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Warning!


Do
 not
 attempt
 any
 of
 the
 techniques
 or
 methods
 described
 in
 this
 book.
 They
 could result
 in
 serious
 injury
 or
 death
 to
 an
 untrained
 user.


Historical Note


Ninja are historical fact. Ninja existed in Japan from the sixth century AD to the beginning of
 the
 seventeenth
 century.
 For
 much
 of
 this
 period
 there
 were
 struggles
 for
 power between the warlords or daimyos who were the heads of the noble clans. The ninja were unknown faceless men, professional assassins and spies, killing machines available for hire. Historically,
 the
 ninja
 of
 Medieval
 Japan
 were
 apparently
 able
 to
 perform
 some
 of
 the feats
 and
 were
 expert
 in
 many
 of
 the
 skills
 outlined
 in
 the
 Way
 of
 the
 Tiger.
 All
 of
 the abilities
 and
 skills
 attributed
 to
 the
 ninja
 in
 this
 book
 are
 loosely
 based
 on
 reality.



BACKGROUND

On the magical world of Orb, alone in a sea that the people of the Manmarch call Endless, lies the mystical Island of Tranquil Dreams. Many years have passed since the time when you first saw its golden shores and emerald rice meadows. A servant brought you, braving the distant leagues of the ponderous ocean from lands to which you have never returned. Your loyal servant laid you, an orphan, at the steps of the Temple of the Rock praying that the monks would care for you, for she was frail and dying of a hideous curse.

Monks have lived on the island for centuries, dedicated to the worship of their God, Kwon, He who speaks the Holy Words of Power, Supreme Master of Unarmed Combat. They live only to help others resist the evil that infests the world. Seeing that you were alone and needed care, the monks took you in and you became an acolyte at the Temple of the Rock. Nothing was made of the strange birthmark, shaped like a crown, which you carry on your thigh, though you remember that the old servant insisted that it was of mystical importance. Whenever you have asked about this the monks have bade you meditate and be patient.

The most ancient and powerful of them all, Naijishi, Grandmaster of the Dawn, became your foster-father. He gave you guidance and training in the calm goodness of Kwon, knowledge of men and their ways and how to meditate so that your mind floats free of your body and rides the winds in search of truth.

From the age of six, however, most of your time has been spent learning the Way of the Tiger. Now you are a ninja, a master of the martial arts and a deadly assassin who can kill the most powerful enemies unseen and unsuspected. Like a tiger, you are strong, stealthy, agile, patient in the stalking of prey and deadly. On the Island of Plenty and in the Manmarch the fabled ninja, known as the ‘Men with no Shadow’, are held in awe – the mere mention of ninja strikes fear into people’s hearts. But you are one of the few who worship Kwon and follow the Way of the Tiger. You use your skill as a bringer of death to rid the world of evil-doers.

At an early age you hung by your hands for hours on end from the branches of trees to strengthen your arms. You ran for miles, your light-footed speed enough to keep a thirty-foot ribbon trailing above the ground. You trod tightropes, as agile as a monkey. Now you swim like a fish and leap like a tiger, you move like the whisper of the breeze and glide through the blackest night like a shade. Before he died Naijishi taught you the Ninja’s Covenant.

NINJA NO CHIGIRI

‘I will vanish into the night; change my body to wood or stone; sink into the earth and walk through walls and locked doors. I will be killed many times, yet will not die; change my face and become invisible, able to walk among men without being seen.’

It was after your foster-father Naijishi’s death that you began to live the words of the Covenant. A man came to the island, Yaemon, Grandmaster of Flame. Using borrowed sorcery he tricked the monks into believing that he was a worshipper of Kwon from the Greater Continent. He was indeed a monk but he worshipped Kwon’s twisted brother, Vile, who helps the powerful to subdue the weak, and wicked men to rule fools. Yaemon slew Naijishi – no one could match him in unarmed combat – and he stole the Scrolls of Kettsuin from the Temple. Once more you knew the pain of loss for you had loved Naijishi as a father. You swore an oath to Kwon that one day you would avenge his death.

That day is not yet, but soon. Now the time of trial approaches, the time to prove yourself worthy of becoming a Grandmaster at the Temple of the Rock. The Grandmaster of the Five Winds has passed away peacefully and you were selected to challenge for the honoured role along with four other Initiates of the Inner Circle, the most talented followers of Kwon.

You have been taken by ship to the Island of Plenty, where you must journey from Lemné on its eastern coast to Iga in the west within five days. On your way you are to surmount a challenge. All five cities on the east of the island are ruled by Daimyo, who each have a single flag bearing the mons of their clan trimmed with gold. Your challenge is to capture two of these flags and then travel to your waiting ship in Iga. You must do no evil on your journey, and must not take a flag from a peer. Any candidates who succeed will then be permitted to undertake the final test.

The Grandmaster of the Dawn also informed you before you departed that only two of the most trusted Daimyo there have been told of your test for it was a scant thirteen years ago when the monks of Kwon were driven from the island . . .
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COMBAT

As a Master of Taijutsu, the ninja’s art of unarmed combat, you have four main ways of fighting. Throwing Shuriken (see under skills), kicks, punches and throws.

In general it will be harder to hit an opponent when kicking but a kick will do more damage. A throw if successful, will allow you to follow up with a possible ‘killing blow’, but if you fail a throw your Defence against an opponent will be lower, as you are open to attack. Whenever you are in a combat you will be asked which type of attack you wish to make. See the Way of the Tiger illustrations for the different types of kicks, punches and throws available to you. Also, think about your opponent and its likely fight style. Trying to throw a large ogre is not going to be as easy as throwing a an ordinary man, for example.

The combats have been presented in such a way that it is possible for you to briefly examine the rules and begin play almost immediately but taking a moment to check things out is probably a good idea. Fighting in Way of the Tiger is quite tactical and knowing what to do and when to do it will really help you on your quest.

PUNCH

When you try to strike an enemy with a punch, that enemy will have a Defence number. You need to score higher on the roll of 2 dice. You get to add your Punch Modifier (see below) to this roll. If the score is higher than his or her Defence number, you have successfully punched your opponent. In this case, another dice is digitally rolled. The result is the amount of damage you have inflicted on your opponent. Everyone in the Way of the Tiger has Endurance or ‘hit points’. The damage you do is subtracted from your opponent’s Endurance totals. If this has reduced your opponent’s score to 0 or less, you have won.

When your opponent attacks you, you will be given your Defence number for that combat. This time your opponent will roll two dice. If the score is greater than your Defence, you have been hit. The amount of damage inflicted upon you depends on the opponent and will be noted in the text, usually as a number that will be subtracted from your own Endurance total. However, you may choose to try and block or parry the attack (see Block) to prevent any damage.

Punch Modifier: This number reflects your skill in punching. Your starting Punch Modifier is 0, as noted on your Character Sheet. This will rise as you progress in The Way of the Tiger and may change during the adventure.

KICK

The kick and the Kick Modifier work exactly as the punch, except that a kick will do 2 more points of damage than a punch (1 die + 2), though it will often be harder to hit with a kick.

THROW

The throw and Throw Modifier work as the punch to determine success. A throw does no damage to your foe; instead, you will be allowed another attack, a punch or kick, but this punch or kick will get a + 2 bonus to hit and to damage. (So throwing an opponent and then kicking them while they are down does an extra 4 points of damage.)

ENDURANCE

You begin the game with 20 points of Endurance. A running total of your Endurance will be kept on your  Character Sheet. It will probably be the number that will change most as you are wounded, healed etc. When you reach 0 Endurance or less, you are dead and your adventure ends.

BLOCK

As a ninja, a master of taijutsu, you have the ability to block or parry incoming blows with various parts of your body, often your forearms. For this purpose, thin lightweight iron rods have been sewn into your sleeves enabling you to block even swords and other weapons. During combat, if you have been hit, you will may try to block the blow and take no damage. Two digital dice will be rolled and if the score is less than your Defence given in that combat, you have successfully blocked the blow, and take no damage. If your score is equal to or greater than your Defence, you take damage in the normal way. In any case, because you have taken the time to block, your next attack will be less effective, as your opponent has had more time to react. Whether your block is successful or not, 2 will be subtracted from your Punch, Kick and Throw Modifier for your next attack only. Remember, you can only block blows, not missiles or magic.

INNER FORCE

Through meditation and rigorous training you have mastered the ability to unleash spiritual or inner power through your body in the same way as the karate experts of today break blocks of wood and bricks. In any combat, before you roll the dice to determine if you will hit or miss an opponent, you  may choose to use Inner Force. If you do, one point will be deducted from your Inner Force score. This is used up whether or not you succeed in striking your opponent (so it’s quite a good idea to use it just after you’ve thrown an opponent as that gives you a Modifier to hit). If you are successful, you do double damage! When your Inner Force is reduced to 0, you can no longer use Inner Force – so use it wisely. You begin the game with 3 points of Inner Force.
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FATE

Luck plays its part and the goddess Fate has great power on the world of Orb. Whenever you are asked to make a Fate Roll, roll two dice, adding or subtracting your Fate Modifier. If the score is 7-12, you are lucky and Fate has smiled on you. If the score is 2-6, you are unlucky and Fate has turned her back on you. You begin your adventure with a Fate Modifier of 0. Later on, this might go up or down, as you are cursed or blessed by Fate.


NINJA TOOLS

As well as any equipment you may take depending on your skills, as a ninja you have certain tools with you from the beginning. These are:

THE NINJA COSTUME

During the day you would normally be disguised as a traveller, beggar or suchlike At night when on a mission, you would wear costume. This consists of a few pieces of black cloth. One piece is worn as a jacket covering the chest and arms, two others are wound around each leg and held in at the waist. Finally, a long piece of cloth is wrapped around the   head, leaving only the eyes exposed. The reverse side  of  the  costume  can  be  white,  for  travel  on snowy ground  or green,  for  travel  in  woods  or grasslands.

IRON SLEEVES

Sewn into the sleeves of your costume are four thin strips  of  iron, the  length of  your forearm. These allow you to parry or block blows from swords and other cutting weapons.                                                 

BREATHING TUBE

Made from bamboo, this can be used as a snorkel allowing you to remain underwater for long periods of time. It can also be used as a blow-pipe in conjunction with the Poison Needles skill, for added range.

GARROTTE

A specialised killing tool of the ninja, this is a length of wire used to assassinate enemies by strangulation.

FLASH POWDER

This powder, when thrown in any source of flame, causes a blinding flash. You have enough for one use only.

FLINT AND TINDER

Used for making fires.

THE SKILLS OF THE WAY OF THE TIGER

You have been trained in ninjutsu all of your life. Your senses of smell, sight and hearing have been honed to almost superhuman effectiveness. You are well versed in woodcraft, able to track like a bloodhound, and to cover your own tracks. Your knowledge of plants and herb lore enables you to live off the land. You are at the peak of physical fitness, able to run up to 50 miles a day and swim like a fish. Your training included horsemanship, a little ventriloquism, meditation, the ability to hold yourself absolutely still for hours on end, perfecting your balance, and ‘The Seven Ways of Going’ or disguise. The latter skill involves comprehensive training so that you can perform as a minstrel, for instance, if this disguise is used. However, a major part of this training has been stealth, hiding in shadows, moving silently, and, to breathe as quietly as possible, enabling you to move about unseen and unheard. You begin the game with these skills.

There are nine other skills. One of these, Shurikenjutsu, is always taught to a ninja in training. This you must take, but you may then choose three other skills from the remaining eight - they will be recorded on your character Sheet.

SHURIKENJUTSU

You begin the adventure with five shuriken. The type you specialise in are ‘throwing stars’, small razor sharp star shaped disks of metal. You can throw these up to a range of about 30 feet with devastating effect. If you throw a shuriken, you will be given a Defence number for your target. Roll two dice, and if the score is higher than the Defence number, you will have hit your target. If you hit, roll one die. The score is the amount of damage the shuriken does. Subtract it from your target’s Endurance. You may find yourself in a  position where you are unable to retrieve a shuriken once you have thrown it. Keep a running total in the box provided on your Character Sheet, crossing off a shuriken each time you lose one. If you have none left, you can no longer use this skill

ARROW CUTTING

Requiring excellent muscular co-ordination, hand and eye judgment and reflexes, this skill will en-able you to knock aside, or even catch, missiles such    as arrows or spears.                                                    

ACROBATICS

The ability to leap and jump using flips, cartwheels, etc., like a tumbler or gymnast.                

IMMUNITY TO POISONS

This involves taking small doses of virulent poisons over long periods of time, slowly building up the body’s resistance. This enables the ninja to survive most poison attempts.

FEIGNING DEATH

Requiring long and arduous training, a ninja with this ability is able to slow down his heart rate and metabolism through will power alone, thus appearing to be dead.

ESCAPOLOGY

A ninja with this skill is able to dislocate the joints of the body and to maximize the body’s suppleness, allowing movement through small  spaces,  and escape from bonds and  chains by slipping out of them.                                          

POISON NEEDLES

Sometime known as Spitting Needles, a ninja with this skill can place small darts, coated with a powerful poison that acts in the blood stream, onto his tongue. By curling the tongue into an ‘O’ shape and spitting or blowing, the dart can be propelled up to an effective range of about 15 feet. A useful surprise attack, the source of  which is not always perceptible.

You may only use this ability once you collect some poison, as instructed in the text.

PICKING LOCKS, DETECTING AND DISARMING TRAPS

The ability to open locked doors, chests etc. A ninja  with this skill would carry various lock picks in the  pockets of his costume, including a small crowbar or jemmy. You are also trained to notice traps and to use the lock-picking tools to disarm them

CLIMBING

Comprehensive training in the use of a Grappling Hook and hand and foot clamps, or Cat’s Claws. The padded four-pronged hook has 40 feet of rope attached to it. Used to hook over walls, niches etc., allowing the ninja to pull himself up the rope. The Cat’s Claws are spiked clamps, worn over the palm of the hand and the instep of the feet, enabling the ninja to embed his Claws into a wall and climb straight up like a fly, and even to crawl across ceilings.

