of the names of 
the cult’s leaders – Raven, Cricket, Cicada, and 
Pheasant – and speculates that someone in the 
Daimyō’s inner circle must be associated with the 
cult.

When they arrive at the palace, the characters 
are ushered in, but not to see the daimyō. In-
stead, they are taken to see the daimyō’s brother, 
the city manager, Fujiwara Juro. As they ap-
proach his office, the door slides open and both 
Juro and the Golden Hornets’ big boss, Suzukio 
Ichiro, step out. They bow deeply to each other, 
and then Ichiro turns to leave. Kumiko can’t hide 
her surprise, and she tries to rile Ichiro, but he 
simply smiles and walks past them.

Juro ushers them into his office, and they 
fill him in on what they’ve accomplished. He’s 
keenly interested in the activities of the Eaters of 
the Dead, as he sees them as an existential threat 
to the city. Kumiko was hoping that this meeting 
would result in a joining of forces between the 
two han, but after seeing the depths to which the 
Golden Hornets are entwined in local politics, 
she all but gives up.

Nevertheless, Kumiko tries her best to be 
diplomatic. Unfortunately, she fails horribly, and 
Saeko has to step in to save her from making an 
enemy of Fujiwara. Kumiko explains that they 
characters want to keep doing what they’re doing 
the way they’re doing it without interference 
from the city. She also explains that they want 
to disentangle themselves from conflict with the 
Golden Hornets and asks Juro to help facilitate a 
treaty. Eventually, he warms up to them and gives 
them his blessing in ferreting out the cult.

He does, however, warn them to stay out 
of Suzuki-san’s way. As he’s an upstanding and 
powerful member of the community, he can’t 
have them continue to interfere in his business. 
Kumiko suggests that the Golden Hornets should 
stay out of their business as well, and Juro tells 
her that he’ll see what he can do as he shows 
them out.

On their way back to the inn, the characters 
discuss the fallout of the meeting. Kumiko feels 
sympathy for the plight of the urokobito, so she 

declares her intention to help rebuild the Yellow 
Lantern district.

After a brief rest, the characters split up. 
Miyo decides to investigate the Raven’s notes 
that they found in the underground caverns. She 
visits the library and several mages. The more 
she learns, the more she is horrified by what she 
finds. The other onmyōji she consults with are 
even more horrified. It turns out that the Raven 
has developed a blood magic version of Raise 
Dead that turns the victim into a jade ghost – a 
potent undead that is bound to a jade statue that 
gives it immortality in return for stripping it of 
its freedom. Worse, the undead ninja that they 
had encountered seem to have willingly partaken 
in the ritual that creates them.

Saeko decides to investigate the scented 
notes. She spends the better part of the day 
reading through them, and realizes that they are 
primarily love notes between someone called 
Tomoe and Yasu, the chūnin of the Mist Tigers 
that they’d encountered previously, and who 
they thought they’d killed. She asks Asami about 
Tomoe and finds out that she’s the jonin of the 
Mist Tigers – the local guild leader. As she reads 
through the notes, she also realizes that the 
handwriting belonging to Yasu is the same that of 
the Cricket.

While Miyo and Saeko are investigating, Ku-
miko and Asami hire a number of urokobito to 
help clean up the Fukuda theater in preparation 
for the Festival of the Banners. She puts out the 
word on the street that anyone put out of a job by 
the fires in the Yellow Lantern district is welcome 
to work at the theater. She promises honest work 
and fair wages. While she’s happy to see the work 
being done, Kumiko doesn’t want to supervise, 
so she promotes a promising young urokobito 
named Hasegawa Konoye to foreman and leaves 
him to run the cleanup.

After dinner, the characters reconvene at the 
Fragrant Fern and then quickly turn in for the 
night.
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Senbu (5/3)
W ork on theater and preparation for the 

Festival of the Banners continues. Teams 
of happy urokobito laborers spend their day 
building pinwheels and fashioning koi banners. 
Kumiko hires guards for the theater, after she 
notices that the presence of so many urokobito 
in the Dancing Fans district seems to be drawing 
stares from the locals.

Odo shows up and informs them that the 
Golden Hornets have put out a contract on them. 
Apparently, their meeting with Fujiwara Juro the 
day before didn’t buy them any leeway with Su-
zuki Ichiro. While the urokobito continue their 
work at the theater, the characters decide to talk 
to Mitsuhide about the jade figurines that they 
recovered from the Cricket’s lair.

As they cross town to visit the Shrine of the 
Frog King in the Chrysanthemum District, they 
run into a group of adventurers looking to collect 
the bounty on their heads: a spear-carrying nin-
ja, a hanyo shugenja, a demure onmyōji, and a 
burly ninja. They are in the middle of the crowd-
ed Southern Winds Marketplace when the ninja 
points to them and shouts, “there they are!”

Saeko is concerned about fighting in the mid-
dle of the market, with lots of civilians wandering 
around, so she opens with hypnotic pattern. Doz-
ens of peasants stop in their tracks and stare out 
into the distance as they are transfixed by Saeko’s 
illusion. The rival clan’s spear-carrying samurai 
and shugenja are also transfixed, so their onmyō-
ji returns fire with ice storm. All of the transfixed 
peasants are shaken out of their revelry, and they 
run screaming. Mass panic ensues.

With two of their members out of commis-
sion, the rival clan puts up only a modest fight. 
Saeko slaps manacles on the shugenja, and the 
rest of the group quickly takes out the onmyōji 
and ninja. They tie them up, and Saeko stabilizes 
their downed members. Curious peasants watch 
from afar, and it doesn’t take long for the city 
guard to show up. Two ashigaru warily point 
spears at the characters as they explain what 
transpired. They successfully persuade the guard 

not to arrest them, but to arrest the rival clan 
instead, and then they continue on to the Shrine 
of the Frog King.

Once they reach the shrine, they are healed 
up by Mitsuhide and his new crew of shrine 
maidens. Miyo, Saeko, and Mitsuhide inves-
tigate the jade statues, and determine that, to 
destroy them, they’ll need to cast remove curse 
on each one, and then inflict a modest amount 
of damage. One of the shrine maidens casts the 
spell, and they destroy the first statue. It will take 
six days to destroy them all, so they promise to 
return each day until they’ve all been ground 
to dust. Before they leave, Mitsuhide gives each 
member of the party a healing potion.

Next, the characters talk to Watanabe Isako, 
the captain of the guard, and ask to be deputized. 
They want official sanction for their cult-hunting 
activities. She considers for a moment, and then 
grants their request. Then they ask to interrogate 
the prisoners that attacked them in the market-
place. She considers for a moment and then de-
nies their request, citing the sub-optimal results 
of their last interrogation.

Before they leave, Kumiko asks for a rec-
ommendation on where to buy magical armor, 
and Isako points her to her favorite armorer in 
the city. On the way back to the theater, Kumiko 
stops by and buys a set of magical armor.

The characters then spend the rest of the day 
planning for their display at the Festival of the 
Banners.

Metsu (5/4)
W ork continues on the theater and the dis-

play for the festival. The characters stop by 
the Shrine of the Frog King to destroy another of 
the small jade statues.

Taian (5/5)
E ager to make a good impression and guaran-

tee a large audience for Saeko’s performance 
at the theater later, the characters head to the 
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river and start handing out koi kites. With the 
assistance of few of their urokobito workers, they 
manage to put on a big display and attract a lot of 
attention.

Mid-morning, though, everything goes pear-
shaped. Clouds begin to materialize over the city, 
blotting out the sun. A cold, brisk wind begins to 
whip through the air and the temperature drops 
about ten degrees over the span of a minute. 
People begin bundling up, bracing themselves 
against the wind.

Rain begins to fall – a slick, black rain, and 
people begin to panic. Though disturbing, it 
doesn’t seem to be having any effect on those on 
which it falls. However, after a few more mo-
ments, the river rises up in a great black wave, 
and three young shadow dragons – one red, one 
green, and one black – emerge from the fetid 
water.

The three dragons let loose on the crowd 
with necrotic versions of their normal breath 
weapons. Whole families are destroyed by blasts 
of necrotic energy. At this point, mass pandemo-
nium erupts, and the dragons fly off into the city: 
the red toward the Yellow Lantern district, the 
green toward the Chrysanthemum district, and 
the black toward the Palace district.

The characters briefly debate about which 
dragon to chase and decide that the Yellow 
Lantern district has suffered enough. They 
sprint across the city, following the chaos left in 
the dragon’s wake. They cross into the Yellow 
Lantern district, winding their way through the 
narrow alleys of the urokobito slums, and are 
stopped in their tracks just before crossing a rick-
ety bridge that spans one of the tributaries of the 
Nagara river.

A monstrous eel has been corrupted by the 
dragon’s tainted energy and has sprouted tenta-
cles and a beak. It slithers onto the banks of the 
stream and menaces the characters. They are 
disgusted by the creature, but have little trouble 
fending it off.

Still, they cautiously cross the bridge, unsure 
of what else is going to pop out at them. Just 
as they reach the halfway point, a man comes 
sprinting around the corner screaming unintelli-

gibly. He trips and falls just as two severed heads 
come flying around the corner after him. The 
heads are hovering four feet off the ground, with 
their spines dangling below them. The man grabs 
his head and screams again as it tears cleanly off 
his body, joining the other two rorukokubi. The 
three flying heads turn to look at the group.

Horrified, the characters nonetheless press 
forward and quickly dispatch the flying, un-
dead heads, eager to reach the dragon before it 
can inflict even more damage on the city. They 
continue to run through the narrow alleys and 
finally hear the sounds of conflict in the distance. 
Saeko is the first to spot the dragon – it is in the 
middle of a small courtyard and is flanked by two 
yūrei inu. Bravely facing off against it are two city 
guardsmen and three urokobito; they are clearly 
outmatched.

Saeko opens the encounter by casting hypnot-
ic pattern and manages to successfully transfix 
the dragon. With the biggest threat temporar-
ily neutralized the other characters close in on 
the yūrei inu. One of the undead dogs open its 
mouth to howl, but instead lets loose with a blast 
of necrotic energy. The enervating blast takes out 
one of the urokobito and one of the ashigaru.

Kumiko tells the guards to flee, and the 
remaining urokobito and ashigaru run away. She 
then uses her sun blade to quickly silence the two 
yūrei inu. Saeko tries to use her medicine skill to 
stabilize the fallen ashigaru and urokobito, but 
fails, putting them closer to death.

While the dragon stares off into the distance, 
Saeko devises a plan to chain it down. She tosses 
Kumiko several sets of manacles and tells her to 
daisy chain them together then put them around 
the dragon’s neck. Unfortunately, while Kumiko 
does get the manacles affixed to the dragon, the 
effort rouses it from its stupor, and it rears back 
and lets out an angry roar.

Then it turns toward the characters and lets 
loose with a gout of black flame. Its breath weap-
on nearly takes out the entire party – Miyo is 
only left alive because of her arcane ward. Asami 
fares the best, as her finely honed reflexes allow 
her to dodge most of the blast.

Near death, the party fights even harder. 
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Miyo uses witch bolt to deal a significant amount 
lighting damage to the dragon. Asami moves 
next to Kumiko, allowing her to take advantage 
of the dragon’s divided attention to get in signifi-
cant sneak attack damage.

Saeko heals Kumiko, who then uses a menac-
ing attack to make the dragon frightened of her. 
With Kumiko in its line of sight, the dragon is far 
less effective at dealing damage with its fearsome 
claws and fangs. The party trades blows with 
the dragon, and manages to kill it before it has a 
chance to use its breath weapon again.

Saeko uses cure wounds to bring back the 
ashigaru and urokobito who fell to the yūrei inu’s 
breath weapon at the beginning of the fight. They 
are extremely grateful and run off quickly. The 
characters discuss the situation briefly before 
deciding to fight another dragon.

They run to the Chrysanthemum district 
to tackle the green dragon and arrive to find a 
horrible scene in the marketplace: the area has 
been torn asunder and bodies litter the ground. 
In front of them, they see a line of frightened 
ashigaru facing down the green shadow dragon 
and a handful of growling zombies.

Seeing the outmatched guards attempting to 
fend off the dragon and its zombie followers, the 
characters spring into action. Kumiko runs up, 
tells the guards to flee, and then attacks one of 
the big, growling zombies. The guards, not know-
ing who this young girl ordering them around is, 
decide to stand fast and attack the dragon with 
their spears. They all miss horribly.

