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Shrine

Prelude

When characters are created, tell the players that their characters are on a spring
pilgrimage to a famous mountain shrine in order to ask the blessing of the local
hermit. Every player should prepare a reason for this pilgrimage. It provides
the inital motivation to travel together. Make sure that your players have a real
reason to visit the sennin, otherwise the arrival at the shrine will be anticlimatic.

Suggestions:

Ask for a luck charm to heal a sick relative. The senning will be able to
grant such a charm.
Ask for eternal life. The sennin will answer that a certain Manabu is the
most knowledgeable onmyouji in the province.
Ask for peace and prosperity. The senning will answer that the imperial
government will draw back from the Yonshu valley and that the only
solution is to help forge the new government to replace it.

By the time the party reaches the shrine, be prepared to suggest long-term goals
for your players to work towards.

If the characters would like friends, jobs and families in this corner of the
Sairyuukoe province, this should be no problem. Place these connections in
Hakone, the next town to the south.

Hakone is ruled by an imperial representative, the richo Takahashi Shou. Real
power rests in the hands of the Onishi clan residing in a castle on an island in
the river, connected to Hakone via a short bridge. The Kawa merchant clan
controls trade along the river; they are also expanding into the logging business,
hiring foreigners to cut down trees in the forests to the east of Hakone.
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Introduction

On the way to a shrine the party is asked for help in retrieving a child kidnapped
by a bird daemon, a tengu. The demon is a tough opponent for low-level
characters. The party is also pulled into the conflict between two kitsune brothers,
either of which could help them confront the tengu. A choice needs to be made.

The group is travelling to the Gassan shrine in the far east of Sairyuukoe
province, looking for a famous sennin (a mountain hermit) called Yamakage.
They’re travelling up to one of the sources of the Kako river. Soon, they’ll
arrive at the last human settlement for a good night’s rest before climbing the
mountain: Nikko by the Chuzenji lake.

Travel time:

From Nikko to the Ryuzu fall: 2h
Climbing up to the Yunoko valley: 2h
Walking to the end of the Yunoko valley: 2h
Ascent up to the Gassan shrine: ½h
(Ascent up to the tengu lair: 1h)
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The Village

How the party reaches the last settlement at the foot of the mountain and hears of
a kidnapping.

Signs of Trouble

In the early afternoon they see a raft drifting downstream with flower offerings
and incense sticks as well as two little dolls.

Let the players know something is amiss in the village ahead. Let them act in
character: Do they pray, do they wade into the river, trying to learn who died
here? Do they try to loot the offerings? Do they ignore the raft and press on?

Village Background Information

The village has a little wharf with three boats used by fishermen. Behind the
village is a small lake fed by three streams, the black, white, and purple Kako.
The village itself is defended by the a stream coming down from Gassan
mountain, little Yukawa. It flows around the southern edge of the village,
forming a natural barrier. A frail bridge leads across the Yukawa into Nikko
itself. At the right side before crossing the bringe, there’s a shrine to the river
god Kawa-no-kami.

In all, the village consists of about ten houses housing about thirty males able to
bear arms plus wives and children. There’s a simple teahouse with two rooms
on the upper floor and a raised corner for richer clients. At night, there will
always be at least five or six men at the teahouse, drinking, talking, and
gambling.

Every villager will know about the Gassan shrine up on the mountain and
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about the sennin Yamakage living there. If asked about the origins of
Yamakage, the villagers will know nothing except that he arrived as an ordinary
human during the lifetime of their grandparents and lived the life of a
mountain hermit, seemingly impervious to the effects of time, and by now he
seems to have turned into a spirit. The villagers only go to pray up there in the
hours of their greatest plight, and if the sennin answered their prayers, it was
always to save lives. This year there has been no need for the pilgrimage to the
sennin.

The Dead Child

As the party approaches the village, the villagers will probably be wrapping up
the burial rites for Ayane. Asking villagers on the bridge or in the tea-house
about the burial rites or the raft will reveal the following:

Kawa Nobuyuki’s daughter Ayane has been kidnapped by a tengu (bird demon)
the day before the arrival of the party while he was having a pic-nic by the
fabulous Ryuzu falls about two hours by foot from here. The tengu jumped or
teleported from a big tree, snatched the youngest child, and ran or jumped up
the Iroha trail. The child is certainly dead by now, eaten by the birdmen, and
that’s why Kawa has ordered a spirit burial at the Kawa No Kami Shrine.