With these skills and weapons at your disposal you are now a ninja warrior. Your Character Sheet will persist as you play the books of the Way of the Tiger, and your abilities may even expand. It is important that you have filled your Character Sheet completely: you start with four skills (three of your choosing), five shuriken, 20 Endurance, and 3 points of Inner Force.


You are ready to take the first step in the Way of the Tiger.
 Turn to
 1
.
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1

Your small ship the ‘Catechism’
 sails into Lemné’s harbour, the sprawling city lit by the soft glow of thousands of night lamps. The vessel is manned by fishermen from the Island of Tranquil Dreams, their work punctuated by the creak of timber and the splash of waves against the hull.

You and the four other Initiates of the Inner Circle are assembled above deck. You are the youngest ever selected to begin the time of trial, and you vow to succeed to honour the memory of your late foster-father Naijishi.

Aiko is the first of your rivals for the title of Grandmaster. Like you she wears a black ninja costume, and she kneels nearby rechecking her equipment.

Your other competitors are all shaven-headed monks of Kwon. First is the towering Gorobei who stretches against the mast as if he could push it over. He is your main rival, having nearly succeeded at this trial once before.

Next is Daon, who leans against the wooden rail staring out across the dark sea. He fled the island as a boy, his temple incinerated during the Black Lotus Rebellion.

Last is the eldest competitor, Chigeru, a slight figure who has cultivated his spiritual power under a Grandmaster in the mountains of the mainland. He sits cross-legged on a coil of rope, meditating.

Your ship moors alongside a merchant ship. You spot a young woman in a white kimono on the docks, flanked by two samurai in white lacquered armour. Gorobei heads down the gangplank which groans under his weight, and you all follow.

‘Gorobei,’ she says softly, ‘I am most pleased to see you again. For the rest of you, welcome. My name is Singing Wind.’

Gorobei bows. ‘I am surprised to see you here, my lady. The last time the test was set by your husband.’

A look of pain passes across her. ‘My husband has been assassinated! My troubles outweigh any test I was to have set you. The bandit leader Mutari has since slain my guards and seized my home, taking my husband’s falcon katana to claim dominion of Lemné. My remaining samurai are away escorting my husband’s body to his family estate, and so I beseech you for help.’

Gorobei eagerly volunteers to help, as do Daon and Aiko.

‘What of the flag we were to compete for?’ Chigeru asks.

‘Whosoever wrests the falcon katana from Mutari’s corpse will earn my flag.’

Chigeru says that a spear does not become sharper the more steel you put in its tip. Singing Wind already has several champions for her cause. Instead, he declares he will hasten to Nara to capture another flag. Will you:

Agree to help Singing Wind and work alongside the others? Turn to
 78
.

Seize a head start, leaving Lemné along the northern road to the castle at Suma? Turn to
 167
.

Follow Chigeru’s route, leaving Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

2

You drive an Iron Fist punch into the monk’s gut, trying to blast the air from his body and rupture his internal organs.

MONK OF THE SCARLET MANTIS

Defence against Iron Fist: 6

Endurance: 14

Damage: 1 Die

If you have killed the monk, turn to
 300
.

If not, he lashes out to strike you with a Winged Horse kick. Your Defence against this is 7.

If you are still alive you may use the Leaping Tiger kick (turn to
 57
), the Teeth of the Tiger throw (turn to
 71
) or punch him again (return to the top of this paragraph
).

3

It is no use, you cannot break free of the gossamer webbing. The Jorogumo moves in, pinning your shoulders with two of her spider legs before kissing you.

Then she uses her talons to slice you apart.

She stares at you as you bleed to death, her eyes reflecting a sad vestige of the innocent young woman that was corrupted by priestesses of Nullaq into this horrible monstrosity of death.

{ DEATH }
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4

You lunge forward, the ball of your foot slamming into the neck of the reverencer and snapping it like kindling. He sprawls back dead without a sound, his neck lolling at an impossible angle.

There is one less worshipper of evil in the world, and you feel no sorrow for it.

Chigeru watches on in silence, his expression inscrutable. Turn to
 361
.

5

Rin is delighted, clapping you on the back and declaring that between your keen skills and his keen blade you should be able to overcome whatever obstacles bar your path to Iga.

‘The Bakemono will no doubt be patrolling both forests and open countryside,’ Rin tells you. ‘They only inhabit the forests because good samurai steel drove them out of areas suitable for farmland, and they have no innate woodland skills to speak of, so I suggest we stick to the forest.’

Will you:

Tell him you would rather travel in the open countryside where you can see the Bakemono from a distance and take means to evade them? Turn to
 287
.

If you agree with Rin that the forest trails offer more cover? Turn to
 397
.

6

You scurry down the outer wall and flit from shadow to shadow in the torchlight, careful to avoid the gaze of any samurai patrolling the wall.

The only noise is the occasional bark of a guard dog. You adjudge that you are currently downwind of the dogs leashed to stakes, as you slip into the area containing a half-dozen or so wooden kennels. Will you:

Secretly release one of the dogs from their kennel? Turn to
 47
.

Creep over to the meat store instead? Turn to
 31
.

7

You rush with all haste to the flag pole. The Jorogumo scuttles sideways and tosses another web out at you. If you have the skill of Acrobatics, you throw yourself into a tumble, dodging the webbing. You grab the flag, vault over the side of the building and scramble down to the street below. Turn to
 323
. If not, you are struck by the webbing and must turn to
 3
.

8

You continue along the road where the kite flaps overhead as if announcing your presence to the whole island. You pass by the low-hanging branch to which it is tied, and you find yourself wondering if this was meant for you, or Aiko, or indeed some other ninja that could be on the island. Will you:

Secretly cut the kite down with a shuriken (if you still have one) as you pass by the tree? Turn to
 249
.

Continue to walk along the road to Nasaka, leaving the kite flying behind you? Turn to
 393
.

9

You wait until the first ugly Bakemono tramples through the bamboo grove, its repulsive musky stench filling the air, before you use a Tiger’s Paw chop on the back of its squat neck to kill it instantly.

You whirl around and see that you face a Bakemono war band, perhaps thirty or more, who shout in alarm when they spot you and raise their spears. Even against these clumsy creatures the odds are overwhelming.

You have no option but to flee the grove, using a lung-bursting sprint to evade their thrown spears. You emerge into the open countryside to see several more war bands converging on the general area while the samurai guard to the north are slaughtered by overpowering numbers of Bakemono.

The war bands turn their attention to you. Your route to the forest now blocked, you are hunted across the open countryside from all sides like an animal. In the end you are encircled and exhausted, then skewered to the ground by countless thrown spears.

The last thing you see is a Bakemono chieftain closing in on you with its machete, ready to hack off your head to prove your death to the great mage who will reward it for killing a follower of Kwon.

{ DEATH }
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10

You quickly change into your ninja costume and hood, and then slip into the shadowy side of the building. You find a foothold in some slats of the wooden wall and hoist yourself up the side of the Daimyo’s residence.

Unfortunately it is still daytime and despite your costume you start to attract undue attention from the people on the streets below. They point and gasp at your audacity, drawing the interest of samurai nearby who call for archers, and you redouble your efforts to scale the wall.

As you anxiously look down, you see a samurai bowman rush out and take aim. Do you have the skill of Arrow Cutting? If so, turn to
 58
. If not, turn to
 68
.

11

You check on Nao, who is concussed and bleeding, but well enough to stand.

‘You are no ordinary thief,’ he says, shaking his head in disbelief.

‘I am ninja,’ you say simply, and watch fear and awe spread across his face. You assure him that you follow Kwon, and fight for good.

From somewhere above comes a muffled, horrified scream.

‘The blood sacrifice has begun,’ Nao says. ‘We must save the people; they are trapped above with the Daimyo’s pet creature!’

He throws his grappling hook to a broad wooden door in the cave ceiling, and you and Nao heave the rope together. With a tremendous effort the trapdoor cracks open and a torrent of water spills down. In moments the cave echoes with screams, as out from the drain fall a crowd of panicked commoners and a giant, thrashing conger eel.

You leap over the lash of its tail as Nao fires an arrow into its side. The eel squirms into the underground stream and swims away, leaving you standing soaked surrounded by the living and the dead.

As the survivors choke and gasp, you glance through the trapdoor to see a large well-lit room. Directly in sight is a gold-trimmed white flag bearing the symbol of a blue gentiana flower.

Before you can speak, Nao throws his grappling hook to the edge of the broken trapdoor, and with a nod he turns his attention to the wounded. You climb up through the hole into a circular gallery with windows – thankfully the windows are empty, and you hear only laughter nearby. You collect the flag – note that you have the Flag of Takahiri on your Character Sheet. You rejoin Nao who is leading the people back out to the gardens, and go in turns carrying the wounded.

‘We must scatter before the guards locate us,’ he says as you emerge onto the grass. ‘Thank you for your help, ninja; I wish you well on your journey.’

You stuff the flag into your clothes and bid Nao farewell, saying you have pressing business in the west.

‘I for one would not like to stand between you and pressing business!’

It will be morning soon, and you find a dark spot in a city alley next to a sake den and a canal to catch needed sleep before daybreak. You may restore 3 lost Endurance.
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Turn to
 261
.

12

You draw upon the countless hours spent meditating on the Ninja’s Covenant, the Ninja No Chigiri, with your foster-father Naijishi. Using all of your mental strength you throw off the effects of the spell and cast aside the spiderfish.

You pick up Aiko’s dropped torch and stand defiantly. The hornets buzz angrily, the blood-red eye at the centre of the whirlpool glowering, and then they come for you. Will you:

Hurl the torch at the swarm? Turn to
 28
.

Run for the nearby White Water River and dive in? Turn to
 70
.

Launch a Leaping Tiger kick at the centre of the swarm? Turn to
 99
.

13

You follow the blood-stained footprints in the snow, keeping a watchful eye ahead, but you can see no one in the darkness. The snowstorm around you is worsening, the gusting wind pushing at you as if you were an intruder.

Shielding your eyes with one hand, you continue on, straining your stamina to its limits. Deduct 2 Endurance points from frostbite (possessing a Hainu Skin reduces this damage by 1, and an Orb of Eo negates the effect completely)

If you are still alive you see a cave entrance in the rock face to your left, whilst the blood-stained footprints continue on directly ahead. Will you:

Shelter from the storm in the cave? Turn to
 123
.

Move on through the storm? Turn to
 154
.

14

You launch yourself forward into a Winged Horse kick, aiming your heel for the gap in his armour between his neck and his chin.

RONIN GUARD

Defence against Winged Horse: 6

Endurance: 11

Damage: 1 Die + 1

If you have defeated the ronin turn to
 34
.

If not, then the ronin counterattacks by slashing at you with his katana. Your Defence against this is 7.

If you are still alive you may use the Cobra Strike punch (turn to
 55
), the Whirlpool throw (turn to
 91
) or kick him again (return to the top of this paragraph
).

15

You stand with a wary glance at the remaining Komainu statue further back in the snow. As you peer into the white murk you can just make out some sort of stone circle shrine in the background.

You check the unmoving body of the woman dressed in black lying bleeding into the snow and confirm that she is dead. You quickly check her clothing for anything of interest, but there is nothing worth taking.

Do you wish to head for the shrine past the remaining Komainu? Turn to
 265
.

Otherwise, you may journey on. If you have fought with the sword against one of the Komainu, turn to
 181
, otherwise turn to
 160
.

16

You scramble up the snowy slope in Daon’s wake, no less determined than he to face this mage that has heaped such misery upon you both.

Hainu swoop down the mountain, white blurs of fury, jaws snapping and claws raking.

Roll 1 Die + 4. This represents the total number of Hainu that attack you and Daon for the duration of this fight, which you should record. Choose an attack from those below and make one Attack Roll. If you hit then one Hainu will permanently flee the fight. After each attack do not forget to account for Daon defeating one Hainu as detailed further below.

Hainu Defence against kick/punch: 7

Hainu Defence against shuriken: 6

Hainu Defence against Poison Needles skill: 5

If you fail to hit, the Hainu immediately bites you; you must take one die damage or attempt to block. Your Defence for a block is 7. In this case, blocking forces a −2 to your next shuriken or Poison Needles attack just as it does for punches and kicks.

Whether you succeed or fail, Daon will snap a kick out to connect with one Hainu per turn, which will turn tail and flee. Reduce the total number of Hainu by one to represent this.

If there are any remaining Hainu, one more will rush in at you, and you must attack again. This will occur until the total number of Hainu reaches zero.

If you survive you will not be able to retrieve any shuriken used as the Hainu fly away.

Further below, Gorobei has defeated the Hainu that attacked him, and has started to clamber up towards you. The silhouetted mage on the snowy mountaintop above you raises his serpent staff, eyes glowing an infernal red as he screams out arcane words. A tremendous wind whips up all around you, but Daon continues straight on at him like a force of nature. If you dive for cover, anticipating a spell, turn to
 81
. If you rush in on the mage alongside Daon, turn to
 407
.

17

You use a shuriken to slice at the rope of the main mast but arrows fly out from the archer tower and one strikes you in the side. Lose 6 Endurance points (lose only 3 if you have the skill of Arrow Cutting which you can use to some benefit as you focus on cutting the rope).

If you are still alive, you abandon the attempt to slice through the rope and balance back along the beam to the mast for cover whilst you reconsider your options. Will you:

Throw a shuriken at the sailor manning the ship’s wheel? Turn to
 26
.

Leap overboard into the sea? Turn to
 41
.

18

You head directly into the pleasure quarter to find a courtesan and like the other nobles frequenting the area you tie a handcloth over your nose and mouth to hide your identity. You enter a sake den and befriend a courtesan in a black dress called Winter Moonlight. You give her ten silver coins to help disguise you, and she leads you to a hidden area in the back where she lights a single candle to illuminate the small shrine to Vagar the Deceiver, god of thieves, liars and cut-throats.