Three of the four zombies gang up on Ku-
miko, but their makeshift clubs – broken bits of 
wood and metal from the wreckage of the market 
– fail to connect. The last zombie, however, bash-
es in the head of one of the guards, killing him 
instantly. At this point, the dragon screeches and 
blasts the remaining guards with a noxious cloud 
of necrotic gas, causing their flesh to bubble and 
burst. They all scream and writhe in intense pain 
as they collapse – their faces frozen in agony.

Asami joins the assault and attacks the first 
big zombie, ripping a huge hole in its abdomen. 
Saeko follows up on Asami’s attack and almost, 
but not quite, drops the zombie, so Miyo steps in 

and destroys it with a fire bolt.
The zombies attack and miss Kumiko. The 

dragon, however, does not. It rends her armor 
with its claws and fangs, but Kumiko stands firm.

Asami continues to focus on the zombie 
threat. Between her sneak attack damage and 
Miyo’s fire bolt, they almost manage to take out 
another one. Saeko attempts vicious mockery on 
the dragon, but her potent words don’t find a 
home in the dragon’s ear.

Kumiko finishes off the zombie standing 
between her and Asami, does more damage to 
another zombie, and then uses menacing attack 
on the dragon. It recoils in fear from the sight of 
the mighty samurai standing before it.

Because it is menaced by Kumiko, the drag-
on has disadvantage on all of its attacks, and 
therefore misses. It’s a tactic that dramatically 
shifts the balance of power in the fight. With 
the dragon on the defensive, the characters gain 
significant momentum.

Saeko moves out of range of the dragon’s 
breath weapon and opens fire with her longbow. 
Asami takes advantage of the dragon’s distraction 
to land multiple blows in vital areas. Miyo sup-
ports her companions with her ranged spells.

The rest of zombies die quickly, and Kumiko 
keeps the dragon menaced throughout the rest of 
the fight. Though it attempts to defend itself, the 
dragon succumbs to the combined might of the 
characters, finally falling to Kumiko’s blades.

Saeko revives the guard who was smashed by 
the zombie, but realizes that the other guards are 
too far gone to be helped. The characters catch 
their breath and tend to their wounds while Sae-
ko plays a song of rest.

The group doesn’t debate for long before they 
decide to run to the Palace District to engage the 
third dragon. They get to the gardens in front of 
the palace, where they are confronted by a sea 
of carnage. Dozens of dead guards and zombies 
surround the very-much-alive, black, shadow 
dragon. Two brave guards stand between the 
dragon and the doors to the palace.

The characters spot Fujiwara Shizu, the 
daimyō’s sister, lying on the ground – her ornate 
kimono scarred by a blast of necrotic acid. Ku-
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miko runs straight up to the dragon and focuses 
all of her resolve into a powerful scream that 
causes it to cower in fear. 

Saeko, on the other hand, runs over to Shizu 
and checks for signs of life. Unfortunately, it 
appears that she took the full brunt of the black 
dragon’s breath to the chest and is beyond help. 
Kumiko tells the guards to save themselves, but, 
bound by duty, they stand fast.

Miyo hits the dragon with a crackling, blue, 
witch bolt, shocking it and sending arcs of elec-
tricity cascading over its scaly hide. Kumiko 
follows Miyo’s attack with one of her own, and 
Asami gets in a particularly well-placed sneak 
attack. Saeko hits it with an arrow from her bow, 
and one of the guards actually manages to slip 
the point of his spear between the dragon’s scales.

Unhappy with the sudden onslaught, the 
dragon disengages and takes to the sky, flying in 
the direction, the characters realize, of Mizuta. 
With the dragon no longer a threat, the charac-
ters breathe a sigh of relief, and then switch into 
triage mode, trying to help out where they can.

In the hours that follow, the find out that 
Watanabe Isako, the Captain of the Guard, was 
seriously injured, and most of the city guard 
were wiped out. Sagawa Sadako, the four-tailed 
kitsune who ran the Shrine of the Southern 
Wind and advised the daimyō on matters spiritu-
al, was killed. Mitsuhide, their shugenja kitsune 
companion who now runs the Shrine of the Frog 
King, was injured. They also find out that Suzuki 
Ichiro, the big boss of the Golden Hornets, is 
now dead, though his son Tetsuo survived and 
has assumed control of the organization.

As the characters discuss the increasingly 
severe attacks on the city, Kumiko becomes con-
vinced that the city manager is behind the cult 
and doesn’t believe that Ichiro is really dead. She 
believes that going to Mizuta is the next logical 
course of action.

They return to the Dancing Fans district to 
clean up the theater and take a long, well-de-
served rest.

Shakkō (5/6)
T he next morning, Saeko leads the group to the 

marketplace to do a little shopping. She needs 
a healer’s kit and is determined to find a length 
of chain and some manacles to replace the ones 
that got blasted apart in the fight with the red 
shadow dragon. The marketplace is still a wreck: 
shopkeepers are slowly cleaning up their stalls 
and city workers are hauling away dead bodies to 
be cremated. Nevertheless, she manages to find 
what she’s looking for.

While looking around, Miyo asks about the 
Golden Hornets. She hears confirmation of what 
they’d heard the day before: that the big boss is 
dead and his son, Tetsuo, is in charge. Luckily, 
she also finds out that the contract on them has 
been rescinded for the time being.

Next, the characters head to the Palace 
District with the intention of demanding an 
audience with the daimyō. First, they stop to 
see Watanabe Isako, the Captain of the Guard. 
She’s busy directing cleanup efforts, and while it 
appears that her wounds have healed, her armor 
tells the story of a fearsome fight.

She tells them that most of the ashigaru 
that served within the city walls died defending 
the city. She has had to recall the two units that 
patrolled the lands around the city in order to 
keep peace until new guards can be selected and 
trained. She also informs them that the daimyō 
wants to see them and offers to accompany them.

The characters, accompanied by Isako, 
head to the palace. The gardens are completely 
destroyed, but the bodies of guards and zom-
bies have all been cleared away. Isako leads the 
characters inside and takes them to the daimyō’s 
office.

They stop right outside the daimyō’s door, 
as they can overhear her yelling at her brother, 
lambasting him for failing the city, their family, 
their ancestors, and just about everyone else she 
could possibly list. The dressing-down goes on 
for a while, and Isako looks extremely uncom-
fortable that the characters are there to overhear 
it. Eventually, the yelling stops, the door slides 
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open, and Fujiwara Juro leaves looking as low as 
a human can possibly look.

Isako leads the group in, and Saeko introduc-
es the characters with a dramatic and ingratiating 
flourish. Kumiko extends her sympathies to the 
daimyō on the loss of her sister, and Fujiwara 
Rei invites them all to sit and drink tea. She 
thanks the characters for all they’ve done to pro-
tect the city and the lives of its inhabitants.

Kumiko tells Rei about the challenges they’ve 
faced and what they’ve discovered about the cult. 
The daimyō is riveted and listens intently. She 
agrees that they need to face down the threat and 
suggests striking at the heart of the cult in Mizu-
ta.

Following a hunch, Saeko mentions the 
coded correspondence to Rei, and shows her 
an example of it to look at. The daimyō thumbs 
through a few pages before stopping and looking 
puzzled. She gets up, walks over to a desk, and 
pulls out a black ledger before handing both back 
to Saeko.

When Saeko opens the ledger, she realizes 
that the handwriting matches that of the cult 
leader who goes by the name of the Pheasant. It’s 
Nemoto Kakuzo, the daimyō’s Minister of Fi-
nance. Upon learning that one of the cult leaders 
is a member of the daimyō’s council, Miyo casts 
detect magic to see if they’re being observed. She 
sees a luminous orb hovering by the daimyō’s 
head, which she tries but fails to dispel.

Now that they know they’re being scryed 
upon, they realize that the Pheasant also knows 
that his cover is blown and is probably going to 
make a run for it, if he hasn’t already. Isako alerts 
the guards to look for Kakuzo, and then leads the 
characters to his office, which is unoccupied by 
the time they arrive. Miyo casts detect magic but 
finds nothing. Saeko searches his desk and finds 
a secret compartment in a drawer in which an-
other sheaf of coded correspondence is hidden.

Suddenly, Isako yells to the characters that 
Kakuzo was just spotted leaving the palace. They 
all rush outside, where they see a lone figure hur-
rying across the ruined gardens. Kumiko steps 
forward and yells for him to halt.

He stops, turns around, and smiles. As the 

characters look on in horror, his body begins 
to elongate, his cloak twists into a pair of black, 
leathery wings, and giant tentacles sprout from 
his back.

The characters are horrified by Kakuzo’s 
transformation, but they notice that hanging 
around his neck are the six statuettes of Mizuta, 
including the ones they had recovered and sold 
to the Jade Fist. They react before Kakuzo has a 
chance to move. Asami dashes forward through 
the ruined garden and uses her assassinate ability 
to inflict significant damage. Miyo follows up 
with a flaming sphere.

Kakuzo, then, grabs one of the jade stat-
ues hanging around his neck and concentrates. 
The space surrounding him is suddenly filled 
with ephemeral duplicates – dozens of copies of 
Kakuzo, swirling and menacing and crackling 
with necrotic energy. Saeko stays out of reach 
of the spirit guardians aura and tries to shortcut 
the fight with a confusion spell. Unfortunately, 
Kakuzo resists.

Kumiko dashes forward and uses her men-
acing attack on him; her flurry of blows succeeds 
in frightening him. Everyone except Kumiko 
attempts to get out of the area of effect of the 
spirit guardians. Asami resorts to falling back and 
throwing non-magical daggers, which only do 
half damage. Because everyone is out of reach, 
Kakuzo attacks Kumiko, even though he is at a 
disadvantage in trying to hit her. He misses.

Asami makes up for the reduced damage of 
the daggers by making a critical hit and bloodies 
Kakuzo. Miyo is caught in Kakuzo’s aura and 
takes significant damage, so she rams the flaming 
sphere into him again, and then casts witch bolt.

Now severely hurt, Kakuzo withdraws and 
flies toward the palace gate. Doing so takes him 
out of range of the witch bolt spell, which ends 
its ongoing effect. Kumiko heals herself, then 
runs up next to Kakuzo to press the attack. 
Asami makes another critical hit with a dagger, 
and manages to disrupt Kakuzo’s concentration, 
which ends the spirit guardians.

Miyo uses magic missile to whittle Kakuzo 
down even further. Kakuzo tries to get one last 
hit in on Kumiko before fleeing for good, but he 
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misses, which gives Kumiko the opportunity to 
riposte, killing him.

The characters take the necklace of cursed 
statuettes off of him, and then set fire to his body. 
Saeko jokes about selling the statuettes a second 
time, but Kumiko insists on destroying them.

Kumiko tells Isako, the Captain of the Guard, 
about the figurines and their plan to destroy 
them. She feels that they have a giant target 
painted on them now that they have them, and 
she asks for protection until they can get rid of 
them for good.

They also ask the captain to search Namoto 
Kakuzo’s house to look for further evidence of 
cult activity. She readily agrees.

The group then heads to the three major 
shrines in Fujiwara: the Frog King, the South-
ern Wind, and the Nagara, where they recruit 
shinkan from each to help them destroy the evil 
artifacts. Back at the Frog King shrine, Saeko 
decides to use ranged magic to destroy them, 
as the more minor versions released necrotic 
energy upon destruction. The combined group 
of shinkan casts remove curse on the statuettes, 
then Kumiko helps in dealing enough physical 
damage to crack, but not destroy them. Finally, 
Saeko and the rest of the characters take a giant 
step back, and she casts shatter on the combined 
group of statuettes, which explode with a giant 
burst of crackling black energy.

Next, the characters turn their concentration 
toward deciphering the correspondence that they 
found in the Pheasant’s office. There are notes 
from three different cult members:

• The Cicada informs Kakuzo that the last of 
the statuettes are going to be delivered in 
preparation for the Great Awakening. He or 
she states that with the combined power of 
the statuettes, the daimyō should fall easily. 
The note was dated two days ago.

• The Raven discusses moving her research lab 
to Mizuta, due to the disruption of activities 
in Fujiwara.