The little raft with the two dolls was the final offering for the kidnapped child.

A good-aligned party should volunteer to look for the daughter without the
promise of reward. In fact, Kawa Nobuyuki doesn’t offer any reward, since his
daughter is presumed dead already. He will give the party some offerings to
take to the Gassan shrine, should he hear of their intention to visit the shrine.
The offerings consist of rice balls, cookies, dried fish, and incense sticks.
Nothing worth stealing.

Kawa No Kami Shrine

Kawa No Kami is the name of the the patron kami of Sairyuukoe, the god of
rivers. In the old days, human sacrifice was offered to appease him during a
flood or drought. But not any more.

Steps lead into the waters of the waters of little Yukawa. This is where rafts
with offerings are launched, where travelers pray for safe passage and
protection, and where fishermen pray for a bountiful return.

PR 2: Open shed, small altar, wooden statue, incense and candles burning,
food and drink offerings.

Ryuzu Shrine

At the foot of the waterfall is a wonderful place for picnic. There’s a little
shrine here, dedicated to the Kami of the waterfall.
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This is where the child was kidnapped, but there are no clues to be found here.

PR 1: One of the boulders by the waterfal is decorated with flower wreathes
and ceremonial ribbons.

Kappa

To liven up the session, to interrupt discussions that have been dragging on for
too long, or to give trigger-happy players something to fight, use a kappa. The
villagers call them “turtle demons”.

The forest has many small streams coming down from the mountain and
joining the Kako river (before reaching the village) or little Yukawa (after
leaving the village). Often small bridges cross these nameless streams. The
kappa love to bring them down. Let the party surprise one of the kappa trying
to destroy the bridge using its rotting touch. Alternatively, the kappa appears in
the village during the night, and is discovered trying to sabotage the boats used
by fishermen.

The kappa believe that humans are encroaching on the rivers, lakes, and
swamps that are rightfully theirs. The kappa will strike back furiously if
attacked.

Tactics: First, the kappa will try to hit a foe. If it hits with a claw, it does
damage as normal and immediately attempts a grapple. If the opposed grapple
check succeeds, it will attempt to drag the foe into the water. In the next round,
do another opposed grapple check. If it wins, it will move at half speed back
into the water, dragging its foe with it. Once under water, being underwater
rules (see Swim skill description in the PHB) and underwater combat rules (see
DMG) come into effect.

The kappa will retreat back into the water when it has been reduced to half its
hit-points. It doesn’t want to sacrifice itself, it just wants to harass humans
invading its territory. If the humans flee, the kappa will pursue if the party stays
close to the water.

⚠ Note the kappa’s damage reduction!

Help: If the party manages to retreat back to the village, the richo will ring the
alarm gong and within five rounds, there will be five commoners with yaris
joining the fight. If the kappa attacks near the Ryuzu Shrine, no such help will
be forthcoming.

Commoners: HD 1d4, AC 10, yari +0 (1d8, 3x).

The yaris have been treated with Hideo’s Poultice and are currently protected
against the kappa’s rot.

The Mountain
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How the party gets involved in the conflicts of mountain denizens and tries to
figure out how to save the child against impossible odds.

The steep Iroha trail winds itself up along the Ryuzu fall. The ascent takes
about two hours. Birds of prey circle up in skies and their cries pierce the cold
air.

The Iroha trail leads to a little valley above Nikko. Lake Yunoko glitters,
gnarled mountain trees cover the rocks, and grey cliffs rise on the eastern side
of the valley. Actually, with exceptionally sharp eyesight, it would be possible
to see the tengu lair from here, if you knew where to look. Characters with the
tracking feat can find the hidden trail leading up to the tengu’s lair on the far
side of the valley (DC 20 Survival Check).

Myobu Shrine

At the edge of lake Yunoko there is a little temple dedicated to the Yukawa No
Kami.