She shows you where she keeps a spare set of her clothes and lets you use her makeup. She is so pleased at earning the money that she even agrees to help dress you and apply the makeup, and soon you stand before her mirror completely unrecognisable.

You take a biwa – a lute that you have some basic skill at playing – to complete the illusion and make your way to the castle gates, a patterned fan hiding most of your face.

A samurai in green-lacquer armour stomps over to you. ‘All the other courtesans for the evening are already inside. You will need to come back another time.’

What will you say?

‘Please, I am a favourite of Daimyo Arai and he will be most displeased if I am not permitted entry on this special night.’ Turn to
 312
.

‘I am a courtesan of Daimyo Arai’s foreign dignitary, and I have been summoned from his ship in the harbour.’ Turn to
 386
.

19

You slip past the slumbering sailors as silently as the slightest breeze, making it to the door at the far side of the large crew room. Just as you go to open it the door swings open and a sailor walks through carrying a slop bucket. If you are dressed as a sailor, turn to
 39
. If you are still dressed in your ninja costume, turn to
 49
.

20

‘My allegiance is to Kwon,’ you state. ‘I am wholly in the service of the great Redeemer.’

The Master of the Unseen nods slowly. ‘I see, for we are all playthings of the gods. Then I have just one more question. In order to have wisdom, you must have truth. To have truth you must have understanding. And to have understanding you must have wisdom. Which then is the greatest of the three: wisdom, truth or understanding?’

Think of a way to answer this question. Write down your answer and then turn to
 126
.

21

You continue your trek along the trail, confident in your own abilities. You think you detect the faintest noise of something amiss, and climb a tree and crouch to observe what is moving out there. Countless misshapen humanoids tramp through the forest ahead and you slip from tree branch to tree branch closer. You can see them much clearer now; their skin is a pale blue, like a strangled corpse, and their long arms end in talons. These are Bakemono.

It is a simple matter for you to creep near them undetected, toss a stone to startle a forest bird on the left, and steal past them on the right. Turn to
 367
.

22

You leap to your feet and dash forward, your cold limbs sluggish and unresponsive.

The Yuki-onna opens her mouth in a silent scream, and white vapour shoots out from it at you, veering to follow you as if it has life of its own. Your breakneck sprint is dangerous on the snowy surface, and you take 2 Endurance points of damage from jagged rocks as you stumble and slide your way forward.

If you have the Acrobatics skill, you can flip and dodge until the vapours dissipate, then escape your pursuer. Turn to
 160
.

If you do not, you must make a Fate Roll. If Fate smiles on you, the gas dissipates before it reaches you. If Fate turns her back on you, you lose 5 Endurance from freezing (possessing a Hainu Skin reduces this damage by 1, and an Orb of Eo negates the effect completely). If you are still alive, turn to
 160
.

23

You dislocate your left shoulder joint and wriggle enough to get your left arm free and untie the knot of the net to release yourself. You land on your feet like a cat.

You decide it would be too dangerous to continue on in this forest, in case there are more traps. You retrace your steps until near the edge of the forest, and then travel across the open countryside, keeping a wary guard in case any Bakemono are nearby. If you are travelling on alone, turn to
 354
. If you are travelling with an associate, turn to
 382
.

24

After failing your attack you must now try to overcome the Ittan-momen as it seeks to wrap itself round your head to smother you. Your Defence against this attack is 7. This is not a ‘blow’ as of normal combat and so you may not block.

If you are struck, and this is the second time it has struck you, turn at once to
 169
. Otherwise the Ittan-momen squeezes one die worth of Endurance points from you.

If you are still alive then you free yourself and can either try to ensnare it by hand (turn to
 217
), use your flint and tinder on a branch to set it alight (turn to
 142
) or toss a shuriken (if you have any left) to pin it to a nearby tree (turn to
 259
).

25

The wind whips up a blizzard which stings your face and makes your steps falter. Daon’s still form feels as heavy as a boulder on your back. Step by step you can feel that your strength and will are slowly being sapped by the storm and the weight of your burden.

You sense movement before you in the flurry of snow, and can just make out a large creature creeping there on all fours. You curse your ill luck and lower Daon to the ground, preparing yourself for combat.

You catch just a flash of blue eyes and a furry, whiskered face. Your breath catches in your chest in awe as you recognise it as a large white tiger, the Spirit Tiger of Kwon, reputed to be his chosen emissary to the world of men.

She looks at you a long moment, making no sound, and then disappears off into the darkness. You stand uncomprehending. Has Kwon abandoned you?

Then you see the tiger’s paw prints left in the snow. With haste you collect Daon up on your back once more. You follow the paw prints on into the cold darkness, your faith keeping you moving forward on a trek seemingly without end. Eventually your legs give out and you fall to the snow.

Lying beside you, Daon stirs.

‘Are we lost?’ he whispers.

You point at the paw prints in the snow, only to find that they are gone. Your faith begins to waver, and you wonder if it was all just an exhaustion-induced hallucination. Then in the distance you see lamplights moving closer in the storm.


Turn to
 396
.

26

You throw a shuriken at the sailor manning the ship’s wheel, striking him in the side of his neck (cross the shuriken off your Character Sheet). He collapses on the wheel, blood spurting from his wound, making the ship lurch unexpectedly in a new direction.

As the ship changes relative to the wind, the swarm below is engulfed in smoke from the mast fire, and you are also momentarily obscured from the archers. However, it appears the sailors have very nearly extinguished the fire.

Will you:

Leap into the water and swim to the Catechism
? Turn to
 69
.

Swing down the rigging towards the ship’s wheel to try to demolish it? Turn to
 272
.

27

You seek out a solitary Nara samurai on patrol on the streets, and ask him to help you free your son who is trapped in a nearby well.

He agrees to come with you round to a communal well to assess the nature of the problem. You throw your voice to pretend a boy is trapped there, completing the illusion. He peers down the well and you knock him out from behind with a Cobra Strike to the back of his neck.

You strip off his armour and put it on, and then hide his body in the nearby bushes. You hurry back to the Daimyo’s residence, waiting until the guards change before slipping inside as if one of them.


Turn to
 410
.

28

You throw the burning torch at the red eye, which blinks. The torch simply stops in mid-air before it reaches its target and falls to the ground repelled by some arcane force. The hornets buzz around you, crawling under your ninja costume and puncturing your flesh with their barbed stings. You take one die of damage to your Endurance from hornet stings. You must now either run for the nearby White Water River and dive in (turn to
 70
), or launch a Leaping Tiger kick at the centre of the swarm (turn to
 99
).

29

The ship’s captain is already in the archery tower, organising a contingent of archers to carry out his commands. He barks orders to fire as you scramble across the wooden beam. You are struck by an arrow, punching into your side. Lose 6 Endurance.

If you are still alive, you barely keep your balance and scramble along the wooden beam back where you came. You shelter from the missile fire by pressing up against the wooden mast.

From your vantage point you can see that your ship the Catechism
 is passing through the mouth of the harbour now. It will be near enough to swim to soon, but the Cutter
 is moving rapidly towards it. You must make your escape, but the hornet swarm and the archers remain a danger, and you must help the Catechism
 escape without being rammed by this warship. Will you:

Step back along the beam a little and use a shuriken to saw through the rope hoisting the main sail? Turn to
 17
.

Throw a shuriken at the sailor manning the ship’s wheel? Turn to
 26
.

Leap overboard into the sea? Turn to
 41
.

30

‘My name is Rin of the Three Blades,’ the samurai says, ‘and I have been wandering these Bakemono-infested forests for days.’

You have heard of the Bakemono – twisted humanoids that are native to the island. You ask Rin why he is here.

‘A tribe of Bakemono attacked river vessels from Takahiri, and I was tasked along with five others to lead a punitive raid into Bakemono territory. The Bakemono were waiting to ambush us, and I alone fought my way out. I have heard it said that some spellcaster has brought the Bakemono out of their tribal hunting ranges in enormous numbers, in order that they patrol near these mountains. Beware the Bakemono, stranger, for as well as their savagery some of their tribes know of magic.’

You ask Rin what happened to the man in the grove.

‘I was resting nearby when I heard fighting. A ninja of the Way of the Scorpion had tracked another through the mountains, and left him mortally wounded for the animals. I overheard the assassin telling him that he had failed his mission because he only killed the Daimyo of Lemné and not his wife Singing Wind as well. They also spoke of a traitor amongst Singing Wind’s guard, who will soon try to correct the mistake.’

You vow quietly that you must send word to Singing Wind as soon as you reach Iga. Those who follow the Way of the Scorpion revere Nemesis, the Supreme Principle of Evil.

Rin tells you he plans to make for Iga and then catch a ship to the east of the mountains, which are too treacherous to cross at this time of year, ultimately heading back to Takahiri.

If you have a pair of Ivory Dice and wish to give them to Rin, turn to
 127
.

If you found a fellow contestant after the avalanche and wish to seek medical help for him, turn to
 131
.

If you say that you are the enemy of these ninja and tell Rin the truth of your journey, turn to
 214
.

If you say only that you are a simple traveller on a pilgrimage to Iga, turn to
 282
.

If you instead advise Rin that you must press on, turn to
 64
.

31

You inspect the meat store which is a small stone hut primarily used to store food for the dogs. You gently try to open the small wooden door but it is locked. If you have the skill of Picking Locks, Detecting and Disarming Traps, you easily get some salted chicken from the meat store and use it to distract the nearest dogs, then sneak onwards. Turn to
 92
. If you do not have this skill, you can try to force the door. Turn to
 135
. Alternatively, if you want to try for the kennels by the outer wall instead, turn to
 6
.

32

You slide downhill across the snow on your belly to hide behind a large boulder. You pause there a moment, when you see a flat stone nearby and an idea occurs to you. You push the stone on downhill, leaving a trail as if you had continued to slide on, and it eventually falls down a crevasse. You curl into a ball on the far side of the boulder and wait for the Yuki-onna to pass, which it does, gliding silently to follow the false trail. Once it is by, you step in your trail back up the slope so as not to leave any footprints, and continue on your way. Turn to
 160
.

33

Fate is kind and you find a small cave to rest in, and you huddle there to sit out the snow storm. You leave after a couple of hours, once the storm has mostly blown itself out, and find a trail again that leads down the mountainside. The worst of the mountain range is now behind you. Turn to
 122
.

34

The ronin collapses, his katana clattering to the paved road from his lifeless hand. You look around to see Gorobei pin a second opponent to the ground and deliver a shattering punch that ends all resistance.

All the other ronin are dead or incapacitated. Singing Wind herself rushes up with the palanquin bearers and crouches over a loyal samurai who has fallen in the struggle. She murmurs a blessing in the name of Illustra, Goddess of Life, staunching the bleeding and saving the man’s life.

‘Mutari will be sleeping in my quarters at this late hour,’ Singing Wind says to your group, collecting the gate key from one of the bodies and opening the gate. ‘The direct route there will be guarded, and contains some countermeasures to ninja infiltration – my husband created them when he was told he may be assassinated. Little good it did him. I know of a secret passage that will bypass the defences, though only one of you can use it.’

She commands the palanquin bearers to remove the bodies, and the uninjured samurai to keep watch over the other. She then leads the way on across the grass.

Will you:

Follow Singing Wind and the others to the secret tunnel? Turn to
 145
.

Slip off on your own and risk the ninja countermeasures to be the first to Mutari’s quarters? Turn to
 266
.

35

You fall back from combat with Daon to catch your breath and gain a little more time. He continues to circle you, ready to attack, his face a mask of concentration.

Then out of the corner of your eye you see that Aiko has returned to the room. This is your chance to act. You tear off both your control chain and your Obsidian Bracelet, stepping in to grapple again. You manage to slap the bracelet onto Daon’s wrist (remove the Obsidian Bracelet from your Character Sheet), and he falls back dazed, overcoming the effects of his control chain.

Daimyo Arai gets to his feet, spluttering sake as he draws his katana and shouts at his guards to butcher the both of you. Earlier did you indicate to Aiko:

‘Tools,’ to bring your ninja equipment? Turn to
 210
.

‘Prisoner,’ to free Yaris, the captured monk of the Scarlet Mantis? Turn to
 223
.

36

You quietly rouse the nearest slaves from their slumber, tell them that you are here to free them all, and set down the Brass Key – remove it from your Character Sheet. They simply stare at you uncomprehending as you pull yourself back up to exit the hatch, but soon you know the ship will be in chaos. You overhear them starting to act, freeing themselves from their shackles, as you make your way back to the deck. With the oars useless, all you have to do is render the sails equally so to complete your night’s work. Turn to
 418
.

37

You dart forward, your hand a blur of motion to strike at the figure made of hornets before he can cast any spells.

MAGE

Defence against Tiger’s Paw: 6

Endurance: —

Damage: 1 Die

If you have struck the mage, turn to
 389
.

If not, then the unseen flesh seems to deform beneath your fist, the bloodshot eyes ever drilling into your own. A burst of hornets flies free to sting you. Your Defence against this is 8 and there is no way to block.

If you are still alive you may use the Winged Horse kick (turn to
 43
), the Teeth of the Tiger throw (turn to
 51
) or try to punch again (return to the top of this paragraph
).

38

You do not yet have the two flags that you require to complete your trial. You spend a day seeking out another city you have not yet seen, but are quick to discover that all have been visited by your fellow trialists, and there are no more flags to claim.

You no longer have time to try for another and still make Iga within the days remaining. You cannot help but feel that you have let down your late foster-father Naijishi who worked to train you in ninjutsu.

You head west for Iga as the trial demands, but do so half-heartedly, unaware that your destiny has been thwarted for a dark purpose. Once back on the Island of Tranquil Dreams, the Grandmaster of the Dawn chooses another champion of lesser ability when a call arises to save Orb from evil.

The forces of darkness will sweep across Orb, and you will die by their hand on the Island of Tranquil Dreams, missing your chance to become the one who could have stopped them.