• The Cricket states that she has withdrawn the 
remainder of her forces to Mizuta and will be 
at the Temple of the Scarlet Sky, awaiting his 

arrival.

The guard doesn’t find anything searching the 
Pheasant’s house, so the characters decide to rest.

Senshō (5/7)
T he next morning, Odo, of the Jade Fist, shows 

up, and says that Reiko would like to meet. 
Kumiko is instantly suspicious and realizes that 
Reiko could be a bad guy. “She lied to us,” she 
says, “That hurts.” They go to meet with her 
anyway and have noodles for breakfast at the 
Matsunaga Noodle House. There, she tells the 
characters that Ukon, the jōnin of the Jade First, 
has disappeared, and that she now suspects he is 
a member of the cult.

The characters reflect on the entanglements 
between the Jade Fist, the Mist Tigers, and the 
Golden Hornets, then ask about the Jade Fist 
sending raiding parties into Mizuta. Rieko 
believes now that they were sent as a sacrifice, 
though to what end she doesn’t know.

She also relates that Sosuke is supposedly 
looking for the Book of Eternal Hunger, which 
Kobayashi is said to have stolen from Yomi, and 
which contains the secret of immortality.

Before the characters leave, Saeko asks about 
her mother. Reiko pauses for a moment, and 
then says that she is not doing well. She is thank-
ful, though, that Saeko thought to ask.

Once they leave the noodle house, the char-
acters discuss their plans. Saeko is optimistic that 
they’ll receive help from the daimyō. Kumiko is 
pessimistic but agrees that they should go back to 
the palace to talk to the daimyō anyway. 

Watanabe Isako runs into them in the palace 
and joins them for their meeting. Kumiko pres-
ents the case for an assault on Mizuta, and, with 
Saeko’s assistance, is very persuasive. Fujiwara 
Rei states that she can’t spare any soldiers, but is 
happy to supply them with healing potions, hors-
es, wagons, and other supplies. It’s time to take 
the fight to them.

The characters want to leave as quickly as 
possible, but before they go, they ask for any 
magical weapons that the city can spare. Fuji-
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wara-dono promises them ranged weapons and 
arranges for Miyo to scour the library of Kado-
kura Ichiro, the Minister of Onmyōji.

After leaving the daimyō, the characters 
recruit urokobito workers and a miko from the 
Shrine of the Frog King to accompany them. 
They also put out the word that they’re looking 
for guards for the camp.

After a long lunch, the characters get ready to 
head out. Six adventure-seeking urokobito have 
signed up to accompany the party; they all want 
to learn from the characters.

•     Akemi — female urokobito onmyoji

•     Kokei — male urokobito yamabushi

•     Masumi — female urokobito yamabushi

•     Shigeki — male urokobito kenshi

•     Tetsuo — male urokobito kenshi

•     Utamara — male urokobito onmyoji

Watanabe Isako bids the characters fare-
well. She brings the healing potions and other 
equipment requested from the daimyo. She also 
introduces the characters to the two scouts from 
the city guard. The guardsmen seem uncomfort-
able with the urokobito presence, but keep any 
comments to themselves.

•     Taniguchi Norio — male human ashigaru

•     Matsui Ichiro — male human ashigaru

Reiko shows up at the same time, and she 
and Isako stand around awkwardly, trying to 
avoid having to talk to each other. Reiko awards 
Asami the rank of chūnin, and tells her that the 
honor of the clan rests with her. Also, adds Reiko, 
she should keep an eye open for any strategic 
business opportunities.

Mitsuhide arrives next, and delivers the talis-
mans against necrotic energy. He lets them know 
that he sent a message to his friend, Koyama 
Fumiko, a shugenja more familiar with the area 
around Mizuta than he. She will be able to guide 
them and provide some insight. She will meet 
them on the trail. Also introduces Itagaki Na-
hoko, the miko from the Shrine of the Frog King 
who will be accompanying them.

• Itagaki Nahoko — female human shinkan

While their party packs up, the characters 
spend a few minutes discussing strategy — spe-
cifically how close to Mizuta they should set up 
camp. Mizuta is approximately two days ride, so 
they ride until dusk and then set up camp in a 
roadside clearing.

They put the urokobito to work setting up 
camp while Saeko regales the guards with stories 
and songs. Kumiko takes inventory.

Tomobiki (5/8)
T he group sets out early the next morning, as 

the characters are anxious to get to Mizuta. 
The caravan heads into the hills, and, as they 
draw ever closer to the corrupted city, the char-
acters notice changes in the environment: plants 
begin swaying against the breeze, a drone similar 
to the one the party heard in the Cricket’s lair 
pulses in their ears, the air feels heavy and thick.

The corrupted energy in the environment has 
turned mundane pests into worthwhile adversar-
ies. Giant hornets and beetles approach the cara-
van, and the characters let the urokobito practice 
their combat tactics by taking them on.

The caravan works its way higher into the 
hills, and reaches a tight pass between two sheer 
cliffs. The trees in the pass have completely 
transformed into tentacled, animated monstros-
ities, creating difficult terrain in their immediate 
vicinity.

The characters see two gibbering mouthers 
directly in front of them, and, In the distance, 
Asami hears thumping footsteps. Saeko casts 
freedom of movement on Kumiko to prevent her 
from getting grappled by the tentacle trees.

Kumiko, Miyo, and Asami gang up on gib-
bering mouther number two. Before it can react, 
though, a giant, twisted oni appears at the top of 
the eastern cliff. Its arms have transformed into 
monstrous tentacles in which It is holding a bro-
ken-off tree trunk. One of its eyes is swollen shut, 
and the other bugles so significantly that it looks 
like it’s going to pop out at any minute.

It fixes its bulging eye on Kumiko, and 
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growls. Kumiko feels assaulted by an evil, psychic 
force, but manages to shrug it off. The gibbering 
mouthers gang up on her while she’s distracted 
by the oni’s stare and she is blinded as a result.

Saeko moves forward and casts heroism on 
Kumiko. The young samurai manages to slice the 
mouther in front of her in two, despite not being 
able to see. While she shrugs off the effects of the 
mouther’s caustic spittle, Miyo casts fire bolt at 
the remaining mouther.

The oni jumps down from the cliff and bonks 
Asami over the head with its great club, hurting 
her severely and giving her a splitting headache. 
Saeko heals Asami, and Kumiko turns her atten-
tion to the oni. She deals a tremendous amount 
of damage, then uses an action surge to deal a 
tremendous amount of additional damage, and 
then menaces the oni as well.

The oni lashes out at Kumiko, but because 
it is frightened of her, it misses with its club. It 
tries to use its frightening gaze on her again, but 
she resists. The gibbering mouther closes in, and 
Saeko peppers it with arrows.

Kumiko menaces the oni again, keeping it at 
bay, while the characters pull together into a tight 
group. Miyio then uses wall of fire and kills the 
mouther. Asami follows up with a sneak attack 
that kills the oni.

The characters burn down the corrupted 
trees and cleanse the abominations with fire, and 
then decide to turn the caravan away from Mizu-
ta in order to find a suitable campsite.

The urokobito are astounded at the charac-
ters’ prowess in combat, and even the seasoned 
ashigaru are a little bit impressed. The whole 
party takes a short rest.

While the party rests, Saeko tries to fashion 
some camouflage using illusion magic. She de-
cides that, instead of sending the hirelings ahead, 
they’re going to do their own scouting.

The characters follow the road and then see 
a broken-down shrine in the distance. Sitting in 
seiza next to it is a hanyō woman in green robes. 
The party approaches her cautiously, but quickly 
realizes that it is Fumiko, the shugenja that Mit-
suhide told them to look out for.

Saeko introduces herself and the party, then 

Fumiko fills them in on the state of Mizuta and 
the surrounding environs. The area is, as they 
expected, corrupted by kegare, the negative ener-
gy of Yomi. She also informs them that the three 
guardian spirits that surround Mizuta had been 
keeping the kegare at bay, but their shrines have 
been desecrated and their power disrupted.

If the characters are able to restore the 
shrines, she reasons, then the spirits should be 
able to contain the corrupting energy and keep 
Mizuta’s influence from spreading. Conveniently, 
the first shrine, belonging to Kuniyoshi, the Fire 
Fox, is the one they’re standing right next to.

To access the spirit world, the characters 
need to pass through the torii, which marks the 
boundary of the mundane and sacred worlds. 
Fumiko elects to stay behind.

As the characters step through the gate, they 
see a transformed landscape: the air is oppres-
sively, almost uncomfortably hot. The stream that 
runs next to the shrine glows as though it were a 
river of fire. What really catches their attention 
though is a large group of malevolent specters 
led by a wraith positioned directly between them 
and the shrine.

Miyo takes one look and launches a fireball 
at the group. It takes out all the specters and 
damages the wraith. The wraith moves forward 
and attacks Kumiko. It hits, but then Kumiko 
retaliates, and the wraith is destroyed by her sun 
blade. The battle is over as quickly as it began.

The characters investigate the area around 
the shrine and find the shintai of the Fire Fox 
stashed behind a tree. They restore the fox statue 
to its proper place in the shrine, and the Fire 
Fox spirit appears to them. It thanks them for 
purifying and restoring its home, and discusses 
the state of the other guardian spirits in the area. 
After a brief chat, the Fire Fox sends them back 
to the material world.

After a short rest, the group sets out for the 
next shrine, guided by Fumiko. After an hour or 
so of travel, they hear shouting from a copse of 
trees a hundred yards down the road. Suddenly, 
a young, female, human monk bursts through 
the trees, chased by two giant ōsuzumebachi — 
wasps the size of horses.
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“Help! They’re chasing me!” she screams.
The characters immediately engage. Asami 

gets the drop, dashing up and using her blowgun 
to sneak attack. Saeko follows up with hypnotic 
pattern, which entrances one of the wasps, effec-
tively taking it out of the fight.

The ōsuzumebachi that isn’t hypnotized 
attacks Asami, piercing her abdomen with a 
stinger the size of a wakizashi. Kumiko attempts 
to intervene, running up and screaming at it to 
draw its attention.

Asami uses the distraction to once again 
sneak attack it. Saeko viciously mocks it, and Ku-
miko deals enough damage to it with her katana 
that Miyo easily kills it with a cantrip.

The group then turns on the wasp that is 
currently staring off into the distance. They make 
short work of the defenseless killing machine, 
removing the active threat to the group and to 
the young monk.

Saeko and Asami harvest the extremely 
potent poison from the giant wasps while the 
monk, Haruko, introduces herself. Kumiko is 
extremely suspicious of her — she doesn’t under-
stand why anyone would be running around by 
herself this close to Mizuta.

Haruko explains that she’s a scholar from 
the Temple of the Silent Snake in Hirukawa who 
wanders the countryside studying poisonous 
plants, animals, and their antidotes. She was on 
her way to gather some rare mushrooms when 
she ran into the ōsuzumebachi.

Kumiko knows of Hirukawa’s reputation as a 
center of learning, and of the scholar/monks that 
inhabit its temples, so she decides that they can 
trust Haruko. Saeko expertly summarizes their 
current quest, and Haruko offers to join them, 
and to help out where she can.

The characters take her back to camp and 
drop her off, but not before asking her to prepare 
some alchemist’s fire and healing potions.

After dropping off Haruko at camp, the char-
acters make their way to the Shrine of the Winter 
Hare. It’s a small shrine located on the top of a 
small hill, and the torii is located near the base of 
the hill.

The characters take a deep breath and step 

through the gate into shinkai, the spirit world. 
Like the Shrine of the Fire Fox, the Shrine of the 
Winter Hare has been desecrated. Unlike the 
world of the Fire Fox, the world of the Winter 
Hare is bitterly cold and covered in a foot of 
snow.

Two groups of frost-covered gaki have been 
waiting for them. They take the group by sur-
prise, and gang up on Asami, who is in the lead. 
While she fights off most of the attacks, she lets 
out an audible gasp as one of the gaki takes a bit 
out of her arm, and she feels her whole body go 
stiff.

Miyo casts wall of fire, and does a tremen-
dous amount of damage to almost all of the un-
dead in front of them. Saeko casts thunderwave, 
pushing three of the undead back, and then 
Kumiko swaps places with the paralyzed Asami, 
slicing open two of the gaki in the process.

Asami recovers from the gaki’s paralyzing 
touch just as two more undead succumb to the 
wall of fire. Miyo casts fire bolt, and then drops 
the wall so that the party can maneuver without 
fear of getting burnt to a crisp.