PR 1: The shrine consists of a huge rock wheel looking like a giant’s millstone.
There’s a hole in the middle of the rock about as large as a grown man’s leg. At
the bottom of the hole rain water has collected and is kept in a shade by the
cold rock. A gnarled tree grows at the back of the big stone with twisted roots
holding on to the rock. There are half a dozen little bells hanging from
branches of the tree, softly ringing in the breeze.

Umisachihiko has crafted himself a shrine realm connected to this little
shrine. He loves to fish and can sometimes be seen out on the lake sitting on his
little boat or sitting in the shade under his tree, looking out on to the water.

Polluting the water in the rock will anger the myobu. The water has no magical
properties, but the bottom of the hole is a crossing big enough for a fox to dive
through into Umisachihiko’s spirit realm.

Making an offering at the shrine will please Umisachihiko. If the party is
attacked on the valley floor, Umisachihiko will feel compelled to help using
illusion fox magic (moving and talking images of warriors or beasts, for
example).

Umisachihiko

Umisachihiko is known as the protector of innocent travelers and pilgrims in
the eastern regions of Sairyuukoe province. He favors mountain lakes above
all.

He lives in the little shrine realm belonging to the Yukawa No Kami. He has
been granted this favor in return for his services in securing the valley and its
surrounding mountains as well as the forest at the foot of the Ryuzu fall.
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Umisachihiko is a weaver of dreams, not a master of weapons. He’ll lead your
foes astray and grant you visions to guide you down the right path. When
Umisachihiko is around, the fountains speak and the waterfall dragons dance,
singing his praise. Such is the power of his illusions.

Umisachihiko is no friend of the kappas living in the swamps and lakes of the
flatlands, but they are easy to avoid up in the mountains where he loves to
linger, and they are no enemies of Yukawa No Kami, thus there is little reason
to intercede unless the conflict in the village threatens to escalate. If necessary,
he’s willing to bargain with kappa clans for sanctuary, doing them small favors
like encouraging humans that settled close to a kappa lair to return to the cities.

As explained below, Umisachihiko’s daikyu +2 has been stolen by his brother
Yamasachihiko.

Umisachihiko, Male Kitsune Myobu 9: CR 9; SZ M Fey; HD 9d8; hp 40;
Init +0; Spd 30 ft.; AC 15; Atk +7/+2 melee (1d6, mwk jo, crit. x3), or
+6/+1 ranged (1d4, sling), or +8/+3 ranged (1d8+2, daikyu +2, crit x3); SQ
low-light vision; AL CG; SV Fort +6, Ref +3, Will +9; Str 10 Dex 10 Con 10
Int 16 Wis 16 Cha 20; Prestige 18; Tails 7.

Skills: Bluff +9, Diplomacy +16, Disguise +16, Gather Information +10, Heal
+15, Knowledge (local) +15, Listen +15, Sense Motive +9, Spot +15. Feats:
Martial Weapon Proficiency (daikyu), Point Blank Shot, two extra Fox Magic
feats.

Fox Magic: 9 uses per day; save DC 19.
Basic Illusion, Advanced Illusion, Ephemeral Illusion, Craft Shrine Realm,
Ghost Body, Shrine Sanctuary, Basic Disguise.

Special Ability: Turn Undead (Cleric 9), Art of Healing 3d8 (equivalent to a fox
magic use).

Languages: Common, Kitsu, Tengu, Kappa.

Possessions: masterwork jo, glamered leather do +1 (3860 gp), leather sune-ate,
leather kote. The daikyu +2 (8400 gp) has been stolen by Yamasachihiko.

Umisachihiko has 9 fox magix uses per day, +1 because he started out as a
myobu, -1 because he invested it in his shrine realm.

The glamered do hides all pieces of non-magical leather armor attached to it.
Thus Umisachihiko seems to wear an ordinary cloak instead of light armor.

A Pleasant Conversation

Favorably impressed, Umisachihiko will reveal the trail to the tengu lair. If
asked, he will not come along. He believes tengus to be arrogant and
dangerous. Going there would be foolish.