{ DEATH }
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39

The sailor bumps into you as he heads past, cursing at you for nearly causing him to spill the slop in the crew’s quarters. You see another crew area through the open door, this one more active with crew gambling over cards or eating some rice porridge before the start of their shift. You decide it is simply too risky to continue on this way as someone may spot that you are not from this ship. You decide to retrace your steps back out of the room. Will you:

Cross to the door with the rasping noise, assuming you have not been there already? Turn to
 132
.

Go on to the door at the far end of the corridor? Turn to
 348
.

40

You stalk the dark streets of Suma, seeking out a lone samurai to ambush and knock unconscious. You are in your element in the darkness, and a lone, unsuspecting samurai will make easy prey.

Decide whether you target the green-armoured samurai of Daimyo Arai or the grey-armoured samurai of the visiting Daimyo from the northern islands. If you choose the Daimyo Arai’s samurai, your plan is to pretend you are returning from patrolling Suma and have been ordered to take the night duty watch. If you choose the visiting Daimyo’s samurai, your plan is to pretend you got lost on the way to the banquet through the maze of streets.

Either way, you quickly find a target in the streets, knock him out, and put on the armour. Its weight makes you feel restricted and cumbersome as you make your way to the gate of Suma castle. Once there, a samurai in green-lacquer armour stomps over and stands expectantly, waiting for you to say something.

If you are wearing green armour and ‘have returned from patrol’, turn to
 379
.


If you are wearing grey armour, and ‘have gotten lost on the way here’, turn to
 386
.

41

You take a mighty leap and swan dive out over the edge of the ship into the cold, dark waters. You surface for air, the waves swelling and subsiding all around you, sweeping you along with them.

The Catechism
 draws nearer and you swim for it, but the Cutter
 follows in your wake, its fire extinguished. Just as you start to climb a rope thrown to you onto your ship, the warship slams into the Catechism
 with a tremendous crack and splintering of wood.

The Catechism
 lists badly and begins to sink. The archers from the Cutter
 fire volley after volley into the water at the survivors, and you are caught in the neck by an arrow as you try to save an unconscious monk of Kwon from your ship. A moment later you are hit by another arrow and know no more.

The next morning a fishermen of Iga finds your remains and sells your equipment to a passing trader for a week’s worth of wages.

{ DEATH }
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42

You leap to your feet and dash forward across the snow, launching yourself into a Leaping Tiger kick at the Yuki-onna. To your surprise you pass right through her and instead of knocking her from the cliff the momentum of your kick propels you forward over the edge.

You grasp at the crags with all your strength, trying to gain some purchase as you half fall, half scramble down to the valley, enduring numerous cuts and jolts with every bump. You lose 6 Endurance points. If you are still alive, you look around, but the Yuki-onna is nowhere to be seen. Turn to
 160
.

43

You lash out the heel of your foot against the seething mass of insects that make up the mage’s body.

MAGE

Defence against Winged Horse: 6

Endurance: —

Damage: 1 Die

If you have struck the mage, turn to
 389
.

If not, then the shape splits and reforms with a mad buzzing that sets your teeth on edge. A burst of hornets flies free to sting you. Your Defence against this is 7 and there is no way to block.

If you are still alive you may use the Tiger’s Paw chop (turn to
 37
), the Teeth of the Tiger throw (turn to
 51
) or try to kick again (return to the top of this paragraph
).

44

You wait until nightfall, donning your black ninja costume before you vault over the side of the Catechism
 and swim along the quiet harbour to where the small fishing boat is moored. As the Grandmaster predicted, the moon and stars are obscured by clouds, offering you the perfect cover of darkness.

You raise the tarpaulin covering the boat to find the clay flask of lantern oil about the size of a beer tankard. You release the moorings and spring into the boat, letting it drift out with the tide until clear of the other ships.

You lower the sail and set out of the harbour, scrutinising the horizon for any sign of the Cutter
 in the darkness. It does not take you long to find it by the soft glow of light on its deck, anchored facing the entrance to the bay like some great, sleek predator awaiting its quarry.

It is a warship and simply setting the sails alight will not suffice; you must also somehow cripple the use of the oars if the Catechism
 is to make an escape.

Most of the ship’s oars are raised and its sails folded. It bears a grey flag flying from its mast bearing the mons of three interlocking rings and the aft of the deck contains a tower for archers, but there is no sign of anyone there presently.

You take down your sail and let the fishing boat drift closer, straining forward against the spray of the sea to detect any sign of sentries on the deck. You catch occasional movement, but little else as the distance is too great in these conditions.

You tie the clay flask to your back with rope and ease yourself quietly into the sea water, the waves buffeting you until you submerge completely. You only surface from the water once you are beside the hull. Will you:

Clamber up the anchor chain to the ship? Turn to
 225
.

Pull yourself up to one of the few lowered oars, and then up along a raised oar to the deck? Turn to
 232
.

Alternatively, if you have the Climbing skill and wish to use it, use the cat’s claws to climb the wooden hull directly? Turn to
 240
.

45

You tentatively place a toe on the next floorboard, and a subtle movement confirms your suspicions. The floor all around the futon is a nightingale floor, designed to make a noise like a chirping bird when stepped on in order to warn of anyone’s approach. Any greater weight put on the floorboards would waken Mutari, who would in turn alert the whole complex. Will you:

Hurl a shuriken at Mutari, and then rush in to grab the falcon katana? Turn to
 134
.

If you have the Climbing skill, use your cat’s claws to climb across the wooden ceiling to avoid the nightingale floor? Turn to
 168
.

46

You take out your flash powder, wrapped in a gauze of cloth, and hurl it at the nearby shrine brazier – cross the flash powder off your Character Sheet. You shield your eyes as the powder ignites in a blinding flash and the Jorogumo gives off an almighty shriek that echoes off the cliffs of Nara.

You race to the flagpole as the Jorogumo slashes blindly all around her with her legs, and you tear down the silk flag before vaulting over the side of the building and scrambling down to the street below. Turn to
 323
.

47

You crouch atop one of the wooden kennels and release the latch from above, before pressing yourself down out of view. The dog that emerges is upwind from you and cannot see you, and so snuffles forward towards the meat store as you intend. The dog you released is female, as the other dogs in the courtyard bark crazily as she nears, straining at their leashes. These kennels housed the only breeding females, kept well away from all the male guard dogs and for good reason.

With the guard dogs’ attention fixated on the female, and the human guards soon to be fixated on the dogs, you easily sneak on along the side to the inner wall. Turn to
 92
.

48

You somehow find the mental strength to throw off the effects of the spell and cast aside the spiderfish. If you are wearing an Obsidian Bracelet, it cracks and falls from your wrist (remove it from your Character Sheet).

You pick up Aiko’s dropped torch and stand defiantly. The hornets buzz angrily, the blood-red eye at the centre of the whirlpool glowering, and then they come for you. Will you:

Hurl the torch at the swarm? Turn to
 28
.

Run for the nearby White Water River and dive in? Turn to
 70
.

Launch a Leaping Tiger kick at the centre of the swarm? Turn to
 99
.

49

The sailor opens his mouth to shout in surprise. You deliver a Cobra Strike to his neck and he is knocked out. You catch him and ease him to the floor so he does not make a noise, however the bucket of slop falls from his grasp, thudding to the floor and spilling out to cause an almighty stink. You have seconds to act as the sailors around you start to rise. Will you:

Quickly step on into the next room? Turn to
 63
.

Open the wall lantern and throw some flash powder on it, before hastening back the way you came? Turn to
 73
.

Use the wall lantern on your flask to set the ship alight? Turn to
 83
.

50

Daon reaches into the collar of his ripped shirt to produce a white blood-stained flag. It has a gold trim around it, and bears the symbol of a black war fan on it. ‘I managed to collect a souvenir in Nasaka,’ he says, ‘but it is of little use to me now, so I offer it to you. I’d say you have more than earned it. It will give you every advantage when it comes to being Grandmaster in the final tests.’

You thank him but say that you are not supposed to take a flag from any competitor during the trial – it is forbidden.

‘He will never know,’ Daon says. ‘No one knows I have it and I swear I will never tell anyone that I gave it to you. It is yours now, take it. You have earned it far more than I have.’

You mull over whether you should. If you decide to take it, add the Flag of Nasaka to your Character Sheet.

Either way, you say your farewells and continue your journey on. Turn to
 94
.

51

You propel yourself through the air, your legs outstretched to wrap around the swarm that gathers itself in the semblance of a man.

MAGE

Defence against Teeth of the Tiger: 5

Endurance: —

Damage: 1 Die

If your throw is successful, turn to
 389
.

If not, then the false body shifts out of your grasp in an unnatural fashion, bending where neck and spine would break. A burst of hornets flies free to sting you. Your Defence against this is 6 and there is no way to block.

If you are still alive you may use the Tiger’s Paw chop (turn to
 37
) or the Winged Horse kick (turn to
 43
).

52

You step out with hands outstretched in a gesture of peace as you call out to warn the woman of the Bakemono ahead. She looks surprised at your appearance, and a startling transformation occurs. The woman warps and shifts into the form of a muscular, blue-skinned Bakemono, its tusked mouth twitching in the semblance of a smile. It affixes a wicked-looking spear tip to its staff and adopts a combat stance. You notice it bears golden bracelets, and surmise it likely has some position of status amongst its kind.

[image: ]


You must kill it before it can alert the other Bakemono. You may use a shuriken if you wish, deducting one die from your enemy’s Endurance of 13 if you succeed on an Attack Roll against a Defence of 5. Alternately, if you have the Poison Needles skill and wish to use it, you may turn to
 408
.

Otherwise, will you use:

An Iron Fist punch? Turn to
 340
.

A Winged Horse kick? Turn to
 350
.

A Teeth of the Tiger throw? Turn to
 360
.

53

Fate is not kind to you, and against the snowstorm the best you can do is collapse behind a boulder as the blizzard rages across the mountainside. You must lose 4 points of Endurance from hypothermia (possessing a Hainu Skin reduces this damage by 1). If you still live, you leave after a couple of hours, once the storm has blown itself out, and find a trail again that leads down the mountainside. Turn to
 122
.

54

‘Your mastery of the Way of the Tiger is consummate,’ the Grandmaster of the Dawn says as you present him with two flags (cross them off your Character Sheet). ‘You will proceed with Gorobei to the final challenge back at the Island of Tranquil Dreams, where one of you may become the new Grandmaster of the Five Winds.’

You bow your head, overcome with emotion. If only Naijishi had lived to see this day, he surely would have been proud.

Gorobei nods, his mouth set in a grim line. No doubt he is remembering the last time he stood here, having reached this stage once before only to fail at the final contest.

‘I will summon a messenger in Iga,’ the Grandmaster of the Dawn continues. ‘These flags will be returned to their respective Daimyo, with a message that they should return to us any artefacts of Kwon seized when our order was forced out from this island. By showing we can take these flags from their best protected strongholds, we hope to convince the other Daimyo of the wisdom of treating us as honoured friends and not as enemies.’

The Grandmaster bids Gorobei rest after his trial, and your friend proceeds below deck, but the Grandmaster asks you to stay a little longer.

‘You have suffered many hardships on this trial,’ he says, ‘especially for one so young, and yet I must ask even more. I have a mission for you.’ Turn to
 296
.

55

With almost superhuman speed you try to flick aside his sword whilst delivering a Cobra Strike aimed at a gap in his neck armour.

RONIN GUARD

Defence against Cobra Strike: 5

Endurance: 11

Damage: 1 Die + 1

If you have defeated the guard turn to
 34
.

If not, the ronin is momentarily off balance by you knocking his katana blade wide, but he quickly recovers to slash at you. Your Defence against this is 7.

If you are still alive you may use the Winged Horse kick (turn to
 14
), the Whirlpool throw (turn to
 91
) or punch him again (return to the top of this paragraph
).

56

You pick up the lantern and place the guard’s lacquer helmet on your head so that you can pass for him at a distance. You continue along the guard’s search pattern that you observed earlier, calming your racing heart, avoiding any temptation to turn to check on the other two guards.

At an opportune moment you slip away into the walkway leading to the inner residence, discarding the helmet as you go. You will have to hurry before the missing guard is discovered. Turn to
 356
.

57

In an explosive burst of power you spring into a Leaping Tiger kick, aimed at the monk’s head.

MONK OF THE SCARLET MANTIS

Defence against Leaping Tiger: 7

Endurance: 14

Damage: 1 Die

If you have killed the monk, turn to
 300
.

If not, then the monk feigns a kick and then tries to punch you in your kidneys. Your Defence against this is 6.

If you are still alive you may use the Iron Fist punch (turn to
 2
), the Teeth of the Tiger throw (turn to
 71
) or kick him again (return to the top of this paragraph
).

58

You stop your frantic ascent to focus on the archer. He fires and you calmly watch the incoming projectile all the way. With amazing dexterity you catch the arrow in your left hand and toss it aside. You pull yourself up onto the roof, leaving behind gasps of astonishment from the onlookers below. Turn to
 333
.

59

You chop the samurai in the neck, sending him slumping unconscious sprawling across the open window. Unfortunately for you the other samurai in the room shouts for reinforcements and whilst you leap into the room for the flag he engages you in combat to slow you down. The door bursts open behind you and several samurai quickly surround you, demanding your surrender. As this is a contest and not a covert mission, you decide to throw yourself on the clemency of Daimyo Arai. Turn to
 170
.

60

The katana flies in on you but you deflect it with your iron sleeves, using as subtle a motion as possible to avoid showing your training. The blade sticks into the mud at the side of the road and the light blue glow fades from it.

The samurai of Eo runs over to you in near-panic, his steps thudding along the road in his heavy armour.

‘Please,’ he says, ‘you must forgive me.’

You ask him how his sword came to be enchanted.

‘My name is Enomoto,’ he says. ‘I left my duties guarding the shrine of Eo in the wilderness to undertake a holy pilgrimage of fasting and meditation. I stayed here in the post station overnight but my katana had been moved in the room when I awoke. Someone must have ensorcelled it, but I do not understand why your presence set it off.’