Saeko fills another gaki with arrows and 
Kumiko dashes up the embankment to take out 
the remaining undead with her sun blade and 
ancestral katana.

The characters restore the shintai to the 
shrine, and Hisako, the Winter Hare, appears. 
She fills them in on the goings on around Mizu-
ta, and specifically talks about the Temple of the 
Scarlett Sky, which is led by Shihan Michiko, 
who is said to never leave the temple. She also 
mentions the Crypt of the Skeletal Samurai, to 
the south of town.

The spirit then sends the characters back to 
the material world, where they take a short rest, 
before heading toward next shrine.

On their way, they spot two travelers in 
distress. A horse and wagon are stopped by the 
side of the road, directly in front of a hokora, 
a roadside shrine. Lying on the ground next to 
the cart is an elderly man being tended to by an 
elderly woman. When the woman sees the party 
approach, she yells at them to help.

The party carefully approaches, wary of 
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anyone passing this close to the corrupted town 
of Mizuta, but quickly realize that they man and 
woman pose no threat. The woman introduces 
herself as Tanaka Mako. She explains that she 
and her husband, Toyoharu, stopped by the 
hokora, home to a sacred well, in order to rest. 
Toyoharu drank water from the well and imme-
diately fell ill.

The characters examine Toyoharu, and are 
horrified to see random mouths open up on var-
ious parts of his body, gibber for a moment, and 
then disappear. It’s clear that he’s in the process of 
turning into a gibbering mouther! Mako im-
plores the group to help her husband.

Saeko tries lesser restoration, but it fails to 
have an effect. Fumiko uses her knowledge of 
esoteric medicine to diagnose the disease as Gib-
bering Blight, and gives a prescription for a cure. 
They need to brew a tea made from:

• Ōmukade (giant centipede) venom

• A cap of the giant nameko mushroom

• The heart of giant wasp queen

Kumiko and Saeko debate helping versus 
pressing on. Kumiko believes the threat from 
Sosuke and the Eaters of the Dead is too great to 
spare the time. Saeko, however, convicts her to 
help.

The characters ask Fumiko to take Mako and 
Toyoharu back to their camp and to do what she 
can to care for them while they hunt down the 
ingredients. Fumiko tells them that she knows of 
an ōmukade breeder that they can get the venom 
from.

They agree to tackle the centipede venom 
later. First, though, they head to the crossroad 
where they fought the giant wasps. They scout 
the area until they find the entrance to the hive: a 
giant, five-foot-wide hole in the ground.

They back off and watch the hole for signs of 
activity. After waiting fora. Few minutes without 
any sign of wasps, Kumiko gets bored and drops 
a giant rock down. It takes a while to land.

Miyo shrugs, casts feather fall and steps into 
the hole. Everyone else descends by rope. A near-
ly vertical 50-foot shaft leads to an entrance to 

the nest. After tying off their rope at the bottom 
of the shaft, the characters quietly enter the main 
chamber, which is illuminated by patches of 
phosphorescent fungi.

Directly across from the entrance is a massive 
pile of bones: mostly of humanoids, but also of 
sheep, dogs, and other animals small enough for 
the wasps to dismember and carry away.

The giant pile of bones sitting right in front of 
the characters is intimidating and creepy, they all 
agree. As they cautiously move forward to check 
out the pile of bones, Kumiko catches movement 
out of the corner of her eye, and hears angry 
buzzing in the distance. Saeko casts heroism on 
everyone.

A narrow opening in the wall of the entrance 
chamber leads to another, larger chamber. The 
party heads toward the buzzing, and Miyo casts 
fireball, catching two giant wasps in the blast, and 
lighting up the rest of the nest so they can see 
what’s in store for them: four giant wasp drones 
guard the entrance to another chamber, where a 
gigantic queen awaits.

Kumiko moves forward and shouts at the 
drones in an attempt to intimidate them. Asami 
uses her blowgun. The wasps return the favor, 
attacking Asami and Kumiko. They miss Ku-
miko, but hit Asami. Asami uses uncanny dodge 
to reduce the damage against her.

Saeko and Miyo use their magical abilities 
to attack the wasps from afar while Asami and 
Kumiko press the wasps back with their blades. 
Miyo is the first to kill a wasp by using fire bolt, 
followed by Kumiko taking out the one directly 
in front of her.

Asami fells a third wasp, and then falls back 
as the remaining drone attacks Kumiko. The 
queen angrily buzzes as she moves forward, join-
ing the fight. While the giant wasps are the size 
of flying wolves, the queen is easily twice as big: 
she dwarfs the four human adventurers.

Kumiko, Miyo, and Asami attack the remain-
ing drone while Saeko casts confusion on the 
queen.  The gigantic wasp queen stops menacing 
the characters while under the influence of Sae-
ko’s magic, which allows the characters to take 
out the remaining drone.
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Kumiko then moves up to engage the queen 
and Asami dashes in and out to make use of her 
sneak attack. The combined might of the four 
women allows them to finish her off quickly 
while minimizing the damage to themselves.

They extract the queen’s heart and return to 
camp. They deliver the heart to Fumiko, check in 
on the ailing merchant, and then discuss the next 
steps. Haruko is very excited that the wasp threat 
is gone, so she eagerly volunteers to guide the 
part to the second ingredient on the list — the 
mushrooms.

Before they set off, the characters take a long 
rest.

Senbu (5/9)
T he next morning, Haruko leads the characters 

to a village populated by kinokobito — mush-
room people. As they make their way, Kumiko 
talks with Haruko about the kinokobito. She’s 
read about them, but has no idea how to com-
municate with them.

Haruko was on her way to the village when 
she got waylaid by the giant wasps, but she’s 
unsure of quite how to communicate, either. As 
they come over a rise, they see a forest of mush-
rooms standing as tall as houses. Near the center 
is a gigantic mushroom that glows with a soft 
golden light.  As the characters approach within 
the radius of the glow, they feel the weight of 
the kegare lift. The constant drone fades into the 
background and the unease caused by the nega-
tive energy emanating from Mizuta falls away.

Milling about within the village are several 
dozen kinokobito — some are tending to small 
mushroom patches, others are gathered around 
the golden mushroom, and others seem to be 
going about their day.

The characters are flummoxed and unsure of 
how to approach. Finally, one of the mushroom 
people wanders over. Saeko, worried, backs away. 
Kumiko interposes herself, and the kinokobi-
to stops. It tilts its head, and a cloud of golden 
spores floats out from under its cap and drifts 
toward the group.

Kumiko, Miyo, and Asami are affected by the 
spores — they can suddenly see the kinokobito’s 
thoughts in their minds. Rather than language, 
it communicates via symbols, but the characters 
are all able to understand it. It introduces itself as 
Kinoko, and asks them how it can help.

The characters communicate their need, 
explaining the merchant’s dire condition and 
their need for a specific type of mushroom. The 
kinokobito graciously agrees to share what they 
have, and leads them over to the golden mush-
room where a very tall kinokobito with a very 
wide cap sits meditating.

The kinokobito leader greets the party with 
its own cloud of golden spores, and invites them 
to stay as long as they’d like. The characters are 
filled with questions, which it is happy to answer:

Q: Who are you?
A: Kinoko

Q: What is the giant golden mushroom?
A: Kinoko

Q: What does it do?
A: It protects us.

The kinokobito leader reaches up into the 
gills of the giant golden mushroom and extracts 
a spore the size of its fist, then hands it over to 
the party.  As they examine the golden spore, 
one of the other kinokobito brings over a perfect, 
glossy, bright-orange cap of the giant nameko 
mushroom.

The party thank the kinokobito, and turn to 
leave, but Kumiko asks one final question: what 
happens when they plant the spore?

A: Happiness

Kumiko is unsatisfied with the answer, but 
the party decides to get while the getting’s good, 
so they return to camp. There they find that the 
old man’s limbs have turned into tentacles, and 
he is in even more pain than before.

Kumiko is nervous about planting the spore, 
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so she gives it to Haruko for safe keeping and 
instructs her not to plant it. Fumiko takes the 
mushroom cap to prepare it for the medicine, 
and directs the characters to her friend Kyoko, 
who raises giant centipedes.

Her ranch is a tough hike north, but the 
screaming and wailing coming from the mer-
chant convince them to move quickly. As they 
make their way along the trail to the north, Saeko 
can’t contain her excitement about possibly 
getting a giant centipede mount. Kumiko shivers 
every time she thinks about them.

The party makes good time, reaching the 
canyon where they expect to find Kyoko and 
her ōmukade ranch in a little over an hour. As 
they enter the grassy canyon, Kumiko stumbles 
right into a shambling mound. Kumiko shouts 
in alarm. The mound shambles in response, and 
attacks Kumiko.

Miyo reacts by casting flaming sphere. Saeko 
unleashes vicious mockery. Asami sneak attacks 
the mound with her blowgun. Saeko casts free-
dom of movement on Kumiko to keep her from 
getting entangled, and then Miyo uses magic 
missile and flaming sphere in conjunction.The 
four women pound on the shambling mound 
until it stops shambling, and take no damage 
themselves. They realize that they got lucky and 
that they need to treat their movement through 
the canyon more cautiously.

The characters look around, and spot a deep, 
limpid pool, on the other side of which sits a 
small, leather pouch. As they approach, though, 
a set of purple-black tentacles shoots out of the 
pool and lashes out at Kumiko.

Kumiko reacts by throwing shuriken at the 
tentacles, and Asami uses her blowgun. The ten-
tacles flail around wildly in response, but don’t 
withdraw. After a few moments of debate about 
whether the pouch is worth risking the tentacles, 
Saeko reminds Kumiko that she has freedom of 
movement active. Kumiko wanders right by the 
tentacles, but they fail to grapple her.

Inside the pouch, Kumiko discovers a potion 
of spell recovery and a bundle of cranes. Satis-
fied that the tentacles are a manageable threat, 
Saeko and Kumiko lead the way further into the 

canyon. Several tentacle-filled pools later, they 
find Kyoko the ōmukade rancher. They introduce 
themselves, and Kumiko explains their quest. 

Kyoko explains that this canyon is normally 
tranquil, but since Kobayashi was summoned, 
she’s had to fight off nasty creatures left and right. 
Just three days ago, a tentacled monstrosity took 
residence in the lovely pools that grace the can-
yon, and now her centipedes are hiding under-
ground and won’t come out.

If the characters can rid the canyon of the 
horrible tentacle creature, then Kyoko would be 
happy to milk the centipedes to provide their 
venom. She even offer to throw in a couple of 
healing potions for their trouble. Saeko distrib-
utes the healing potions to Asami and Kumiko.

The characters head to the center of the 
tentacle infestation: two large pools surrounded 
by sheer canyon walls. The first pool is filled with 
even larger tentacles. Kumiko edges around the 
water and tries to draw the attention of the ten-
tacles to allow the other characters to move past. 
Unfortunately, Miyo gets grappled as she tries to 
sneak past. Everyone attacks the tentacles allow-
ing her to wriggle free.

Then they all turn around to see the source 
of the tentacles. In the second large pool lurks a 
giant monstrosity: an oni that they recognize as 
Hisomu, the Lurker.

Asami leads off combat with her blowgun. 
Kumiko wades a few feet into the pool, throws a 
shuriken and hits, but her non-magical shuriken 
only does partial damage.

Hisomu and Kumiko trade misses, and Saeko 
tries to cast fear on the oni, but Hisomu resists. 
Miyo also misses with her witch bolt.

Kumiko tries to intimidate it the oni, but it 
seems indifferent to her display of strength. In 
response, Hisomu creates an illusion of Namiko, 
Miyo’s mentor, and invites her to join it in the 
middle of the pool.

Miyo is convinced that the illusion is really 
her long-dead mentor and walks into the water 
toward Hisomu. Kumiko is dumbfounded and 
asks, “Miyo, what’s going on? Where are you 
going?”

“I’m going to see Namiko,” comes the reply.
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Kumiko realizes that her friend is in trouble, 
and tries to grab her. She succeeds, and drags her 
back a few feet.

Hisomu attacks Miyo and grapples her, lead-
ing to a tug of war between the tentacled oni and 
the powerful samurai. Miyo gets tugged back and 
forth, but Hisomu looses the contest to Kumiko. 
Miyo then shakes off the effects of the illusion.