If asked about any recent events involving tengu, Umisachihiko will reveal that
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there used to be two tengus, but one of them was ambushed and killed by kijo
about two weeks ago.

If the party announces their intention to move further upstream, and if he is
favorably impressed by the party, he’ll warn them of the kijo and his brother.
He doesn’t like to talk about it, because this fight is a loss of face for both
brothers.

If pressed, he’ll explain that his brother stole a heirloom rightfully his and is
trying to get away with it. Umisachihiko is preventing Yamasachihiko and his
kijo friends from leaving the valley using illusions, trying to retrieve what is his.

The stolen heirloom is his father’s magical yumi, the daikyu +2 mentioned
above. While the yumi is gone, Umisachihiko will use a sling for ranged
combat. It is not easy for a human to understand the source of the conflict. The
exact story is long and confusing. You had to be there. It involves power
struggles and courtisanes, inheritance and expensive wagers in a spirit realm in
the north, far removed from human settlements.

When asked about the origin of the kijo, he’ll say that they were probably
recruited by his brother at the court of kijo king Ushiro-o. The mountain trail
to Ushiro-o’s kingdom is not detailed in this source book.

Possible Solutions

Should the party favor one brother or the other, the favored brother will
become an important ally in the future, where as the other will become an
important enemy. The favored brother will be travelling the wilderness and
may be encountered from time to time. Should the party get into deep trouble
later, you can use this friendship to rescue them.

Should the party manage to steal the bow from either Umisachihiko or
Yamasachihiko, the two will unite their efforts in pursuit of the party.

Should the party try hard to find a peaceful solution, they might discover a way
out of the dilemma. This would probably involve a joint mission to a kitsune
court – a spirit realm attached to a major temple where the bow could be
presented to a powerful queen, saving face for all involved. The presents
received in exchange would surely reward the two brothers for their toil.

The fairy queen Aritasu of the Tsukuyomi shrine in the Cold Moon valley
would be a suitable recipient of such a valuable gift, the daikyu +2 being worth
more than 8’000 gp, after all. The Cold Moon valley is however a dangerous
place to find for humans and not detailed in this source book.

Umisachihiko’s Spirit Realm

There are various crossings connected to his spirit realm with different
conditions attached to them: The water-filled fox-hole in the shrine’s millstone
limits entry to fox-sized creatures that Umisachihiko allows to pass, a place to
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swim through out in the lake limits entry to creatures travelling in a boat, a
crack between two boulders about six feet above the ground limits entry to
people knowing to climb.

The size of the spirit realm is a cube with sides about 450ft long, filled with the
sound of water dripping in hidden caves, little waterfalls cascading down cliffs,
lazy waves lapping at pebble beaches. Basically it consists of steep cliffs rising
from a small lake. Near the top of the cliffs is a wonderful two-storied wooden
house with paper walls, a big patio, and a small path leading up to the big
sunstone where Umisachihiko loves to rest as the sun slowly sets.

Last Bridge

This bridge is in total disrepair. Be careful! Should the bridge collapse, a DC 20
Reflex save is required to avoid falling into the water. Once in the water, a
Swim check DC 15 is required to reach the shore safely. See the notes in the
PHB for the effects of failure.

This bridge can be used as a trap against a kijo. A kijo will not step onto the
bridge if anybody else is nearby threatening to destabilize the bridge. Any
indirect mechanism such as magic, ropes, or prior destabilizing using an axe
will go unnoticed. A wet kijo will most likely retreat home to its lair, if it can.

Behind the bridge are some big boulders, and amidst those boulders is the kijo
lookout’s lair. Should the kijo spot the party, he’ll bellow, stunning anybody
standing nearby for a round, warning the rest of the pack, and alerting the tengu
to the new arrivals.

Tactics: The kijo does not want to fight. If the characters don’t cross the
bridge, the kijo will limit itself to threatening gestures and and bellows. If
attacked with ranged weapons, the kijo will take cover behind the rocks. In
melee, the kijo will alternate between bellowing and slamming until help
arrives.