He agrees not to retrieve it until you are gone from the area, and you continue on your way. If you already have two flags then you bypass Takahiri, since you have all the flags needed for the trial, and continue west. (Turn to
 85
.) Otherwise you head for the city of Takahiri. (Turn to
 195
.)

61

You sneak up and use your lock-picking tools on the chains of the nearest slave. After a few moments the lock clicks and he is free. You gently shake him awake and gesture for him to keep quiet.

You realise that trying to unpick the locks on all these chains will be very time consuming and expose you to the danger of discovery. You ask the slave in hushed tones where the key is kept. Slaves such as he never leave the hold, but he believes the key is kept with the ship’s first mate, whose cabin is somewhere near the center of the ship. The slave agrees to remain quiet while you do your work, knowing he may only have his freedom if he escapes along with his fellows.

You pull yourself back up through the hatch and take the door already ajar into the corridor through the midship. Then you step to a wooden door from which a metallic rasping noise is emanating. Turn to
 132
.

62

You trudge on in the darkness, relying on your years of gruelling endurance training as your legs burn and your back aches with the weight of carrying your friend. It starts to snow, growing more intense, adding to the drifts underfoot.

You slip and stumble as you pass a rocky outcrop, nearly falling back down the mountain. You can go no further and you find a sheltered alcove against the cliff where you gently set Daon down. He is still unconscious and his skin is hot to the touch, drenched with sweat in fever.

You look up to the stars above, trying to gauge your position. All you know is that you have been heading roughly west cross-country, unable to find any trail in the dark, and time is running out for Daon. Doubts about your ability to find help in time begin to gnaw at you. You could make far quicker progress on your own, but you do not believe Daon will survive without you. Your decision weighs heavily upon you.

If you decide to leave Daon and continue on alone, turn to
 231
.

If not you carry him onwards. You are so weary that you know you are vulnerable should you be attacked, yet you continue until you are utterly exhausted. Through lips so numb you cannot feel them move, you intone a prayer to Kwon for help. Note your current Inner Force, roll a single die, and add the two values. If the sum is 5 or more, turn to
 198
.  If the sum is 4 or less, turn to
 215
.

63

You hasten through the door into the next crew area, but this one houses the sailors about to take over the next deck shift. They are awake and already eating their rice porridge or gambling over a game of shogi on a game board in the far corner.

There is uproar in the room at your ninja costume, and as you try to retreat you re-enter the room where the sailors have awoken. You know the odds are hopeless, so you smash the lantern oil flask on your back and set it alight.

You die alongside the sailors in searing agony, holding out some faint hope that it may allow the Catechism
 and the Grandmaster of the Dawn a better chance of escape.

{ DEATH }
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64

You bid farewell to Rin and he tells you he shall leave before any Bakemono pick up his trail. He adjusts his sword scabbards and departs into the forest.

If you decide to use your tracking skills to follow Rin’s trail, in hope of using his knowledge of the area to avoid trouble, turn to
 247
. If you decide to find your own path onwards, turn to
 21
.

65

You step into the gently rolling captain’s cabin, your every step careful in the darkness to avoid waking him. You tense your muscles, ready to spring into action should he awaken. Do you have the skill of Picking Locks, Detecting and Disarming Traps? If so, turn to
 82
. If not, turn to
 110
.

66

‘Why do you interrupt our interrogation?’ the female spellcaster says with a frown. The two warrior priests stop their chanting and get to their feet, their expressions angry at being disturbed. Will you:

Mumble an apology and hasten back outside to take the far door? Turn to
 348
.

Spring to the attack, starting with the spellcaster? Turn to
 157
.

Start with the two priests instead? Turn to
 213
.

67

You step forward to grab the falcon katana, but the floorboard gives a high pitched chirp. You realise that the floor all around the futon is a nightingale floor, designed to make a noise like a chirping bird when stepped on and warn of anyone’s approach.

Mutari is awake and drawing the falcon katana in one smooth movement, calling for his guards. Will you:

Flee before the guards arrive? Turn to
 79
.

Fight Mutari in the hope of quickly overpowering him before the guards arrive? Turn to
 111
.

68

The arrow slams into your shoulder and you lose your grip, falling to the ground. If you do not have the Acrobatics skill, deduct 1 Die + 4 points from your Endurance due to the injuries. If you have the skill, you must still deduct 4 points due to the arrow.

If you are still alive, you lie on the stone pavement, the breath blasted from your body as samurai run in to surround you. If you have the Feigning Death skill, you may turn to
 276
. If you do not, but do have the Escapology skill, turn to
 315
. If you have neither, turn to
 413
.

69

You take a mighty leap and swan dive out over the edge of the ship into the cold, dark waters. You swim underwater before surfacing for air, the waves swelling and subsiding all around you, sweeping you along with them.

The Catechism
 draws nearer and you swim for it, but having extinguished the mast fire the Cutter
 still uses its sails to follow in your wake. A rope is thrown to you from your ship and you start to climb it. The warship slams into the Catechism
 with a tremendous crash that sends you back into the sea and enormous splinters flying out. Your ship lists badly, sinking.

The archers from the Cutter
 fire volley after volley into the water at the survivors, and you are caught by an arrow in the neck as you try to save an unconscious monk of Kwon from your ship. A moment later you are hit by another arrow and know no more.

The next morning a fishermen of Iga finds your remains and sells your equipment to a passing trader for a week’s worth of wages.

{ DEATH }
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70

You sprint for the river, the cloud of hornets chasing after you, their buzzing filling your ears. You leap into the cold water and submerge, the swarm hovering over the water, waiting for you to surface. The blood-red eye in the middle gazes at you with supernatural malice.

The seconds fall. If you still have your ninja equipment, you use your breathing tube to remain submerged. If not, you must briefly surface for air and take one die of damage to your Endurance as the swarm stings you.

If you still live, your mind races for a way to break the stalemate. Then a figure wades into the river and, heedless of the hornet stings, claps his hands over the red eye. It vanishes immediately and the hornets fall lifelessly into the water to be washed away.

You surface to see that the figure is Daon, who appears in no discomfort from the stings, having spent years hardening his body to all kinds of adversity. He helps you get to your feet and asks you what happened.

You tell him about Aiko, and he clenches his fists. You both walk over to where she still lies splayed on the road.

‘Someone will pay for what has happened to Aiko,’ he says quietly, kneeling beside her, head bowed. ‘I will make them pay . . .’

You feel a sense of loss that you last felt so keenly when your foster-father Naijishi was taken from you. You suggest that you bury her, promising that she will be avenged.

If you are missing any ninja equipment, you may take it from Aiko, as well as adding one shuriken. You also take the venomous spiderfish, which is salted and cured. You may add spiderfish to your Character Sheet, and note if you chose the Poison Needles skill that you may now use it.

‘The last I saw her she was headed for Nasaka,’ Daon comments looking over your shoulder. ‘She has no flags on her; perhaps she discovered about the ambush here and rushed ahead to try and prevent it.’

You comment that you will never know.

You both hold a short burial ceremony, during which Daon recites the Catechism of the Redeemer. You both agree to wait and see if any other trialists come by, so you can travel on together to help each other against any further ambush.

Did you attempt to retrieve the flag in Nara? If so, turn to
 206
. If not, turn to
 383
.

71

You spring forward, trying to wrap your legs around your opponent’s muscular neck.

MONK OF THE SCARLET MANTIS

Defence against Teeth of the Tiger: 6

Endurance: 14

Damage: 1 Die + 1

If you have thrown the monk successfully you may either use the Iron Fist punch (turn to
 2
) or the Leaping Tiger kick (turn to
 57
) adding 2 to your Kick or Punch Modifier and damage for this attack only, as the monk struggles to regain his feet.

If you have failed to throw him, you land in a roll on the bridge and spring to your feet. You are off balance though and the monk repeatedly punches at your ribs in an explosive frenzy of violence. Your hasty Defence against this is 6.

If you are still alive you may use the Iron Fist punch (turn to
 2
) or the Leaping Tiger kick (turn to
 57
).

72

You spring up from behind your bushes and grab the woman from behind, hand over her mouth lest she should call out. With far greater strength than you supposed, she shrugs off your attempt at restraint and a startling transformation occurs.

The woman warps and shifts into the form of a large, muscular blue-skinned Bakemono, its tusked mouth twitching in the semblance of a smile. It affixes a wicked-looking spear tip to its staff and adopts a combat stance. You notice it bears golden bracelets, and surmise it must be have a position of status amongst its kind.

If you have the Poison Needles skill and wish to use it, turn to
 408
. Otherwise, will you use:

An Iron Fist punch? Turn to
 340
.

A Winged Horse kick? Turn to
 350
.

A Teeth of the Tiger throw? Turn to
 360
.

73

You grab the lantern from the wall and ignite the flash powder (cross it off your Character Sheet), momentarily closing your eyes to avoid the blinding flash. You rush back out to the corridor, desperate to buy yourself a little time before the dazzled crew comes after you.

You pour a little of the oil from your flask by the door and kneel to set it alight with your flints, hopeful that the gathering blaze will block any immediate pursuit. Do you have a Brass Key? If so, you hasten toward the aft of the ship to find a solution before the crew can organise themselves. Turn to
 348
. If not, turn to
 88
.

74

You move alongside Gorobei, hoping to use the rocky overhang as cover from the Hainu’s swooping attacks. The Hainu glide down the mountain, landing on the track to run in on you both three at a time, white blurs of fury, jaws snapping.

Roll 1 Die + 4. This represents the total number of Hainu that attack you and Gorobei for the duration of this fight, which you should record. Choose an attack from those below and make one Attack Roll. If you hit then one Hainu will permanently flee the fight. After each attack do not forget to account for Gorobei defeating two Hainu as detailed further below.

Hainu Defence against punch/kick: 7

Hainu Defence against shuriken: 6

Hainu Defence against Poison Needles skill: 5

If you fail to hit, the Hainu immediately bites you; you must take one die damage or attempt to block. Your Defence for a block is 6 as you struggle to stay in cover and not impede Gorobei. In this case, blocking forces a −2 to your next shuriken or Poison Needles attack just as it does for punches and kicks.

Whether you succeed or fail, Gorobei grabs two Hainu and bangs their heads together. The two injured creatures whimper and flee – reduce the total number of Hainu by two to represent this. If instead only a single Hainu remains, Gorobei dispatches it with a Tiger's Paw chop.

If there are any remaining Hainu, one more will rush in at you, and you must attack again.

If you survive you will not be able to retrieve any shuriken used as the Hainu fly away.

When all the beasts that you faced have been put to flight, you peer out to the slope above. Daon has survived the various Hainu that peeled off to attack him, and continues on against the mage silhouetted on the snowy mountaintop. The mage raises his serpent staff, eyes glowing an infernal red as he screams out arcane words. A tremendous wind whips up all around the mountain, but Daon continues straight on at him like a force of nature. Turn to
 81
.

75

You shrug off the melancholy of the former battle site and hasten on to continue your journey. Behind you the cherry blossom trees continue to gently shed their blossom that lazily floats down to the road. If you have two flags, you bypass Nasaka and take the road west, already having what you need to complete the trial. (Turn to
 85
.) Otherwise you must enter Nasaka. (Turn to
 270
.)

76

You throw a shuriken at the Jorogumo’s head (deduct one shuriken and note you will not be able to reclaim it) and launch yourself into a Leaping Tiger kick, trying to break through her twitching defence of spider legs. The Jorogumo’s Defence to your combined attack is 7. If you succeed, then she falls back in pain. Turn to
 308
. If you do not succeed in your attack on her, turn to
 339
.

77

You block the knife thrust of the nearest Bakemono and counter with a chop at the neck of one of the brutes. You may choose which one to attack.






	
	
1st BAKEMONO


	
2nd BAKEMONO


	
3rd BAKEMONO





	
Defence against Tiger’s Paw


	
7


	
6


	
4





	
Endurance


	
6


	
7


	
8





	
Damage


	
1 Die − 1


	
1 Die − 1


	
1 Die − 1







If you have defeated them, turn to
 103
. If any of the Bakemono are still alive, they stab their knives at you. If there are 3 still alive, your Defence is 8; if there are 2, your Defence is 9; and if there is only one left, your Defence is 10. You may only block one of their attacks.

If you survive their attacks, you may use a Forked Lightning kick (turn to
 87
), a Dragon’s Tail throw (turn to
 97
) or another punch (return to the top of the paragraph
).

78

You agree to help Singing Wind who bows, expressing her deep sense of gratitude. You follow her and her two samurai along the dock. She steps into a waiting purple palanquin bearing the mons of a black moon. Two burly servants dressed in white lift the palanquin and begin forward along a wide, white paved road, her samurai falling into line alongside.

You, Aiko, Daon and Gorobei accompany them along the streets which are deserted at this time of night, lit only by hanging lanterns. Aiko points out a building which resembles a temple of Kwon.

‘It used to be,’ Gorobei says, ‘but ever since our brethren were driven from the island it is now simply a cargo store.’

Daon mutters the Pilgrim’s Curse under his breath.

You recognise that you are near the city market district. You have been to Lemné and the surrounding area twice before, always on covert missions to help the downtrodden, and your only other time spent on the island has been around Iga.

You pass by closed shops and empty carts. Ahead are the famed seven hills of Lemné, on the highest of which is perched an impressive complex protected by a white stone wall.

Singing Wind emerges from the palanquin. ‘My maidservant has informed me that there is a group of ronin up the hill securing the main entrance to my residence. I must ask you to overcome them, so that I can gain access to my rightful home.’

You share a gaze with Aiko, a plan forming instantly based on deception. Aiko enters the palanquin, with Gorobei and Daon changing into the clothes of the palanquin bearers. Lastly, you cling to the underside of the palanquin and hang on, ready to roll out when the moment is right. Singing Wind stays back with her palanquin bearers, although she sends her two samurai along with you. Turn to
 209
.