Saeko casts freedom of movement on Miyo to 
ensure that she doesn’t get grappled again. Miyo, 
now furious with the oni, hits with a witch bolt. 
Asami follows up with her blowgun, and Kumiko 
throws shuriken.

Hisomu tries to enchant Kumiko next, but 
fails. Sensing a pattern, Saeko begins to counter-
charm to prevent her friends from succumbing 
to the oni’s mind-scrambling powers.

Miyo casts blindness/deafness on Hisomu, 
cutting off the oni’s vision. After a few more hits, 
Asami kills it with a blowgun. The tentacles with-
er and sink into the pool.

The characters go back and talk to Kyoko, 
and the mukade come burrowing out of the 
ground. At seeing the giant centipedes, Kumiko 
gets incredibly anxious. Saeko excitedly pets one, 
while another crawls over and starts nuzzling 
Kumiko. Kumiko narrowly avoids fainting.

Mukade venom in hand, the group head back 
to camp, escorted by Kyoko and her ōmukade 
mount, Momoru. Fumiko brews the medici-
nal tea, which Toyoharu gulps down. His limbs 
immediately revert to normal, and the gibbering 
mouths disappear. Everyone sighs in relief.

Now that he’s healed, Kumiko insists on 
questioning him. He tells the party that he is a 
fletcher specializing in magical ammunition, and 
that he and his wife were on their way to Fuji-
wara to deliver a set of special arrows to a valu-
able client. 

Kumiko doesn’t like the sound of that, given 
the recent goings on in Fujiwara, so she convinc-
es him to tell them what his “special arrows” are. 
He reveals that he was delivering a set of Void 
Arrows to Reiko of the Jade Fist. He apologies, 
but he needs to complete the transaction. How-
ever, in gratitude for saving his life, he gives them 
the complete set of other equipment that he was 

planning to sell: Kumiko takes a set of six Heal-
ing Arrows, Asami takes a set of six Runic Ar-
rows, and Saeko takes Fushichō, a magical quiver 
that has a single hōō arrow bound to it.

With that, the party takes a long rest.

Metsu (5/10)
B efore leaving for the third shrine the next 

morning, a little bird swoops into camp and 
delivers a message to Fumiko, letting the party 
know that the shrine of the Fire Fox is being 
attacked again. 

Frustrated, Kumiko, Asami, Saeko, and Miyo 
head back to his shrine and march through the 
torii into the spirit world. As soon as they ar-
rive in the fiery demiplane, they see a group of 
cultists working to dismantle the shrine. The 
characters waste no time, immediately launching 
an attack.

Asami leads off the fight.  She dashes forward 
and sneak attacks the nearest cultist before he 
can react, almost killing him in one shot. Miyo 
casts flaming sphere and finishes the job.

Saeko steps back and fires her shiny, new hōō 
arrow, landing a direct hit. The arrow bursts into 
flames on impact, causing the cultist to shriek in 
pain.

The cultists are completely outmatched by 
the characters. One misses Kumiko with hold 
person. Miyo counterspells an inflict wounds 
from another. A third cultist misses yet again 
with inflict wounds.

Miyo moves her flaming sphere and then 
casts burning hands. Saeko follows with vicious 
mockery, and Kumiko cleans up the remaining 
cultists. She leaves the last one alive, but uncon-
scious, and they tie him up.

They then untie Fire Fox, who thanks them 
profusely for their continued assistance, and then 
return to the material plane. Saeko drags the 
bound cultist over to the river. She wakes him up 
and casts charm person on him, but he resists the 
spell. Kumiko threatens him in order to intimi-
date him into cooperating, but he’s a true believ-
er, and resists her influence as well. Finally, Saeko 
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tries a different tactic, and persuades him to fill 
the party in on what they’re missing. If he’s so 
confident that he’s on the right path, shouldn’t he 
want to share his enthusiasm with them?

The cultist begins evangelizing and quickly 
grows boastful. Emboldened, he brags of Han-
da-san, the shinkan of the Frog King Shrine who 
turned on Mitsuhide and the other shugenja. 
It’s his cell of the cult that’s been desecrating the 
shrines of the guardian spirits, enabling Mizuta’s 
corrupt energy to spread throughout the region.

Then he brags about the power of Kobayashi 
and how all the unworthy will be devoured. 
He spills some of the beans, but not too many. 
Kumiko, having heard enough, kills him, and the 
party takes a short rest.

The characters hurry toward the third shrine, 
and, on the way, spot a camp filled with cultists. 
The camp is set on an embankment, overlooking 
a river, and is bordered to the north by a perfect-
ly placed bluff. The bluff makes the camp hard to 
spot from the road, but it also makes the charac-
ters hard to spot from the camp.

Asami spots the cultists well before the 
characters are noticed, and quickly formulates 
a plan to ambush them. The characters make a 
group stealth check and sneak to the top of the 
cliff right above the camp. From their vantage 
point, they are easily able to determine that this 
is Handa’s group, and that they are all completely 
unaware of the impending ambush.

Kumiko leads the surprise attack by bellow-
ing a mighty ki. Before any of the cultists can 
react, Miyo drops a fireball on the group, doing a 
tremendous amount of damage. Asami then hits 
Handa with a blow dart and kills him.

Saeko uses hypnotic pattern, dazing two of 
the cultists, and preventing them from taking 
any action. Emboldened, Kumiko mocks the 
badly-burned survivors, before Miyo uses fire-
ball again. At this point, only two cultists are still 
alive.

Asami runs down the cliff and attacks the one 
nearest to her, while Kumiko waits patiently for 
the remaining cultist to make his way to the top 
of the cliff before easily killing him.

The party search the remains of the camp and 

finds a set of coded correspondence still intact, if 
slightly charred. As they take a short rest, Saeko 
deciphers the correspondence, as she’s broken the 
cult’s code many times over.

She learns that:

• The Raven is in the Crypt of the Skeletal Sa-
murai south of town.

• The Cricket is in the Temple of the Scarlet Sky 
east of town.

• The Cicada is at the docks on the north end 
of town.

• The Pheasant is missing.

• Sosuke is at the Shrine of Three Heavens in 
the center of town.

After their rest, they make clean up the 
campsite, burn the bodies, and head toward the 
Shrine of the Storm Crow.

The trail to the Shrine of the Storm Crow 
leads to a moderately deep stream. On the other 
side of the stream is the shrine. Their encounter 
with corrupted, be-tentacled, water creatures 
fresh in their minds, the four women approach 
the stream with caution.

Kumiko jumps from rock to rock, and makes 
it across to dry land. Miyo misty steps. Asami 
tries to cross like Kumiko, but falls in and gets 
wet. Fortunately, she is no worse for it. Seeing 
this, Saeko simply wades across.

The characters take a deep breath, and then 
walk through the torii that stands in front of the 
shrine. True to the nature of the spirit Sakutaro, 
the Storm Crow’s realm is filled with heavy rain 
and blustery wind. Thunder rumbles ominously 
in the distance, and lighting periodically arcs 
across the sky. 

Directly in front of them, sitting atop the 
shrine, is a ten foot tall tangle of vines, leaves, 
and blood-red blossoms. Wrapped tightly in its 
vines are the corpses of six cultists, expressions 
of horror and shock still frozen on their faces. As 
the characters emerge from the torii, the corpse 
flower springs to life, vines writhing, leaves snap-
ping open and shut like hungry maws.

Miyo takes one look at it and casts flaming 
sphere. Asami sneak attacks using her blowgun, 
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and Kumiko runs up to it and tries to intimidate 
it. However, once she gets within ten feet of it, 
her nose is filled with the scent of death and de-
cay. She recoils in horror from the stench, draw-
ing an attack of opportunity from the corpse 
flower.

It shambles forward, misses Kumiko with a 
lashing vine, and then absorbs one of the cultists’ 
corpses into its body. The leaves and vines that 
were charred from Miyo’s flaming sphere visibly 
heal as the corpse flower digests the cultist.

Horrified, Saeko casts heroism on Miyo and 
Kumiko. Miyo keeps her distance and casts fire 
bolt, while Asami uses her blowgun again. 

Kumiko and Saeko both become sickened 
by the corpse flower’s stench, so Miyo backs up, 
casts wall of flame and torches it. Kumiko shrugs 
off the effects of the stench and attacks the corpse 
flower. She pushes herself beyond her normal 
limits, and uses an action surge to kill it. Miyo 
then burns it with magic.

The threat eliminated, the characters restore 
the shrine. The power of the three combined 
protector spirits immediately purifies the sur-
rounding region. The droning fades into the 
distance; trees, bushes, and other vegetation that 
had sprouted flailing tentacles return to normal; 
and the air becomes easier to breathe.

After the Storm Crow thanks them, the char-
acters return to camp and take a long, well-de-
served rest. As they reflect on what they’ve 
accomplished, and share tales of their exploits 
with their impressionable urokobito entourage, 
they decide to head to the Crypt of the Skeletal 
Samurai and confront the Raven next.

But first, they need sleep.

Taian (5/11)
A fter a restful night, the characters equip 

themselves with o-fuda to protect against 
kegare, and also stash a few vials of antitoxin 
in case they run into giant venomous creatures 
again.

They head toward Mizuta, and the closer 
they get, the louder the droning becomes. The 

air crackles with a negative energy that make 
the hair on the back of their necks stand up and 
causes them to be hyper vigilant. Even for the 
seasoned adventurers that they’ve now become, 
it’s exhausting to be continually alert. 

They skirt the town and head on a path 
heading south, toward the Crypt of the Skeletal 
Samurai. A few minutes later, they spot a series 
of switchbacks leading up to the crypt nestled 
high in the hills.

As they ascend, a group of skeletal archers 
and ghost dogs emerge from the shadows. The 
group is walking single file up the narrow trail, 
with no room to spread out, so Miyo uses fire 
bolt on the closest ghost dog.

The skeletal archers release a volley of arrows, 
and the characters realize that they need a strat-
egy. Kumiko basically explodes the ghost dog in 
front of her, and then climbs up the cliff next to 
her. Asami scrambles up ahead of her and attacks 
the next ghost dog, and then Kumiko finishes it 
off.

The characters all begin climbing and taking 
out the skeletons. They pose little threat when 
confronted individually, and they clean up the 
rest of the skeletons without much trouble.

The characters hunker down out of sight of 
the temple itself, and take a short rest.

Having caught their breath, the characters 
enter the crypt. Kumiko takes the lead, her sun 
blade at the ready, and they see another group of 
skeletal samurai. Saeko drops the first skeleton 
with her bow. Kumiko takes out three of them 
with one expert swipe. Asami detaches another 
skeleton’s head with a precise sneak attack, and 
Miyo explodes another with a fire bolt.

The characters look around the entry cham-
ber. To their right is a giant pile of rubble. To the 
left is an open door. They carefully move through 
the door and down a corridor lined with urns. As 
they creep up to the next room, they catch sight 
of a large, skeletal oni sitting zazen on a medita-
tion mat. Its giant, razor-sharp claws are folded 
over its belly, and a long, scorpion tail flicks lazily 
behind it. It is flanked by two wights — of the 
variety that were part of the Raven’s entourage.

Asami dashes in and initiates combat with 
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a sneak attack on the closest wight. Saeko then 
casts hypnotic pattern and manages to entrance 
the two wights, but not the skeletal oni. Miyo 
then casts wall of fire, encircling the oni.

The oni sighs, stands up, and walks right 
through the wall of fire without a trace of dis-
comfort. “Well,” it says, “after four hundred years 
here, perhaps I’ve finally encountered worthy 
adversaries.”

It attacks Asami with both claws and its tail, 
and Asami barely avoids taking a tremendous 
amount of damage by using her uncanny dodge. 
Kumiko manages to menace the oni, which gives 
Asami the time to fall back. She takes a swipe at 
one of the entranced wights on the way, and then 
gets healed by Saeko.

The oni is frightened of Kumiko and misses 
with its claws. Asami then kills the wight closest 
to her, and Saeko casts protection from evil on 
Kumiko.

At that moment, two more wights enter 
the room through a door opposite the one the 
characters entered through. Behind them is the 
woman they’ve been hunting for, the Raven.