Help: If necessary, Umisachihiko or Yamasachihiko can show up and end the
fight. Umisachihiko will end the fight by using an illusion of several heavily
armed samurai crossing the bridge, ready to strike using his Ephemeral Illusion
fox magic, where as Yamasachihiko will command the kijo to stop and use
Forceful Action fox magic to order all other’s to stop fighting.

Kijo Lair

At the foot of Gassan mountain, Yamasachihiko and three kijo have erected
their base camp. A fourth kijo acts as a lookout by the bridge.

The lair lies between various boulders and has only one obvious access. If
Yamasachihiko is in the camp, there is always one kijo standing guard here.

It is possible to circle the camp unseen (check Hide opposed by one of the
guarding kijo’s Spot +2) and unheard (check Move Silently opposed by one of
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the guarding kijo’s Listen +2), lie in wait until Yamasachihiko and the kijos
sleep, lure away the guard, and steal the bow. This will take several hours of
patience. The guard can be lured away using spells such as Ventroquilism to
project a few mysterious whispers, Ghost Sound to create the noise of small
animals, or having an ally make a little bit of noise down the road. The noise
used must be interesting enough to attract the kijo but innocuous enough so he
doesn’t raise an alarm.

If discovered, the kijo will use their bellows to stun and their slam attacks to
kill. Yamasachihiko will tell them to use non-lethal damage starting in the
second round. Yamasachihiko will use his Heal skill if necessary to stabilize
any prisoners made for further questioning.

If approached, Yamasachihiko will ask for a 1000 gp ransom per person. If the
party cannot afford as much but manages to offer at least 800 gp per person,
he’ll release the prisoners. After a few days, Yamasachihiko will make his
escape from the valley and take any prisoners north-east to sell as slaves to the
koji king.

It is said that king Ushiro-o guards great riches in his hall under the mountain.
How the kijo managed to rule his court and how he manages to control the kijo
sends out to despoil the valley, no one knows. Yamasachihiko would say that
tricking the poor fool out of his treasure should be phenomenally easy for any
human with the guts to try it. Note: He would never mention his suspicion that
Ushiro-o’s court is in fact controlled by an Amanojaku.

The kijo have a total of treasure of 100 gp in their lair.

Usually Yamasachihiko will be nearby, hidden if possible, and shoot at
attackers using the stolen bow.

Tactics: Yamasachihiko will cast Invisibility if possible and put some distance
between himself and his foes. Then he’ll cast Divine Favor and Magic Weapon and 
start peppering his foes with his daikyu +2. If getting away seems impossible,
he’ll cast Sanctuary instead of Invisibility and enchant his takujo to defend
himself.

Help: None available. Umisachihiko and Yamasachihiko will not fight each
other, as they had to promise their father. It is possible to get the tengu’s help to
kill Yamasachihiko, if he can be tricked into leaving his kijo behind. The tengu
would be interested in getting back at Yamasachihiko for using the kijo to kill
his mate. Yamasachihiko could be tricked into it if the party propose a truce
talk with Umisachihiko.

Yamasachihiko

Yamasachihiko is known by some to have tricked many an unwary traveller
into the darkest corners of the great forest. He’s a masterful liar and a great
friend of the easily manipulated kijo.

Yamasachihiko, Male Kitsune Rogue 4/Cleric 3: CR 7; Size M; HD 4d6
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+ 3d8; hp 25; Init +4; Spd 30 ft.; AC 18 (+4 Dex, +4 armor); Attack +7
melee (1d6, takujo, crit x3), or +9 ranged (1d4, sling), or +11 ranged (1d8+2,
daikyu +2, crit x3); SQ low-light vision, entrancing beauty, fox form, honor
bound, good fortune (Luck domain); AL CN; SV Fort +4, Ref +9, Will +7;
Str 14, Dex 18, Con 10, Int 13, Wis 16, Cha 12; Prestige 18; Tails 5.

Skills and feats: Disable Device +11, Forgery +11, Hide +16, Listen +13,
Move Silently +16, Open Lock +14, Search +11, Sense Motive +12, Spot
+13, Use Magic Device +11; [Evasion], Martial Weapon Proficiency (daikyu),
Stealthy.

Fox Magic: 7 per day; save DC 14.
Masterful Liar (+20 on next Bluff check).