79

You flee from the room as fast as you can, diving through the paper panel of the doorway and sprinting to the courtyard. Ronin come out of the warren of side-corridors with their katana drawn.

From somewhere nearby comes the sound of a gong being struck repeatedly. You pull yourself up to the roof and race along it. If you have not already proceeded along this route, you trigger a spring-loaded bolt trap set on the roof and must lose 6 Endurance points unless you have the skill of Arrow Cutting. If you still live, you hurry on.

You have failed to infiltrate the residence of Singing Wind, and as you retreat back outside you see no trace of Singing Wind or your competitors, who must have gone another way. Despondent, you decide your only option is to try for another flag elsewhere. Will you:

Leave Lemné along the northern road to the castle at Suma? Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

Try to avoid further competition and leave Lemné cross-country, heading west for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

80

You jump into the rigging and scramble up through the smoke to the mast. You crouch out along the sail spar, where the air is a little clearer, and you can see the swarm hovering near the fire waiting for you to emerge.

Below, several sailors frantically try to put out the fire. You notice that the main sail of the ship has been unfurled and the anchor raised. Looking out to sea you know why; the Catechism
 has set sail from Iga harbour and will pass by shortly.

The Cutter
 will be ready to attack as soon as the fire is extinguished. Over to your right you see archers appearing on the deck tower, and it will likely not take them long to spot you. Do you still have flash powder left? If so, turn to
 179
. If not, turn to
 192
.

81

Daon launches a flying kick at the mage just as he finishes his spell, and there is a tremendous flash and thunderclap. A ponderous rumble accompanies a great cascade of snow from the mountain peak, sweeping away everything before it. You start to clamber up some rocks as quickly as you can whilst Gorobei throws himself behind an outcrop. The crashing snow sweeps you away from your perch and down the mountain. You can do little as you are spun over and over until you come to a rest buried deep in snow. Lose 4 Endurance points. If you are still alive, turn to
 108
.

82

You freeze as you spot the outline of a trap in the ceiling; a long blade set to slice down at your neck. Now you know why the captain does not lock his door as he sleeps. You avoid the pressure plate underneath the wooden floorboard, and quickly search the darkened room but find nothing useful. You may decide if you want to garrotte the sleeping ship’s captain or not. If you do, he will die quickly and silently – note that he is dead on your Character Sheet. You leave the room and open the door at the end of the corridor. Turn to
 348
.

83

You smash the clay lantern oil flask on your back and set it alight. In the smoke and terrible heat you close your eyes and hastily try to retrace your steps but there are too many panicked sailors in the way.

You trip over one, and fall, losing your bearings. You die alongside the sailors in searing agony, holding out some faint hope that it may allow the Catechism
 and the Grandmaster of the Dawn a better chance of escape.

{ DEATH }
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84

You waste no time in hurling a shuriken at the unsuspecting guard. Make a Fate Roll. If Fate smiles on you, turn to
 322
. If Fate turns her back on you, turn to
 401
.

85

As night falls you continue on, away from the comforts of civilisation, keeping to a calm pace to maintain your strength. You pause for drinks of water and a brief meditation to prepare yourself for the hardships that lie ahead. Daybreak sees you still heading to the west. Turn to
 222
.

86

You wait crouched under the cover of the foliage until the woman has continued on along the trail and out of sight. You take a deep breath and step back out onto the trail, ready to continue on. You walk on, wondering who the woman was and reconsidering if you did the right thing to let her continue on without giving a warning. Turn to
 375
.

87

You lash out your foot at the brute’s kneecap and face in quick succession. You may choose which one to attack.






	
	
1st BAKEMONO


	
2nd BAKEMONO


	
3rd BAKEMONO





	
Defence against Forked Lightning


	
7


	
7


	
5





	
Endurance


	
6


	
7


	
8





	
Damage


	
1 Die − 1


	
1 Die − 1


	
1 Die − 1







If you have defeated them, turn to
 103
. If any of the Bakemono are still alive, they stab their knives at you. If there are 3 still alive, your Defence is 8; if there are 2, your Defence is 9; and if there is only one left, your Defence is 10. You may only block one of their attacks.

If you survive their attacks, you may use a Tiger’s Paw chop (turn to
 77
), a Dragon’s Tail throw (turn to
 97
) or another kick (return to the top of the paragraph
).

88

As your back is turned to light the fire to block the crew’s door, a shadow falls on you from behind. You whirl round just in time to see an axe head swinging in toward your face. The burly first mate, attracted from his room by the commotion, wipes the blood splatters from his rat-tail moustache before kicking your corpse forward to smother the gathering flames.

{ DEATH }
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89

You creep forward with the unwound garrotte in your hands, ready to strangle your unsuspecting victim, but from beneath the floorboards comes a high pitched chirp. You realise that you are stepping on a nightingale floor which is designed to warn of the approach of any intruder.

Mutari is awake and drawing the falcon katana in one smooth movement, calling for his guards. Will you:

Flee before the guards arrive? Turn to
 79
.

Fight Mutari in the hope of quickly overpowering him before the guards arrive? Turn to
 111
.

90

Gorobei cannot help but exhale in surprise. The Grandmaster of the Dawn nods in appreciation. ‘Three flags is a remarkable feat, enough some would say to forgo the final test and award you the title of Grandmaster of the Five Winds. How did you manage to capture all these in the time that we set you?’

Will you:

Maintain the pretence that you captured all the flags? Turn to
 269
.

Admit that one flag was given to you, against the rules of the competition? Turn to
 278
.

91

With amazing speed you turn and grab his extended weapon arm, intending to use his own momentum against him in a Whirlpool throw.

RONIN GUARD

Defence against Whirlpool throw: 5

Endurance: 11

Damage: 1 Die + 1

If you have thrown the ronin successfully you may either use the Winged Horse kick (turn to
 14
) or the Cobra Strike punch (turn to
 55
), adding 2 to your Kick or Punch Modifier and damage for this attack only, as he struggles to get to his feet.

If you fail to throw him, the ronin adjusts his weight to push you aside and quickly recovers to slash at you with his katana. Your Defence against this is 6.

If you are still alive you may use the Winged Horse kick (turn to
 14
) or the Cobra Strike punch (turn to
 55
).

92

You reach the inner wall, and affix your cat’s claws to your hands and feet before scaling the concave surface until you are near the top, where you freeze as a samurai guard stops above to look out across the courtyard. The curved nature of the wall, meant to keep intruders out, actually saves you since you cannot be seen, and you hang nearly upside-down just below where he is standing.

You feel the strain gathering in your arms as you wait for the samurai to move on, and eventually he does. You pull yourself up and over the wall and down to the inner courtyard. You sense movement over to your right, amidst the tinkling of water. You turn to see it is only a shishi odoshi bamboo fountain that fills up with water before the bamboo tips out and begins to fill again.

You control your breathing and edge out of the shadows, then make a dash for the main castle itself. You scale the outside of the castle in the darkness until you reach the top tier where you are sure the gold-trimmed flag will be. As you climb you resist the urge to swipe at the large moths in the air that gather around the closed, lit windows.

You peek into the slits of the windows until you find your prize in a large room guarded by two samurai and lit by a single lantern on the far wall. The flag itself, grey with a gold trim and bearing a black moon, is hanging just behind them in the room. In the room the floor is covered in matting and there is only one door which is closed.

You make the noise of a bird call to attract one of the samurai over to the window, and he opens it below you to look outside. Will you:

Knock the samurai unconscious and then race in to incapacitate the other? Turn to
 59
.

Force a shuriken into the window to keep it open (if you have any left) and see if you can get a better opportunity? Turn to
 101
.

93

You open the door as quietly as you can, braced for action. The place reeks of sickly sweet incense. On the wooden floor is a disembowelled slave, barely into manhood. His blood is pooled out across the floor and an expression of terror is frozen on his dead face. Around him is an eldritch symbol marked out in ash, and in the air above hovers a shadowy human form that writhes in silence.

Two chanting warrior priests kneel nearby, their black robes bearing the whirlpool of Nemesis. To your left is a third figure, a woman dressed in light blue silk, who has ceremonial black and white face paint and is bedecked in golden jewellery. Her fingers crackle with magical energy, which dissipates as she turns to face you. If you are dressed as a sailor, turn to
 66
. If you are still dressed in your ninja costume, turn to
 112
.

94

You advise Divine Orchid that you must depart with all haste, for you only have two days left to reach Iga. She leads you down the stairway to the doors and outside to a scene that takes your breath away.

You look up to see you have just left a pagoda-style building rising half-a-dozen storeys to rival the mountain crags around it. Surrounding the area are waterfalls spilling down into a dark, jagged gorge. Spray hangs in the air from the waterfalls, and the hazy morning sunlight sparkles off the golden spire on the temple roof, making the whole scene before you appear to shimmer. There are numerous golden-robed priests of Eo, meditating by the waterfalls or chanting prayers as they walk across the dusting of snow.
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Divine Orchid tells you that many pilgrims face the deprivations of the Mountains of Unlimited Devotion gladly just to bear witness to this scene.

You thank her for all her help and she says you are welcome to come back as you may. You head onwards through the snow, heading west. Turn to
 172
.

95

You work loose a belaying pin from the side rigging and toss it into the sea with a splash, before edging your way round the side of the ship. You throw your voice as if you are a drowning sailor, and the crew on deck rush to grab ropes and shine lanterns overboard. Smiling to yourself, you creep across the dark deck behind them to the hatchway that leads below deck. Turn to
 318
.

96

Unfortunately your flight means exposing your back to him, and you are skewered on the blade that flies from the samurai’s hands.

Lose 10 points of Endurance. If you are still alive, the light blue glow fades from the katana and despite the terrible agony you pull it out from you.

The samurai of Eo runs over in near-panic, his steps thudding along the road in his heavy armour. He reaches into his armour to produce a bandage and applies a field dressing.

‘Please, you must rest,’ he says.

You manage to ask how his sword came to be enchanted.

‘My name is Enomoto,’ he says as he checks the bandage and applies pressure. ‘I left my duties guarding the shrine of Eo in the wilderness to undertake a holy pilgrimage of fasting and meditation. I stayed here in the post station overnight but my katana had been moved in the room when I awoke. Someone must have ensorcelled it, but I do not understand why your presence set it off.’

He runs into the post station and emerges with a bowl of rice porridge, which you eat as you recover your strength. For all his attention, you may regain 4 Endurance points.

With time running out on your trial, you bid him farewell and hasten along the paved road as quickly as your wounds allow. If you already have two flags then you bypass Takahiri, since you have all the flags needed for the trial, and continue west. (Turn to
 85
.) Otherwise you head for the city of Takahiri. (Turn to
 195
.)

97

You launch yourself at the feet of the Bakemono, determined to knock one of them down. You may choose which one to attack.






	
	
1st BAKEMONO


	
2nd BAKEMONO


	
3rd BAKEMONO





	
Defence against Dragon’s Tail


	
7


	
6


	
4





	
Endurance


	
6


	
7


	
8





	
Damage


	
1 Die − 1


	
1 Die − 1


	
1 Die − 1







If you have successfully thrown one of them, any Bakemono still standing will be too bewildered by the event to counter attack until you have made your follow-up strike. You may use a Tiger’s Paw chop (turn to
 77
) or a Forked Lightning kick (turn to
 87
), adding 2 to your Modifier and damage for your attack on the thrown enemy.

If you have failed to throw it, they stab their knives at you. If there are 3 still alive, your Defence is 7; if there are 2, your Defence is 8; and if there is only one left, your Defence is 9. You may only block one of their attacks.

If you survive their attacks, you may use a Tiger’s Paw chop (turn to
 77
) or a Forked Lightning kick (turn to
 87
).

98

You find few options for hiding amongst the thin stems and narrow leaves of bamboo. You roll in the mud and simply lie face down on the ground, remaining stock still as Bakemono clomp their way by you in the grove, their overpowering stench of sweat clinging to the air.

Your fate is now in the hands of the gods. You must make a Fate Roll. If Fate smiles on you, then you are not seen and may continue on your journey after the Bakemono have passed beyond the grove. Turn to
 354
. If Fate turns her back on you, turn to
 244
.

99

You give a shout as you explode into a Leaping Tiger kick straight at the blood-coloured eye in the centre of the swarm.

You pass through the swarm and connect with something. There is a tremendous thunderclap, and the shockwave kills the hornets and hurls you to the ground unconscious. Roll one die and take the result from your Endurance.

If you live, you awaken to Daon pouring a little cold water over you from his hip flask. He helps you get to your feet, and scowls, ‘what happened?’

You tell him, and he clenches his fists.

‘Someone will pay for what has happened to Aiko,’ he says quietly, kneeling beside her, head bowed. ‘I will make them pay . . .’

You agree that she will be avenged, feeling a sense of loss that you last felt so keenly when your foster-father Naijishi was taken from you.

You help him to prepare Aiko for burial. If you are missing any ninja equipment, you may take a replacement from Aiko, as well as adding one shuriken. You also take the venomous spiderfish, which is salted and cured. You may add spiderfish to your Character Sheet, and note if you chose the Poison Needles skill that you may now use it.

‘The last I saw her she was headed for Nasaka,’ Daon comments looking over your shoulder. ‘She has no flags on her; perhaps she discovered about the ambush and rushed ahead to try and prevent it.’

You comment that you will never know.

You both hold a short burial ceremony, during which Daon recites the Catechism of the Redeemer. You both agree to wait and see if any other trialists come by, so you can travel on together to help each other against any further ambush.

Did you attempt to retrieve the flag in Nara? If so, turn to
 206
. If not, turn to
 383
.

100

You fell your opponent and ready yourself for the next. Meanwhile you see that Chigeru has strangled the second reverencer with his legs whilst still tied to the tree, and now works to free himself from his rope bindings.

The third reverencer rushes in, and you meet him with a double Tiger’s Paw chop on each side of his neck. His Defence against this is 6.

If you fail to hit him, he will try to punch you with blinding speed, and your Defence is 7 (doing one die of damage). You may not block, but if you survive then you may continue trading blows.