Miyo decides that it’s time to break out the 
big guns, and blasts the three remaining wights 
with a fireball. The Raven isn’t caught in the 
blast, and retaliates by casting blight on Kumiko, 
wounding her badly.

Kumiko and Asami both do tremendous 
damage to the oni, and then Miyo drops another 
fireball, finishing off the three wights.

The Raven frowns and blights Kumiko again. 
The young samurai rallies, though, and finishes 
off the oni before it can attack again. Unprotect-
ed, the Raven makes an easy target: Saeko and 
Asami dash across the room and cut her down.

The four friends breathe a sigh of relief. 
They’ve accomplished much and grown in skill 
since the last time they fought the Raven, and 
they’re happy that she won’t be escaping once 
again.

In the shadows, near the edge of the room, 
the characters notice a chest that appears to 
be constructed out of bone. Miyo doesn’t play 
around: she casts knock, and inside finds a set of 
four ancient scrolls and a handful of potions.

With the immediate threat neutralized, the 
party takes a short rest as Miyo examines the 
scrolls.

Miyo determines the scrolls are ancient mag-
ic that, though careful study, can enhance the 
body and mind. They include:

• Tome of Clear Thought

• Tome of Leadership and Influence

• Manual of Gainful Exercise

• Manual of Quickness of Action

While Miyo examines the scrolls, Kumiko 
drags all the bodies outside the crypt and sets 
them on fire. The characters then finish looking 
around. The rooms adjacent to the oni’s medita-
tion room had been turned into a makeshift lab 
for the Raven.

The characters find a whole set of detailed 
blood magic notes in the Raven’s lab — no doubt 
what she was working on next. They then head 
back to camp.

Kumiko, Saeko, Miyo, and Asami start read-
ing the scrolls that they found in the bone chest. 
Haruko, Nahoko, and Fumiko start deciphering 
the Raven’s notes. After two days of careful study, 
the characters gain the benefits of the ancient 
magic in the scrolls.

Senshō (5/13)
H aruko, Nahoko, and Fumiko debrief the 

characters on the content of the notes. It 
appears that the skeletal oni’s name was Yuji, and 
had been enshrined in the crypt for over four 
hundred years. He has been feeding the Sosuke 
information about how to summon Kobayashi, 
and has been working with the Raven to reverse 
engineer the secret of immortality.

She’s quite a talented blood mage, based on 
the progress she’s made. It seems like she believes 
that Kobayashi entered into lichdom and creat-
ed his own demiplane — which is why he must 
periodically feed on the souls of mortals.

After thanking Haruko, Nahoko, and Fumiko 
for their hard work, the characters decide to head 
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to the Temple of the Scarlet Sky to confront Yasu, 
the Cricket. 

This time they head to the east of town, and 
follow the road to a temple built into the side of a 
mountain. As they cautiously approach the main 
gates, they surmise that no one is expecting them 
to come, as the watch towers aren’t manned and 
the doors are unlocked.

The group wanders into the temple. The front 
gates open directly onto an enormous courtyard 
which is bisected by a tranquil stream. Along 
the stream, the monks have cultivated a vegeta-
ble garden. At the eastern end of the courtyard, 
a senior monk appears to be instructing junior 
monks in drills. A second group of monks is 
doing exactly the same thing at the western end 
of the courtyard.

The characters also notice that, inside the 
gates of the temple, the horrible droning appears 
quieter than outside them. The weight of the 
kegare feels less. Clearly, the Scarlett Snake of the 
Eastern Sky, the kami that the monks venerate, is 
still protecting the temple.

Therefore, the characters decide to take a dip-
lomatic approach to interacting with the monks. 
Saeko uses major image to disguise herself as the 
Cricket. She has the rest of the group remain out 
of sight, and wanders over to the monks at the 
eastern end of the courtyard.

Her disguise is good enough to fool the 
sensei and his students. They warmly welcome 
her to observer their training. After chatting 
for a minute, Saeko asks them to spar for her to 
demonstrate their prowess. The monks happily 
put on a show, but Kumiko gets tired of hiding 
and steps out into view.

The sensei and the western end of the court-
yard turns around and spots them. “Outsiders!” 
He screams, and runs toward Kumiko, Saeko, 
and Miyo, his students in tow.

Saeko makes a convincing case to the monks 
that the characters are the new recruits she’s 
been waiting for. The sensei nods his assent and 
instructs the initiates to take a break.

The other group of monks continues to ad-
vance, but at a slower pace, and with a confused 
look on their faces. Saeko as Yasu orders them 

to stop and moves to rejoin Kumiko, Asami, and 
Miyo. She explains that the three young women 
are new initiates that she’s been waiting for.

Kenjiro-sensei introduces himself and wel-
comes them to the temple. He then takes the 
whole group on a grand tour of the temple. He 
points out the chicken coop, the vegetable gar-
den, and even Introduces them to Genichi, the 
urokobito chef.

He leads them into the hondō, the main 
hall, and offers them food. Genichi runs back 
and forth to his kitchen, bringing them rice and 
cooked vegetables to eat. Other monks come in, 
eat, and leave, and the characters wonder what 
their next move is.

Fortunately, fate answers that question for 
them. Michiko-shihan, it turns out, is a giant 
snake. She slithers in to the dining hall, stares at 
Saeko disguised as Yasu, and orders Kenjiro to 
leave them.

Saeko drops the Yasu illusion, and asks how 
Michiko saw through her disguise. Michiko an-
swers that she was just on the upper level of the 
monastery talking to Yasu. 

As they talk, Saeko realizes that Michiko is 
being subtly distracted by the droning. She coun-
tercharms the drone, which snaps Michiko out of 
a sort of reverie.

Michiko informs the group that she is giv-
ing Yasu sanctuary from a group of interlopers 
who were trying to kill her. She surmises that the 
characters are that group and asks what they’re 
doing in the temple.

The characters reveal Yasu’s association with 
the Eaters of the Dead, and explain her role in 
the attacks on Fujiwara. Michiko is both fascinat-
ed and disturbed by the story. She agreed to takes 
them to Yasu, and leads them out a door, along 
a path overlooking a steep cliff, and up the spiral 
staircase built into the side of the cliff.

At the top of the cliff is another garden that 
contains the shrine to the Scarlett Snake of the 
Eastern Sky. On the far side stands Yasu.

Michiko stands aside and lets the characters 
approach Yasu. The undead ninja cultist appears 
to be very frightened of the characters, and Ku-
miko intimidates her about as effectively as one 
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can.
Saeko questions her. They don’t yet know the 

identity of the fourth cult leader — the Cicada. 
Yasu reveals that the Cicada is Ukon, the chūnin 
of the Jade Fist. 

She tells them that Sosuke does not yet have 
the Book of Endless Hunger. That the Raven is 
the one who developed the zombie poison, and 
that the cult was trying to curry favor with Ko-
bayashi by trying to feed the whole of Fujiwara to 
him. She also tells them that the remaining cult-
ists had to retreat to Mizuta due to the dogged 
persistence of the characters.

Yasu begs Michiko to protect her, and the 
characters defer. “She’s your student,” Saeko says.

“She is not my student,” Michiko replies, and 
turns away.

Kumiko takes off Yasu’s head.
As is customary in the Land of the Crane, the 

characters burn Yasu’s body to prevent her from 
spontaneously rising as undead. Again.

Shihan Michiko slithers away and leaves the 
characters to themselves. They discuss heading to 
the docks — where the Cicada is supposed to be 
hiding — before they turn their sights to Sosuke.

Asami has some feelings about taking out 
Ukon, her former boss, but she talks with the 
other characters and they convince her that it is 
really Ukon who has betrayed her and the Jade 
Fist by aligning himself with Kobayashi.

After some thought, Asami agrees with her 
friends that the Cicada needs to be stopped. On 
their way out, they talk to Michiko again, and 
she gives them what meager magical supplies 
her temple has stockpiled. The characters receive 
scrolls of:

• Lighting Bolt

• Blight

• Dominate Person

While a convenient bridge connects the 
south of Mizuta to the docks on the north side of 
the Iwari river, the characters decide to sneak in 
the back way. They head directly north from the 
monastery and ford the river at a shallow point. 
Then they follow the river west with the hope of 

taking Ukon by surprise.
Their plan is a resounding success. They 

manage to sneak up behind Ukon while he 
appears to be watching the bridge for signs of 
activity.

Miyo casts blindness/deafness on Ukon. He 
fails to resist the magic and grasps his head in his 
hands. “This must be Asami’s work,” he growls as 
he spins around to face the characters. He steps 
forward, but Saeko notices that his shadow stays 
put.

Kumiko runs up, throwing shuriken at Ukon. 
Asami then dashes in and hits with a sneak 
attack. Saeko and Miyo both miss with spells, 
and Ukon’s shadow dashes forward to stab Asami 
with a shadowy ninja-to.

Ukon stands no chance against the combined 
might of Clan Tokugawa (and Asami), however, 
and quickly falls. When he dies, his shadow dissi-
pates, and the characters burn his body.

With that loose end tied up, the characters 
investigate the docks. There they find a stash of 
Ukon’s equipment hidden in a rowboat. Saeko 
identifies correspondence from Sosuke talking 
about the annoying interlopers and the need to 
fall back to Mizuta. He suggests that Ukon use 
his relationship with Asami to undermine the 
group — giving her direct orders if he has to.

After a short rest, the characters turn their 
sights to the bridge over the Iwaki river and the 
temple distract that lies across it.

Kumiko, the daimyō of Tokugawa, her ad-
visors Saeko and Miyo, and her steadfast com-
panion Asami all head across the footbridge into 
Mizuta. As they head toward the Shrine of the 
Three Heavens, they fight off a few stray wander-
ing zombies, but the town is otherwise deserted.

The closer they get to their ultimate fight, the 
greater the effects of the ever-present kegare. The 
drone which has haunted them for weeks gets 
stronger and louder, pounding in their ears. The 
air itself presses down upon them, making each 
step take more and more effort.

When they reach the Shrine, they don’t 
hesitate. Kumiko throws open the door, and the 
women march right in. In the courtyard of the 
shrine, on the other side of an immaculately 
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sculpted garden, is the black shadow dragon that 
escaped them in Fujiwara. A handful of cultists, 
who were busy doing whatever it is that cultists 
do in their spare time, are caught by surprise.

If the dragon is surprised, it shows no sign 
of hesitation, and lets loose with a gout of ne-
crotic acid that washes over Kumiko and Miyo. 
Both manage to dodge the brunt of the blast, and 
Saeko responds by casting hypnotic pattern on 
the dragon and two cultists that flank it. All three 
become entranced.

The non-hypnotized cultists engage with the 
characters, casting inflict wounds on Kumiko 
and Saeko. Miyo reacts with a shocking grasp on 
one cultist while Asami carves the kidneys out 
of another. Kumiko attacks and menaces the first 
cultist., then runs over and kills the other one.

Saeko shoots her hōō arrow at the first cultist, 
killing him. The dragon and the remaining two 
cultists are hypnotized, so Miyo readies witch 
bolt on whoever breaks concentration first.

Asami knifes the cultist to the left of the 
dragon, Miyo’s witch bolt hits, and then Kumiko 
finishes him off. Saeko readies an action to shoot 
arrows at the cultist to the right of the dragon. 
Miyo casts witch bolt and hits, rousing him from 
his reverie, but then Saeko hits him with a flam-
ing arrow. Asami dashes forward and nearly kills 
him, but not quite. Kumiko does, however.

Saeko fires arrows at dragon, but fails to do 
any damage. Miyo follows her by casting blind-
ness/deafness, and blinding the dragon. Asami 
sneak attacks it, and it misses her with all of its 
attacks.

Miyo casts witch bolt again, and then Asami 
kills the dragon with a sneak attack. Kumiko 
wastes no time and dashes into the haiden, where 
she sees several cultists, and, at the back of the 
room, their nemesis, Iguchi Sosuke.

Kumiko, true to character, threatens Sosuke. 
He looks back at her and smiles.

Sosuke attacks Kumiko with a wave of ne-
crotic energy, but she shrugs it off. The other 
characters join Kumiko inside the shrine. Sae-
ko casts hypnotic pattern, hoping to entrance 
Sosuke. While he ends up unaffected, she does 
hypnotize one cultist.