Spells Prepared: 5/4+1/3+1 per day; save DC 14 + spell level; Trickery
domain, Luck domain.
0th Read Magic, Detect Magic, Mage Hand, Ghost Sound, Message.
1st Cure Light Wounds, Magic Weapon, Divine Favor, Sanctuary, Entropic Shield.
2nd Cure Moderate Wounds, Cure Moderate Wounds, Bull’s Strength, Invisibility.

Languages: Common, Kitsu, Kijo.

Possessions: Sling, stolen daikyu +2, chain mail +2 glamered to look like an
ordinary vest (7000gp), jade figure (120gp), gold bracelet (60gp), 3pp, 50gp,
diamond (200gp).

If not favorably impressed, the kitsune makes haste to send the kijos after the
party.

Sennin Abode

The sennin living on Gassan mountain is called Yamakage. He tends to the
temple at the top of the mountain, and has been doing that for as far back as
the villagers can remember. In fact, the senning is no longer quite human,
having partially transmigrated to the spirit world.

PR 6: The trail zig-zaging up to the shrine passes underneath seven spirit gates.
After half an hour, the trail leads up to the temple itself: A small building
hugging the last cliffs near the top is where Yamakage “lives”. In fact, most of
the time he’ll be passing in and out of the material plane. At the top of the
mountain, the view is spectacular and the rocks seem to emanate a strange
vibration in tune with the winds.

The party will have a hard time talking with Yamakage, as he is is never quite
there. Attuning themselves to the temple and meditating for an hour allows them
to communicate with the sennin.

He knows all denizens of the Yamakage valley. He will tell the party where the
child is, and that a tengu is guarding it. He won’t help in a fight, but he will heal
wounds of people below half their hit points. The only way he’d intercede is if
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evil forces were to move into his temple. Other than that, he’s too far gone to
really care.

Talking to the sennin allows people to gain a prestige point.

Tengu Lair

The ascent to the lair is protected by a trap. It awaits explorers who climb the
hidden ladder behind lake Yunoko without carefully examining it for traps
(DC 15 Search).

At the end of the ladder is a stepping stone connected via a rope to a container
filled with boulders that will rain down on the person that triggered the trap and
everybody else still on the ladder for 1d6 damage. Try to evade for half damage
(DC 15 Reflex). If the evasion failed, check if you can hold on to the ladder
(DC 10 Reflex or fall down). Damage take depends on where you are on the
ladder: The two first explorers fall from higher up and take 2d6 damage, the
next two only take 1d6 damage, everybody else is safe. When falling, attempt a
tumble for half damage (DC 15 Tumble).

The rest of the ascent is a narrow path weaving its way up between the cliffs of
these eastern mountains. Don’t look down!

The lair itself is a well tended wooden house. This is where the second trap
awaits explorers. Opening the sliding front door will release a crossbow trap
shooting at the person opening the door for 1d6 damage unless detected (DC
15 Search) and disarmed (DC 15 Disarm). Evade the bolt for half damage (DC
15 Reflex). The bolt is not poisoned. It is possible to force your way into the
house via the windows, for example.

The view from up here is astounding. You can see all the way to Nikko and
follow the Kako river down to Hakone, the next village.

Inside the Tengu Lair

Paper screens separate the interior into various rooms with space for about four
people to live together in comfort. There’s a big hearth in the middle. Beneath
one of the floorboards is hidden hoard of about 6’000 sp. There’s a mousetrap
down there for the unwary doing 1 point of damage if undetected (DC 15
Search).

One of the living room walls has the stand for the tengu’s sword, some
calligraphy on the wall, and a little altar. On that altar there’s a jade scroll
container sealed with the seal of Yamakage, a famous hermit onmyouji living in
a secret lair somewhere in Sairyuukoe province.

Further searching reveals a message from Yamakage to a certain Morioka. It
seems to be written in some kind of code. A successful examination (DC 25
Decipher Script) will reveal that the message is probably related to some sort of
conspiracy involving the recipient, who seems to be a former student of
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Morioka’s. (In fact, this is a letter of intent informing Morioka that the sennin
approves of a rebellion as suggested by the order of the Sohei.)