Once you score your first hit against him, turn immediately to
 372
.

101

The samurai notices nothing amiss as you slip a shuriken into the window jamb. He tries to close the window and seems briefly flustered that it will not move, but returns to his sentry position in the room. You watch as the large moths, some as big as your hand, are attracted inside to flutter around the lantern.

You hold your breath, knowing your timing must be perfect. As the moths congregate around the lantern their wings cover the light, plunging the room into darkness. The guards rise to sweep away the insects and you slip in through the open window. Silently, you press against the wall and reach forward to untie the flag while their backs are turned. Note on your Character Sheet that you have the Flag of Suma.

You do not feel you can return to the window safely – cross the shuriken off your Character Sheet. Before you are spotted, you creep to the door, slide it open a fraction and step out, closing it behind you. With all haste you exit the next window you come across in the corridor, race down a flight of steps and out of the castle building.

You run back towards the inner wall and hear the alarm being raised within the castle itself as they notice the flag has gone missing. They are all too late, and you are sure that confused legends will be sung across the island of your endeavour tonight in Suma castle.

You must hurry west to continue on your trial. Turn to
 374
.

102

The Master of the Unseen remains silent for a long moment, and then shakes his head. Turn to
 414
.

103

If you are travelling with two associates instead of one, turn to
 107
.

If not, then Gorobei has cracked the heads of two Bakemono together, and throttled a third in a choke hold. He stretches his muscular arms and smiles. ‘Well, protégé of Naijishi, against all the odds Iga now stands open to us. Shall we end our journey?’

You look back along the trail and think about the other initiates who set out on this journey, yet who do not stand here with you at the end. You nod, and tell Gorobei it is time.

Together you approach the city which is built on flat rocky land overlooking the coast, protected by a sizable wooden stockade built on top of a stone wall. You are admitted through the city gates by samurai in silver lacquered armour. You have undertaken several missions here over the last two years, but in all cases you approached the city via the harbour. Still, you have no problem in finding your way past the tea houses and sword schools towards the waterfront. If you have the Tome of Xi, turn to
 336
. If not, turn to
 325
.

104

You grab the taloned arm of a Bakemono and transfer its own forward momentum against it. Make an Attack Roll against a Defence of 7. If you succeed, then you send it spinning into the path of its kin to collapse in a tangle of scrawny limbs.

If you do not, you must run past the creatures as they flail at you with their weapons. Make three Attack Rolls. Your Defence for each is 9, and you may only block one. Each successful hit does 1 Die - 1 damage.

If you still live, turn to
 358
.

105

You catch your breath following your immense clash with the Pit Feeder, which lies twitching with its slack mouth open. If you used a shuriken at the start of the fight, turn to
 226
.

If not, you step up on the fleshy mound of its battered body, until you stand directly beneath the trapdoor that leads back up to the room with the flag. If you are skilled in Picking Locks, Detecting and Disarming Traps, you can ascend to the room above. Alternately, you may use a point of Inner Force to smash the trapdoor and open the way. The room above echoes with nearby laughter but is vacant of party guests. The flag hangs within easy reach and you tear it free – note the Flag of Takahiri on your Character Sheet. You head back down to the underground stream unmolested.

If you do not have the skill or the Inner Force, you cannot retrieve the flag and must instead simply follow the underground stream out to the palace gardens.

Either way it will be morning soon, and you find a dark spot in a city alley next to a sake den and a canal to catch needed sleep before daybreak. You may restore 3 lost Endurance.


Turn to
 261
.

106

Arrows fly around you, and you are struck in the side, grabbing onto the beam for all you are worth to avoid losing your balance. Lose 6 Endurance.

If you are still alive, you see that the Catechism
 is passing through the mouth of the harbour now and will be near enough to swim to soon. You must make your escape imminently, but the swarm and the archers remain a danger, and you must be sure to stop this warship from being able to ram the Catechism
 if the fire is extinguished. Will you:

Step back along the beam a little and use a shuriken to saw through the rope hoisting the main sail? Turn to
 17
.

Throw a shuriken at the sailor manning the ship’s wheel? Turn to
 26
.

Leap overboard into the sea? Turn to
 41
.

107

Rin has cut his two Bakemono into ribbons, whilst Gorobei has throttled one and snapped the neck of another. You congratulate both him and Rin on their fighting skills.

Gorobei stretches his muscular arms and smiles. ‘Well, protégé of Naijishi, we have done it. Iga now stands open to us! Shall we end our journey?’

You look back along the trail and think about the other initiates who set out on this journey, yet who do not stand here with you at the end. You nod, and tell Gorobei it is time.

Rin senses your mood and lets you and Gorobei take the lead in approaching the city. Iga is built on flat rocky land overlooking the coast, protected by a sizable wooden stockade built on top of a stone wall. You are admitted through the city gates by samurai in silver lacquer armour. You have undertaken several missions here over the last two years, but in all cases you approached the city via the harbour. Still, you have no problem in finding your way past the tea houses and sword schools towards the waterfront.

Rin bids you farewell outside a school where he once trained, thanking you for journeying with him through the wild lands and saying he plans to travel back to Takahiri by ship, then a river barge north. You tell him that you will miss having his sword at your side, and you wish him well on future quests. If you have the Tome of Xi, turn to
 336
. If not, turn to
 325
.

108

You do not know how much time has passed. All around you is darkness, and a cold so deep that it seems to suck all the warmth from your bones. You have no idea which way is up, and you are running out of air. You calm your racing heart and trust to your instincts, burrowing out of your white tomb until you burst from the snow into daylight to draw breath.

The landscape around you has been transformed from a rocky slope to smooth snow drifts, disguising ravine and path alike. You rest a moment, gulping in the mountain air. There is no sign of the mage or of the Hainu. You check that your equipment has not been lost in the snow, and much to your relief you find it is all still with you. With a silent prayer of thanks you get to your feet and call out for Daon or Gorobei, but get no response.

You can no longer see the trail now that all has been covered by the avalanche. Nor can you see any pitfalls, so you will have to watch your step until you can find the trail. Will you:

Risk the ravines and snowdrifts to search for your fellow contestants in case they are trapped in the snow? Turn to
 295
.

Trust that Kwon watches over your fellow contestants, and press on west? Turn to
 304
.

109

You dislocate your joints to wriggle and squeeze yourself into the small hole beneath the rock in the bamboo grove. You stay squashed in there for what seems like an eternity as dozens of Bakemono stomp by, their sweaty stench and guttural shouts filling the air. You feel your arms and leg turn as numb and cold as stone due to lack of circulation but you remain completely still, controlling your breath to try and resist the pain of your highly constricted position.

Then it is over. The Bakemono crash out of the grove and run on with fading whoops, likely to attack the samurai caravan in the north. You ease yourself out from beneath the rock and lie there a moment until your circulation starts to return to your sore limbs. You pop your joints back in and stand, continuing on as quickly as you can. Turn to
 354
.

110

A floorboard creaks slightly as you step on it, and a long blade slices down from the ceiling at your neck. You manage to turn enough that it strikes your shoulder rather than decapitating you, and must lose 1 Die + 1 Endurance.

If you are still alive, the captain awakens at the noise, and you rush in to choke him silently with your garrotte until he is still. Note on your Character Sheet that you have killed the ship’s captain. You quickly search the darkened room but find nothing useful. You leave and take the door at the far end of the corridor. Turn to
 348
.

111

There is little time for subtlety here, as Mutari’s cries of alarm bring distant shouts in response. You realise you must throw yourself recklessly into combat against him before the ronin arrive, the nightingale floor beneath you chirping noisily with your every movement. Will you:

Try for maximum damage with a Forked Lightning kick? Turn to
 150
.

Try to ensure you hit him with an Iron Fist punch? Turn to
 158
.

Try to incapacitate him with a Dragon’s Tail throw? Turn to
 163
.

112

The female spellcaster begins a magical invocation and the two warrior priests stop their chanting and leap to their feet. Will you:

Attack the spellcaster first? Turn to
 157
.

Attack the two priests first? Turn to
 213
.

113

You continue on west into the night as best you can, the fatigue of walking through the snow taking its toll on your body. You think you hear a distant, plaintive cry in the night above the howl of the wind, but cannot locate its source. You cannot be sure, but you think the voice was female. In the darkness with its swirling snow, you remain on your guard and continue on. Turn to
 156
.

114

The reverencer of Vile speaks in a low voice with his eyes lowered respectfully to the ground.

‘We were one of two groups sent out to alternate patrols of this road by day and night,’ he says. ‘We were told that followers of Kwon would soon be coming this way and we had to stop them.’

You ask him how they knew you were coming.

‘I do not know,’ he says, ‘save only the rumour that a follower of Nemesis tipped off our weaponmaster. He is known as the Dagger. He sent out monks north to block the road to Suma also.’

You have no more questions for him, and tell him that he can go. He walks away with his head bowed, heading north, rubbing his aching neck.


Turn to
 361
.

115

The ship’s captain is already in the archery tower, organising a contingent of archers to carry out his commands. He barks out an order to fire despite the smoke as you scramble across the wooden beam. You are struck by two arrows, punching into your side and causing you to lose your balance and fall to the deck below with a back-breaking crash. As you lie there in agony, your vision fading, the last sight you see is the swarm of giant hornets descending over you to sting you to death.

{ DEATH }

[image: ]


116

Make a note of how many times you try to throw Daon. You slide in at his legs, casting aside your hesitation in attacking a friend.

DAON

Defence against Dragon’s Tail: 6

Endurance: —

Damage: 1 Die + 2

If you have successfully thrown Daon, then you do not follow up with any kick or punch, and do not change any Modifier. Instead, you gain some breathing space and he will not counterattack you at this time.

If you fail to throw Daon, then he does not appear to recognise you due to the control chain and twists his upper body to jab an elbow at your throat. Your Defence against this is 6 and you may block as normal.
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If you are still alive, and this was your third attack, turn to
 35
. Otherwise, you may continue to stall by using the Teeth of the Tiger throw (turn to
 133
), the Whirlpool throw (turn to
 138
) or the same throw again (return to the top of this paragraph
).

117

Rin tells you not to move, which you advise is rather difficult in your current predicament anyway. He pulls himself up the tree and uses his katana to cut the ropes. You land on the ground lightly and thank him, saying you are grateful to have a friend in these Bakemono lands.

‘This whole area is likely trapped,’ Rin says. ‘We should probably retrace our steps a little and stay out the forest until we think it is safer.’

You agree, and you both travel on vigilant against further traps. Turn to
 382
.

118

In the confusion of the churning smoke, you launch a jab at the throat of the nearest Bakemono. Make an Attack Roll against a Defence of 6. If you succeed, then you leave the creature gasping and dart around it away from its armed companions.

If you do not, you must run past the creatures as they flail at you with their weapons. Make three Attack Rolls. Your Defence for each is 9, and you may only block one. Each successful hit does 1 Die - 1 damage.

If you still live, turn to
 358
.

119

You launch yourself into a Leaping Tiger kick, and the Jorogumo’s webbing flies beneath you. It still catches your foot though, which causes you to miss your kick, and she scuttles to the side. You go into a roll across some garden gravel as you land, trying to kick the webbing from your foot.

Although you have not managed to strike her, you have still surprised her by dodging her webbing and gained yourself a little time. Will you:

Make a dash straight for the Daimyo’s flag? Turn to
 7
.

Hurl your flash powder into the nearby shrine brazier? Turn to
 46
.

120

‘My allegiance is to my brother monks,’ you say.

The Master shakes his head, his white eyes staring at nothing. ‘Blind obedience to your brethren is simply blindness, particularly in a cause that is not just. You are not worthy, and must leave now.’

Will you leave as instructed and head out of Nasaka? Turn to
 285
.

Demand that the Master give you another chance to prove yourself? Turn to
 390
.

121

You are surrounded by the samurai who now suspect you of being involved in the misfortunes of their city. They wish to take you to the local jail pending further investigations. If you have the Feigning Death skill and wish to pretend you have taken poison rather than be captured, turn to
 276
. Alternatively, if you have the Escapology skill, you may wish to comply with the samurai and await the chance of escape. Turn to 315
. If you have neither skill, you have no choice except to be escorted to the local jail. Turn to
 413
.

122

The air turns increasingly temperate and the sun pokes through the clouds as you follow the trail down west, along a worn dirt path between towering rocks, snaking down through wooded valleys where the snow has melted. At some points the trees are so dense that their canopy forms a roof above you in which flits small birds, their songs filling the air.

Eventually you reach a lake fed from the numerous waterfalls and streams in the area. The lake itself spans the whole valley, between two towering leviathans of mountains which you pick your way along the edge of. You take the opportunity to remove your white ninja costume, and assume the clothes and appearance of a travelling pilgrim.

You trek on, the rocky terrain gradually giving way to rolling hills and then lush forests. You take a brief rest and eat some apples from a tree, and may restore up to 2 lost Endurance points.

As you continue down the trail you see black shapes moving in a grove. You creep in between the trees to see that it is crows which are pecking at the naked corpse of a man who has been staked to the ground, his insides splayed.

You turn as you hear someone moving up the trail. You see a samurai dressed in blue who wears a helmet that obscures all but his eyes. The cloth at his ankles has been torn in places from his travels in the forest, and his hands cautiously drop to the hilts of his sheathed katana and wakisashi.
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‘I saw it all, stranger,’ he says. ‘That man and his assassin, they both were without honour.’


Turn to
 30
.

123

You hesitate at the entrance of the cave, that looks like the dark maw of the mountain waiting to swallow you. You have to stoop slightly as you step inside, out of the wind, and you search the darkness for any sign of danger.

The cave itself is shallow, and contains some small animal bones and a broken tree branch. You use your flint and tinder to start a small fire on the tree branch and some of your spare clothes. By the flickering firelight you notice a weathered lunar calendar that has been carved into the surface of the rock face, alongside a scratched drawing of a skull.