Miyo uses fireball, sending searing flames 
ripping through the two cultists and Sosuke. 
The cult leader grimaces, but then smiles again 
as the necrotic energy suffusing the shrine heals 
his injuries. He points at Kumiko and casts flame 
strike, doing significant damage to the young 
samurai.

Asami uses blow gun on the non-entranced 
cultist, and Kumiko maneuvers into better posi-
tion before drinking a healing potion.

Sosuke directs the kegare infusing the shrine 
to attack Kumiko, and she becomes vulnerable to 
necrotic damage.

Saeko tries another of her favorite tricks, and 
casts heat metal on Sosuke, who is wearing armor 
under his robes. He scowls at her in response.

Two cultists emerge from another room 
and try to cast command on Kumiko and Asa-
mi. Both resist the effect, but Kumiko suddenly 
freezes in place as the third cultist casts hold 
person on her.

Miyo uses fireball again, targeting the cultists, 
and manages to kill two of them. Sosuke casts 
harm on Kumiko, who is vulnerable to necrotic 
damage. She gasps in pain as a significant por-
tion of her life force is ripped out of her.

Asami moves up to the front line and stabs 
one of the cultists with her ninja-to. Kumiko 
finishes him off, kills the remaining, entranced 
cultist, and then falls back. Saeko heals Kumiko.

Miyo casts blindness/deafness on Sosuke, 
blinding him. He responds by casting flame strike 
again.

With the secondary threat of the cultists out 
of the way, Asami dashes forward and sneak 
attacks Sosuke. Kumiko joins her, does tremen-
dous damage with her sun blade and ancestral 
katana, and then finishes him off with a menac-
ing attack. Once again, she manages to shout her 
enemies into oblivion.

As Sosuke takes his last breath, a rift opens 
up in the fabric of space and time. The characters 
feel waves of kegare wash past them as all of the 
negative energy in the shrine, city, and country-
side is sucked back into the void.

The droning stops. The weight of air itself 
lifts. Sosuke was the last element holding open 
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the gate to Kobayashi’s realm, and with his de-
mise, the gate has been closed.

The characters are both shocked and relieved 
that the threat from Mizuta has been eliminated. 
They burn Sosuke’s body, and then look around 
the shrine. They find two notable items.

First, Sosuke was carrying Kagitabako, the 
legendary sickle of death. Fortunately for the 
characters, he never got to use it. Asami claims 
it for her use. They also find Sosuke’s diary. It’s 
contained in a magical book known as an insa-
tiable tome, which will eat any other book placed 
near it.

Saeko and Miyo spend time pouring through 
the tome. Its pages initially appear blank, but 
suggesting a topic causes any relevant diary en-
tries to appear. They work their way through all 
the names and phrases that they can think of. As 
they read, they realize that Sosuke was a consum-
mate journalist and a complete braggart.

The diary reveals the connections that he 
made throughout the area: the Raven, the Pheas-
ant, the Cicada, and the Cricket. He’s particularly 
proud of the way that he played some of the play-
ers against each other to keep suspicions down. 
He’s happy with the way that he infiltrated the 
Golden Hornets and the Daimyo’s court.

His initial plan was to serve up his acolytes 
in Mizuta as a sacrifice to lure Kobayashi in. 
When that didn’t work, he formed a new plan to 
destabilize Fujiwara and seize control, then offer 
up the whole city as a sacrifice. He was incredi-
bly upset that his plans were thwarted, and by a 
group of young upstarts to boot. It’s evident that 
he considered himself smarter and more power-
ful than Clan Tokugawa.

The characters spend some time in Mizuta 
looking for stragglers and zombies and cultists 
to kill. They encounter a few zombies but easily 
destroy them. The town is, at last, well and truly 
abandoned.

They head back to camp, debrief the entou-
rage, and rest for the night. 

Tomobiki (5/14)
T he next morning, they send the entourage to 

Mizuta to begin restoration of the town. They, 
themselves, head back to Fujiwara.

Metsu (5/16)
T wo days later, the characters arrive back in the 

city. While they wait for an audience with the 
daimyō, they spread word amongst the urokobito 
that they’re looking for recruits. Kumiko suggests 
that they should establish a mutually beneficial 
arrangement with the Jade Fist, and Asami as-
sures her that they’d be happy to franchise.

At last, Kumiko, Saeko, Miyo, and Asami 
discuss their success with the daimyō of Fuji-
wara. Saeko begins by offering to bring back the 
daimō’s sister, Shizu, who was killed defending 
the palace during the shadow dragon attack. 
Fujiwara Rei readily agrees, and thanks the spir-
its for her good luck, as she delayed her sister’s 
cremation because she couldn’t bear the thought 
of putting her to rest.

Saeko casts raise dead, and one hour later, 
Fujiwara Shizu returns to life. The characters wit-
ness a tearful reunion between the two sisters.

Later, Kumiko makes an argument for her 
clan to take over Mizuta. Fujiwara Rei was al-
ready predisposed to liking them, but the act of 
bringing back her sister has made her very sup-
portive. She offers them all of the towns in the 
region that were destroyed, conditioned on them 
clearing out any remaining yōkai. In addition to 
Tokugawa and Mizuta, that includes:

• Yoshida — a small town home to Yoshida 
Onsen

• Nakashima — famous for its sake production

• Takeda — a farming community with abun-
dant rice farms

• Noguchi — another farming community that 
primarily produces soybeans

The group accepts the land grant and ask 
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about the citizens of the Yellow Lantern district. 
Rei agrees to let them recruit the urokobito for 
their new towns.

The daimyō also gifts the characters the fealty 
of the two guardsman who accompanied them to 
Mizuta. In return, they present her with the cure 
for Gibbering Blight, should anyone in Fujiwara 
become infected with it. Rei declares that the 
city will throw a celebration in their honor: the 
Festival of Purification.

On their way out of the palace, Saeko stops 
to talk to Shizu. She asks the Minister of the Arts 
if she will take over production at the Onodera 
Theater. Shizu readily agrees, and thanks Saeko 
once again for bringing her back from the dead.

Next, the characters head to the Frog King 
Shrine and talk to Mitsuhide. They wish him 
much success at the temple, but ask to have Na-
hoko accompany them to run the Shrine of the 
Three Heavens. He happily agrees.

They fill him in on their plans to rebuild the 
destroyed towns, but want to know if Kobayashi 
is still a threat. Based on his observations, Mit-
suhide believes that Kobayashi has returned to 
his realm because Sosuke was the force holding 
the portal open.

Before they leave the shrine, Mitsuhide gets 
a close look Saeko’s quiver. He’s impressed by 
the quality, but also points out that the fletch-
ing on the arrow is extremely impressive: hōō 
are extremely rare and powerful spirits. If she 
could somehow find the hōō that gave up its tail 
feather, she might be able to talk it into taking up 
residence in her quiver.

Kumiko excuses herself and visits the Cap-
tain of the Guard, who offers her celebratory 
sake. Together, they celebrate Tokugawa’s victory.

Asami, Saeko, and Miyo spread word in Yel-
low Lantern district that they need farmers and 
artisans to join them in their new han. They put 
up signs and talk to everyone they meet.

Taian (5/17)
T he next morning, Asami takes the rest of the 

group to meet Reiko for breakfast. As they 

slurp down noodles, the new jōnin of the Jade 
Fist lets them know that she is very impressed by 
what they’ve accomplished.

She is eager for Asami to build out an orga-
nization in Tokugawa’s new han. To get jump-
started, she suggests that Asami recruit from the 
Temple of the Scarlett Sky.

After lunch, Saeko and Miyo spend more 
time trying to glean information from Sosuke’s 
diary. They suggest every topic they can think of 
to the book, but spend most of their time on the 
Book of Eternal Hunger. Saeko is very intrigued 
by the Book of Eternal Hunger.

After dinner, Saeko holds an impromptu per-
formance at the Onodera Theater. She retells the 
characters’ story to date and delivers a recruiting 
message at end. The performance goes very, very 
well.

The characters encounter Nakashima Soshu, 
the proprietor of the Fragrant Fern, at the recep-
tion following the performance, and offer him an 
opportunity to take over the Yoshida Onsen.

Senshō (5/19)
T wo days later, the characters arrive in Yoshi-

da shortly after noon. Eager to see the hot 
springs, they proceed directly to the Onsen, 
which is nestled at the base of a mountain a few 
minutes ride to the east of the town.

As soon as they step into the bath house, they 
see that there’s been a bloodbath. It’s unsurpris-
ing, given Kobayashi passed through the town, 
but it’s still distressing to see so much blood 
strewn around. 

They cautiously investigate. Behind the bath 
house, they see the hot springs, multiple corpses, 
and three oni happily snacking on the various 
body parts scattered throughout the springs.

Asami dashes out and uses her blow gun on 
the first oni she sees. Saeko peeks her head out 
from behind the door of the bath house and tries 
to cast banishment on the oni, but it resists the 
magic.

All three oni move up and attack Asami. She 
manages to partially dodge their razor sharp 
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claws, but does get hit.
Miyo hangs back and uses fire bolt on the 

closest oni, but the fire doesn’t seem to have any 
effect. Kumiko closes with the oni, attacks, and 
meances one. Now that she’s in melee range, 
Asami attempts to attack with Kagitabako, but 
misses. Saeko then tries banishment again, but 
the oni manages to resist it again.

The oni attack Asami and Kumiko, but fail to 
damage the shifty ninja and the armored samu-
rai.

Miyo steps outside and attacks the menaced 
oni with witch bolt. Kumiko menaces the other 
two oni in addition to doing a lot of damage. Sae-
ko ducks out from behind the door and tries hyp-
notic pattern. All three resist the enchantment.

The oni attack Asami and Kumiko again, but 
fail to do any significant damage.

Kumiko, on the other hand, does significant 
damage to the oni closest to her. Asami applies 
the giant wasp poison to Kagitabako and hits the 
oni in front of her, but the poison has no effect.

Saeko moves out of the bath house into the 
open, and casts protection from evil and good on 
Kumiko. As a result, the first oni does no damage 
to Kumiko.

The second oni does a little damage to Asami, 
but the third oni take the opportunity to attack 
Saeko, and lands a critical hit on her. She hellish 
rebukes it, but the fire has no effect, and it presses 
the attack, critically wounding her.

Miyo fells one oni with witch bolt, then dash-
es back inside the bath house. Kumiko dances 
between the two remaining oni, using her action 
surge to deal significant damage to both. Asami 
follows with her sneak attack, while Saeko disen-
gages and falls back.

Kumiko and Asami trade blows with the two 
remaining oni, while Miyo lends magical sup-
port. Saeko takes the opportunity to heal herself. 
The tide of the battle has definitively turned, 
though, and the four friends defeat the flesh eat-
ing oni while suffering only minor damage.

Spent from the fight, the characters retreat to 
the Yoshida Inn to sleep.

Tomobiki (5/20)
T he next day, the group spends time cleaning 

up the onsen. Kumiko and Asami gather the 
corpses and corpse parts and build a sacred bon-
fire to dispose of them.

Miyo and Saeko use prestidigitation and 
mending to remove blood stains and patch up 
the springs and bath house. They notice that the 
springs, which should be hot, are actually cold, 
but don’t know what to make of it.

Near the middle of the afternoon, they find 
out. A gargantuan salamander spirit suddenly 
appears in the main pool and introduces himself 
as Munoto. As the water flows past him, it begins 
to steam — he is responsible for turning the nat-
urally cold spring water hot.

Kumiko thinks this might be a great place for 
Fumiko to set up shop.

The four heroes spend the morning relaxing 
in the hot springs with Munoto, the giant sala-
mander spirit. The stress of the month and a half 
since their village was eaten has set knots upon 
knots, and the healing powers of the onsen pro-
vide some much needed relief.

As they relax over lunch, Nakashima Soshu 
arrives at the onsen. He lets the characters know 
that the sold off the Fragrant Fern and is ready 
to open the Yoshida Inn. He brought a number 
of urokobito who are eager to staff the inn and 
onsen under his leadership.

The characters spend some time cleaning up 
the town, burning dead tentacles and cremating 
bodies. As they work, they discuss strategies of 
rebuilding their han. Kumiko wants to keep their 
current entourage together where possible. They 
determine that they will continue to liberate the 
land and then will head to Fujiwara to further 
recruit.