Tengu

The tengu is proud, arrogant, and master with his blade. He does not fly with
his wings – he teleports short distances. If provoked, it will quick-draw its
blade and cut down the fool. If approached humbly and respectfully, it can be
talked to, however.

The kijo killed its mate two weeks ago. Umisachihiko knows this. If asked
about its dead mate, the tengu will say that it has found a solution to that
problem at last. (And with that he means the child he kidnapped, as the child
will turn into a young tengu soon enough.)

If the party suggests revenge, the tengu might be used against one of the two
kitsune brothers. It will not go against the four kijo, however. (The kijo’s slam
attack overcomes the tengu’s damage resistance.) The party will have to propose
a way of tricking one of the kitsune, such that the tengu can launch a surprise
attack and cut it down.

One example might be the arrangement of fake truce talks between the two
brothers with a meeting by the last bridge, luring one of the brothers there, with
the tengu hidding nearby, ready to pounce.

Since the two brothers make two interesting long-term NPCs, make sure that
they escape – hurt and eager for revenge, but strong enough to hide in the huge
forest down by the Kako river.

The Child

Further up, Kawa Ayane is playing by herself amongst the rocks. She seems to
be doing well and is carrying a little bokken (wooden sword) on its back. If the
Tengu has not been confronted, yet, it will be up there with the child, playing
with it, training it.

At the GM’s discretion and if the party has tarried too long, the child is already
on its way to being converted to a tengu and is unwilling to return to its parents,
prefering to live a life of freedom and swordsmanship up in the mountains. If
the tengu is no longer alive, this may persuade the child to return anyway. Full
recovery will take a lot of spiritual cleansing and meditation at the Kawa No
Kami shrine back in Nikko.

Returning to Nikko

Guardians Arrive
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Later on the day the party leaves for the Gassan shrine, a group of
Kouken-agensuto-Zaigou arrive. They are the Guardians Against Sin, a branch
of the province’s Jingikan (Office of Deities). They find Satoh’s daughter Arisa
flirting and order a public beating for the next day. Arisa is taken into custody.

This punishment is over the top and due to Satoh enemy Ando in Hakone.
Ando has relatives in the Jingikan to help him. During the night, she will escape
from her captors with the help of the Sohei Tanzan who takes her north to the
big Sohei Temple Fortress in the Toryama mountains.

This encounter serves to introduce an interest group from Hakone. If the party
fights and kills the Guardians after returning from the mountain, news will
reach Hakone eventually and turn the Guardians against the party.

If the party helps rescue Arisa one way or another, they will meet Tanzan, who
introduces them to the rebellion. If they tell him about the letter they found in
the tengu’s lair, he’ll want to carry it back to his temple.

A Mission For Hakone

The night after the party has returned from the mountain, a kappa will once
again sabotage the fishermen’s boat and kill one of them when it is discovered.
If the party investigate, they’ll discover that the ships used to be safe because
there was enough of Hideo’s Poultice to go around.

These days there is not enough of Hideo’s Poultice for the fishing boats
anymore. Upon learning of their impending departure from Nikko back
towards Hakone, the richo will ask the party to ask the richo of Hakone for
more poultice. He’ll write a letter a recommendation, too.

This will give the party a contact and a mission in Hakone, since the poultice is
controlled by the Onishi family which has locked itself into its castle.
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License
THIS LICENSE IS APPROVED FOR GENERAL USE. PERMISSION TO DISTRIBUTE THIS LICENSE IS MADE BY
WIZARDS OF THE COAST!

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards").
All Rights Reserved.

1.  Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.
2.  The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or
conditions may be applied to any Open Game Content distributed using this License.
3.  Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4.  Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.
5.  Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this
License.
6.  Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text
of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.
7.  Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except
as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to
the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.
8.  Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.
9.  Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any
version of this License.
10.  Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.
11.  Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do so.
12.  Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.
13.  Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.
14.  Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.
15.  COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

Hakone © 2006, 2007, Alex Schröder <kensanata@gmail.com>

END OF LICENSE

This product is 100% Open Game Content.

Author: Alex Schroeder <kensanata@gmail.com>
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