Once the town looks halfway presentable, 
they head north to investigate Nakashima. The 
stop over in Mizuta for the night and see that 
everyone’s busy cleaning up.
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Senbu (5/21)
E arly the next morning, the group heads to 

Nakashima. They enter the town from the 
south, intent on finding the sakagura. Like the 
other towns, there are a few stray undead that 
take little effort to put down, and rotting tenta-
cles everywhere.

As they make their way north, they wind 
through the streets and enter a square. A lone 
well sits, unused, in the middle of the square. 
They keep their eyes open for zombies, but are all 
completely surprised when a shadow remorhaz 
bursts out of the ground, scurries over, and bites 
Asami, grappling her.

Saeko casts freedom of movement on Asami, 
who gratefully tumbles out of the remorhaz’s 
maw. She whacks it with her scythe, but takes 
necrotic damage as a gout of black flame bursts 
from the wound.

Saeko remembers that they’ve all been car-
rying talismans against necrotic damage, and 
reminds the group to pull out their o-fuda. Ku-
miko slaps the talisman on her armor and then 
runs up and attacks. While she does respectable 
damage, she fails to menace it.

Miyo falls back and casts witch bolt on the 
remorhaz. It attacks Kumiko, but misses.

Saeko hits Asami with a healing arrow and 
the remorhaz with a fire arrow. Asami sneak 
attacks, Kumiko slices and dices and manages to 
finally menace the monstrous, necrotic insect. 
Miyo maintains witch bolt.

The remorhaz misses Kumiko once again, 
and the momentum decidedly shifts to the char-
acters. They do a tremendous amount of damage 
while avoiding its blows, until it gets in a lucky 
shot. It bites Kumiko, taking her from full health 
to unconscious in one blow.

Saeko revives her unconscious companion 
with healing word and then shoots the remorhaz 
with an arrow, killing it. The characters breathe a 
collective sigh of relief, though Kumiko is unim-
pressed with having almost almost been eaten.

The group takes a short rest while Saeko heals 
Kumiko. The young samurai is still fuming over 

almost having become breakfast for a giant, cen-
tipede-like monstrosity, when she hears screams 
coming from down in the remorhaz’s burrow.

Kumiko ties a rope around the well and then 
climbs down. Everyone follows. They end up in 
a cavern dominated by the underground spring 
that feeds the town well. The cavern continues 
on, and the characters spot shimenawa the sacred 
ropes that indicate a divine space.

The path diverges, and the characters take the 
left path. Asami takes the lead with Kumiko right 
behind her. The natural cave walls give way to 
worked stone — clearly someone or something 
put effort into this underground shrine.

As they peer into the darkness, Kumiko spots 
movement but isn’t sure what’s causing it. She 
suspects zombies.

That’s all Miyo needs to hear. The onmyōji 
casts fireball into the darkness, killing five of the 
six zombies that had just taken notice of them. 
Kumiko lops the remaining zombie in half with 
her sun blade.

A door opens in the wall next to them, and 
another zombie shambles out. Kumiko lops it in 
half as well, and then spots a horrid scene in the 
passage beyond: a statue of Kobayashi.

The characters move forward and take in the 
scene. The statue is ringed with incense burners, 
various sacred implements, and a scroll. Miyo 
casts detect magic on the statue and the scroll, but 
neither radiates any power.

Saeko picks up and reads the scroll. It’s 
addressed to the Great Leader, and the author 
wants to know why the ritual to summon Ko-
bayashi hasn’t resulted in immortality for every-
one yet. The author wants an update, and signs 
the letter as the Sparrow.

Everyone groans. Another set of code names?
The characters spend a few minutes exploring 

the rooms immediately next to them. They see a 
shrine fountain, another, unused chamber, and 
some stairs leading up. As they ponder which 
way to go, they hear screams again and decide to 
follow them.

Saeko casts protection from good and evil on 
Kumiko while Asami takes the lead. Kumiko 
spots some more zombies shambling around in 
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the darkness, so Miyo launches a fire bolt at the 
closest one.

Saeko finishes the job with an arrow. Asami 
takes out a second zombie, and Kumiko takes out 
the third.

The young samurai bounds up a low set of 
stairs and opens a wooden door at the top. Be-
yond the portal stands a large, red-skinned oni 
standing over a bound human woman. Next to 
him are three massive hounds with jet-black fur 
and eyes that glow like cinders.

When the bound woman sees Kumiko stand-
ing in the doorway, she screams for help. Kumiko 
responds by threatening the oni. Miyo leaps into 
action and casts blindness on him, but he resists. 
The three dogs howl and unleash a gout of flame 
each directly at Kumiko, scorching her armor.

Saeko moves up and casts wall of force to en-
trap the oni in a magical bubble. As soon as Sae-
ko steps into view, the oni gets a puzzled look on 
his face. He points at her and says, “You, girl. You 
burn with a familiar flame. What’s your name?”

Saeko is both wary and surprised. She begins 
a conversation, and the oni sheaths his weapon. 
In exchange for dropping the wall of force, he 
agrees to dismiss his canine companions.

Saeko asks the oni if he is the Sparrow. He 
gestures to the bound woman. “I assume you 
mean her,” he says.

The oni introduces himself as Takuya, de-
voted servant of Lord Kaji. Saeko and Kumiko 
recognize Lord Kaji as the ruler of a fiery realm 
in Yomi. He is known for being a master weap-
onsmith.

Takuya asks the characters if they know what 
is going on in the spirit realm. Saeko responds 
that she only knows the stories that her father 
told her.

He explains that the cosmos is in upheaval 
at the moment. The great dragon, Shozaburo, 
attacked the City of Cherry Blossoms and killed 
the Jade Emperor and his court. Because so many 
who were in line for the throne were wiped out, 
a young hanyō girl from the mortal world named 
Keiko was installed as the new Jade Empress.

As a result, some of the most powerful kami 
in the spirit realm are breaking millennia-old 

truces, forging new alliances, and attempting to 
gain influence with the Jade Empress and her 
mortal advisors. It’s chaos.

Saeko, in turn, explains Sosuke, the Eaters 
of the Dead, and what they’ve been up to for the 
last month.

Takuya asks if they’ve met an oni named 
Yuji. Lord Kaji feels that Lord Shimoyake, of the 
Frozen Wastes, may be up to something, and was 
using Kobayashi as a foil. Yuji was one of his lieu-
tenants and may have given information about 
Kobayashi to the Eaters of the Dead.

Kumiko remembers Yuji from the Crypt 
of the Skeleton Samurai and confirms that he’s 
dead.

Takuya says this is a good thing, and Kumiko 
manages to suppress a sigh of relief. She express-
es her frustration with figuring out how all of 
the players tie together. Unfortunately, Takuya 
doesn’t know the answer — that’s what he’s here 
to find out.

Stymied, the group turns to questioning the 
Sparrow. Kumiko tries to intimidate her while 
Saeko works to persuade her. Between the two of 
them, the Sparrow admits that the Great Leader 
promised everyone eternal life, but then shuts up.

The characters burst her bubble, telling her 
that Sosuke is dead. Then Kumiko and Saeko 
openly discuss killing her in front of everyone. 
The Sparrow begins talking again. She names the 
cult members in each of the other towns, as well 
as the four cult leaders in Fujiwara. The party 
learns that, in addition to her, there are:

• Tokugawa: Beetle

• Yoshida: Salamander

• Takeda: Fox

• Noguchi: Bear

Takuya watches them interrogate the Spar-
row, then bids farewell to the party — he needs 
to report back on what he’s learned. He leaves 
the prisoner in the custody of the characters, but 
before he plane shifts, he turns to Saeko and says, 
“If you see your mother, tell her I said hello.”

After absorbing that bombshell, Saeko votes 
they take the Sparrow back to Fujiwara and 
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collect a reward. The group debates her fate. The 
Sparrow looks back and forth at each of them as 
they deliberate.

At a certain point, they realize that the Spar-
row looks like all of the zombie corpses. She’s 
clearly been raising her own family with dark 
magic, and that seals the deal. Kumiko lectures 
her on how she’s betrayed her clan, and then lops 
her head off.

Before they head back to the surface, the 
characters spend time destroying the tainted 
relics. They put up sacred o-fuda in an attempt to 
start the process of purification.

Once above ground, they head toward the 
sakagura. They weave their way through the 
streets of the town, but as they draw near, they 
hear and see a handful of gaki standing outside 
the sakagura, vainly clawing at the doors and 
windows.

Miyo leads the assault with a fire bolt, but 
does very little damage. Saeko then casts protec-
tion from evil and good on Kumiko.

The gaki turn and attack Miyo. As they draw 
close, the overwhelming smell of death threatens 
to overpower the characters’ senses. Asami gets 
poisoned by the stench.

Kumiko powers through the putrid smell 
and kills one gaki. Then she dashes forward to 
interpose herself between the undead and her 
unarmored companions and seriously injures 
two others. From her new vantage point, sees 
that there are a lot more gaki where those first 
few came from.

More than a dozen gaki turn their attention 
from the sakagura to the characters. Miyo dis-
engages and falls back, hiding behind Saeko, but 
then launches fire bolt after fire bolt at the un-
dead.

Saeko begins pelting them with arrows while 
Kumiko and Asami form the front line. Their 
combined fire power quickly overpowers the 
hungry yōkai. As the bodies fall, another wave 
approaches, bringing their horrific stench with 
them.

The party stands fast and puts down the last 
of the undead. They wait, and only put down 
their weapons when they don’t hear any more 

shuffling. Kumiko quickly scouts out the perim-
eter of the building, and gives the all clear. As 
per usual, the characters burn the bodies of the 
undead, sending a thick, black, putrid smoke 
sailing into the sky.

With that task complete, they turn to the 
sakagura itself. Kumiko walks up to the door, and 
Saeko pushes it open with prestidigitation. Ku-
miko is very surprised when a small human girl, 
about half her age, tries to stab her with a tanto. 
“Die monster, die,” she yells as she ineffectually 
jabs the tanto into Kumiko’s armor.

The group manages to calm the girl, Nat-
suko, down, and convinces her that they’re not 
monsters. “She looks like a monster,” the girl 
says, pointing at Saeko.

Saeko lays on the charm and convinces her 
that they’re here to help. Kumiko makes sure to 
point out that she’s the new daimyō. Natsuko 
waves them in, and they see Miwako, Natsuko’s 
grandmother, and Naoko, her younger sister.

The characters explain to Miwako what’s 
happened, detailing Kobayashi and the cult, but 
skipping the gory stuff to spare the children. Mi-
wako nods, sadly, but accepts their account.

While they chat, Miwako groans and rubs 
her hip as they stand up from seiza. Saeko sug-
gests giving her a medical exam, but the old 
brewer tells her there’s nothing wrong with her 
that can’t be explained as the result of long living.

Naoko and Natsuko want to know where 
their parents are, and Miwako takes them aside 
to explain that their parents won’t be coming 
back.

The characters discuss where they’re going 
next. Kumiko wants to go back to Fujiwara and 
recruit more people. The rest of the group agrees, 
but they decide to take the brewer and her 
grandchildren to Mizuta first.

On their journey, they assure Miwako that 
they’ll return to Nakashima once they can defend 
it.

When they arrive in Mizuta, they introduce 
the three women from Nakashima to the group. 
Haruko has been waiting for the characters, and 
eagerly leads them to the Shrine of the Three 
Heavens where she shows them Kinoko, the 
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glowing mushroom. It has grown even bigger — 
it is now a gargantuan, glowing mushroom.

The characters are slightly confused, and 
Kumiko is actively displeased that the mushroom 
was replanted in the courtyard of the shrine. 
Haruko assures them that it will make sense, 
though, as she steps forward, closes her eyes, 
places her hand on the mushroom’s soaring stem, 
and promptly disappears.

After a few moments, she reappears, and the 
characters ask what’s going on. Haruko explains 
that Kinoko teleported her to the kinokobito 
village. She believes that they can take the spores 
from this new mushroom, and replicate the effect 
wherever they plant one.

Haruko thinks that this ability is super cool, 
as does everyone else except for Kumiko, who 
thinks that it will all lead to ruin. Everyone else 
anticipates the convenience of fast travel between 
the cities and towns of their han, while Kumiko 
envisions her enemies invading.

Saeko uses Kinoko to venture to the kinoko-
bito village, and brings back food to share with 
everyone.

Everyone retires for the night, ready to travel 
on to Fujiwara in the morning.
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