You warm yourself by the fire, eating some nuts you have carried with you. You meditate for a little while, unwilling to allow yourself to sleep in case it should delay you too long. You may restore up to 2 lost Endurance points.

At first light you gather some snow from outside to throw over the smouldering fire, and work to erase any sign of ever having stayed in the cave. Outside the snow is still falling, but the wind has dropped. There is no longer any sign of the blood-stained tracks from the day before, which the night’s snowfall has covered. Turn to
 184
.

124

‘Behind you!’ you call out to the woman.

She manages to grab her sword and stick it into the neck of the Komainu as it swats her with one stone paw, sending her sprawling away badly wounded. Note that she has wounded the Komainu on your Character Sheet.

The Komainu shakes itself to rid itself of the sword which falls to the snow, and a black liquid oozes out from the wound. The creature then turns its stone head towards you and starts to barrel forward, scattering snow with every powerful stride. Will you:

Use an Iron Fist punch? Turn to
 193
.

Use a Winged Horse kick? Turn to
 291
.

Throw a shuriken (if you have any left)? Turn to
 298
.

Run away? Turn to
 311
.

Leap aside as it charges and try to collect the sword? Turn to
 326
.

125

The Orb of Eo seems to radiate warmth into you, giving you strength against the sapping wind and blinding snow. You feel as if Kwon has asked another god of good to watch over you on your trek across the mountains; perhaps that you have some great destiny that you are heading for. You slog on through the snow, as unyielding as the wind, refusing to bend to the punishing will of this mountain range. Eventually your spirits lighten as you begin to head downhill. Turn to
 122
.

126

What did you write down as your answer to the Master’s question?

If you wrote ‘wisdom,’ turn to
 102
.

If you wrote ‘truth,’ turn to
 137
.

If you wrote ‘understanding,’ turn to
 152
.

If you refused to rank the three, or wrote that all three were equally important, turn to
 404
.

If you wrote anything else, turn to
 414
.

127

You give Rin the pair of Ivory Dice and tell him you got them from Sarissa – cross them off your Character Sheet.

‘Ah, so that little troublemaker is in the mountains again!’ he laughs. ‘Well, she once threw these into the eyes of someone who tried to stab me in the back in a sake den in Nasaka. In honour of that debt, I can guide you through a safer route ahead. I have trekked these lands and know the movements of the Bakemono tribes.’

Will you:

Agree to his help? Turn to
 229
.

Say you prefer to work alone? Turn to
 64
.

128

You step out into the corridor which is lit in an eerie jade glow, and floating in mid-air at one end you see a bloodshot, glowing eye. It swivels towards you as you enter. You adopt a fighting stance but it blinks and then vanishes. The jade glow fades to nothing, leaving the area bathed in the soft light of a single lantern.

You consider that your presence is now known and you cannot afford to waste time. You must find entry to the hold and thence to the oars. The hatch up to the deck is in the direction where you had seen the eye, so you go in the opposite direction, heading for the door at the end of the corridor. Turn to
 348
.

129

The next morning you journey on, wary for any dangers but finding time to enjoy the peaceful surroundings of wooded groves and lush undergrowth. Birdsong is your only company as you walk through the forest along a faded trail, but the noise quietens as you near a large bamboo grove.

You halt, scrutinising the shadows for any sign of movement. You spot a man in the grove and he steps forward as he becomes aware of your scrutiny. He is tall and muscular and carries a vicious looking axe slung over his shoulder, as well as a katana hanging from his belt and a nunchaku – two batons linked by a short chain. Of all his facial features, only his chin beard is visible below a low brim sugegasa hat.
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‘Ah, another pilgrim . . .’ he says, his voice so deep it rumbles in his chest. ‘Where is your god now, stranger, that he has left you to my mercies? I am Bofu, and you will set out all that you own and then kneel here at my feet to beg for your life.’

Behind the man you see vague outlines in the bamboo grove – other bandits, waiting for their chance to rush you. One of them shoves a bound and gagged prisoner forward, an elderly, whimpering man wearing the golden symbol of Eo, God of Peace and Weal.

‘This man,’ Bofu continues, ‘was the last one to be foolish enough to resist me. If you give me all that you own, I will let you pass. If not, you will take his place.’

Will you:

Lay out all your coins and food, but keep your hidden ninja equipment, and submit as he asks? Turn to
 143
.

Lay out all your possessions excepting only the Flag of Lemné (if you have it) and, as you go to kneel, drive a Leaping Tiger kick at his smug face? Turn to
 151
.

Move as if you are going to comply, and then whip out a shuriken and hurl it at him (if you have any left)? Turn to
 166
.

Tell him he is mistaken, and that you actually sought him out to join his apostate bandits? Turn to
 180
.

130

The dead cluster around you, trying to drain you of life. You drop to the forest floor, slowing your metabolism to the minimum and taking yourself to the very brink of death. You remain as so until the chill of the dead around you recedes. You open one eye to a slit, seeing that both Silver and the spirits have disappeared into the mist. You get to your feet and creep onward. Turn to
 281
.

131

You explain that you left a friend called Daon alone and badly wounded in the mountain heights, and that he needs urgent medical attention.

Rin shakes his head. ‘He cannot be much of a friend if you abandoned him wounded in those wilds. I wish I could help him, but I am no healer, and if he is as badly hurt as you say, I doubt he still draws breath. I will leave you to your journey – I have no wish to travel onward with someone who would desert a friend.’

You are forced to concede that there is little hope now to rescue Daon, for too much time has passed, and you must simply continue onward. Turn to
 64
.

132

You open the door and sneak inside the room to see a burly, bald man at a whetstone sharpening an axe, sitting on the floor among various personal effects including scraps of armour, clothes and some shogi game tiles. The man’s back is turned and he does not see you. He is bare-chested and has a chain around his neck with what looks like a key attached – if there is a key, then you need it. Will you:

Send a shuriken into the back of his head? Turn to
 155
.

Sneak forward and use your garrotte on him? Turn to
 165
.

Use the Poison Needles skill, if you have it? Turn to
 173
.

133

Make a note of how many times you try to throw Daon. You overcome your hesitation about attacking a friend and leap upward, your legs trying to wrap around his neck.

DAON

Defence against Teeth of the Tiger: 7

Endurance: —

Damage: 1 Die + 2

If you have successfully thrown Daon, then you do not follow up with any kick or punch, and do not change any Modifier. Instead, you gain some breathing space and he will not counterattack you at this time.

If you fail to throw Daon, then he does not appear to recognise you due to the control chain and drives a vicious kick at your jaw. Your Defence against this is 6 and you may block as normal.

If you are still alive, and this was your third attack, turn to
 35
. Otherwise, you may continue to stall by using the Dragon’s Tail throw (turn to
 116
), the Whirlpool throw (turn to
 138
), or the same throw again (return to the top of this paragraph
).

134

You take out a shuriken, confident that you can hit an unmoving target at this distance. You hurl the shuriken and rush in behind it, and your footfalls make a sudden noise – the floor all around the futon is a nightingale floor, designed to make a noise like a chirping bird to warn of anyone’s approach.

Your shuriken strikes Mutari in the shoulder, and he awakens with a wail, grabbing for the falcon katana.

You will have to fight him for it. You may deduct 6 from his Endurance of 15. Turn to
 111
.

135

Unable to pick the lock you decide to try and force the door as quietly as you can. Unfortunately even the smallest noise is enough to draw the attention of the dogs who bark in your direction, alerting the nearby samurai. They quickly close in on your position and surround you with their weapons drawn, demanding your surrender. As this is a contest and not a covert mission, you decide to throw yourself on the clemency of Daimyo Arai. Turn to
 170
.

136

You approach the samurai and priests, saying that you are a friend of the deceased and you demand justice for his death.

‘We would all like justice for deaths such as this from that one up there,’ one of the samurai responds, ‘but who is this and what was he doing in our master’s home?’

You plead ignorance, saying that Chigeru had asked you to meet him here to pass on news of some import.

‘Perhaps he was working on a way to solve the problem of that murderous horror in there,’ one of the priests of Avatar says.

You say that if you are admitted inside you are sure you will be able to find some clues and report back to them.

The leader of the samurai considers this and looks at you suspiciously, trying to decide if you are telling the truth. Make a Fate Roll. If Fate smiles on you, you are admitted inside. Turn to
 410
. If Fate turns her back on you, turn to
 121
.

137

The Master of the Unseen remains silent for a long moment, and then shakes his head. Turn to
 414
.

138

Make a note of how many times you try to throw Daon. You goad him to come in and attack you.

His eyes show no recognition as he punches out. You grab his extended arm and yank it, starting your execution of a Whirlpool throw, but Daon is an expert with this move and is prepared, transferring his weight backward and performing a brutal sweeping kick to knock you from your feet.

You take 1 Die + 4 damage from this attack. If you are still alive, you flip to your feet and ready your aching body to perform a different throw. If this was your third attack, turn to
 35
. Otherwise, you may continue to stall by using the Dragon’s Tail throw (turn to
 116
), or the Teeth of the Tiger throw (turn to
 133
).

139

Chigeru moves alongside you and touches a finger to your forehead, telling you that you are clearly in the gaze of almighty Kwon, the Redeemer. You may restore 2 lost Endurance points from Chigeru’s touch.

You share a meal of berries and nuts collected from the forest and then set off together. Chigeru walks wordlessly alongside you as you continue on towards the city of Nara, evidently used to spending long hours in silent contemplation.

Then by late afternoon you reach Nara; the oldest city on the island which is crammed against the cliff face, surrounded by an outer wall of stamped earth. In the cliff face overlooking Nara is an enormous face of the god Eo, Prince of Peace and Weal, carved into the rock, looking solicitously out over his city.

‘Your first time in Nara?’ Chigeru asks as you enter the city, and you nod.

As you walk along the stone walkway you see that parts of the silted harbour are now being built on. Looking further out to the sea you can see the remains of the Sunken Shrine, a temple half-buried in the silt.
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You and Chigeru stroll up the stone steps towards the cliff face, noting numerous small temples and their immaculate rock gardens, the air thick with sweet smelling incense. Outside temples and homes alike are shoes neatly laid out in the traditional style.

At the top of the steps is a vast rectangular building five storeys high that Chigeru indicates is the Daimyo’s residence, the bronze double doors of which are guarded by half-a-dozen samurai in black lacquer armour. The top tier of the building is a roof garden on which flies a gold trim flag bearing the symbol of a black wave on a red background. It flutters a little oddly on the flag pole, as if partially stuck to something.

Chigeru looks at you. ‘It is only fair to tell you that I intend to make an attempt on the flag right now, knowing that at nightfall it will be easier for a ninja such as you to try to scale the structure to take it.’

Will you:

Make an attempt for the flag right now, to try and beat Chigeru to it? Turn to
 185
.

Hope that he will fail in his attempt, and wait for nightfall so you can more easily take the flag? Turn to
 204
.

Abandon your attempt for this flag and head for Takahiri? Turn to
 289
.

140

You stay silent as the Komainu pounces on the unsuspecting woman, it forepaws pinning her into the snow as her right hand futilely grabs the air trying to reach for the sword. The Komainu then bites the back of her neck, killing her in one powerful blow.

You back off, but the Komainu turns its stone head towards you and starts to barrel forward at you, scattering snow with every powerful stride. Will you:

Use an Iron Fist punch? Turn to
 193
.

Use a Winged Horse kick? Turn to
 291
.

Throw a shuriken (if you have any left)? Turn to
 298
.

Run away? Turn to
 311
.

Leap aside as it charges and try to collect the sword? Turn to
 326
.

141

You successfully wrap your legs around the samurai on the stairwell, but instead of completing the Teeth of the Tiger throw you remain hanging from the ceiling, suffocating him in a silent choke hold until he passes out.

You gently ease him to the floor despite the weight of the man in his armour. You quickly peel off your disguise and change into your ninja costume.

Then you slip outside to the inner courtyard. You sense movement over to your right, amidst the tinkling of water. You turn to see it is only a shishi odoshi bamboo fountain that fills up with water before the bamboo tips out and begins to fill again.

You wait until the guards on the walls seem preoccupied before you make a dash for the main castle itself, your steps light and your breathing silent. Upon arrival you scale the outside of the castle, until you reach the top tier where you are sure the gold-trimmed flag will be.

You peek into the slits of the closed windows looking for the flag, your view impeded by great moths that gather and flutter around the windows, drawn by the light. Soon you find what you seek in a large room guarded by two samurai and lit by a single lantern on the far wall. The flag itself is hanging just behind them in the room. The floor is covered in matting, there is only one door to the room, and the door is closed.

You make the noise of a bird call to attract one of the samurai over to the window, and he opens it above you to look outside. Will you:

Knock the samurai unconscious and then leap inside to incapacitate the other? Turn to
 59
.

Force a shuriken into the window to keep it open (if you have any left) and see if you can get a better opportunity? Turn to
 101
.

142

You strike your flints over a nearby branch, sparking it aflame. In an instant the Ittan-momen is upon you from behind, trying to entangle your arms and wrap itself around your head to asphyxiate you. Your Defence against this attack is 6. This is not a ‘blow’ as of normal combat and so you may not block. If you manage to defend yourself, you set it alight and leap aside as it writhes on the ground. Turn to
 197
. If not, turn to
 169
.

143

You lay out the few silver coins that you carry and sacrifice your pride as you kneel before Bofu, who gazes at you dispassionately.

‘Such meagre possessions,’ he says. ‘Now turn out your clothes, I want to ensure you are not holding out on me.’

You do as asked, hoping that your ninja equipment is well hidden by your traveller’s guise. Do you have the Climbing skill? If so, your cat’s claws and grappling hook give you away and an enraged Bofu steps forward to attack. Turn to
 171
.

If you do not have the Climbing skill, Bofu grunts. ‘Remember this moment of submission when you next kneel before your god in thanks. Now you may go, and tell everyone that Bofu the apostate only let you live since you left me my due.’

You travel on, quietly pleased to have lost nothing of value. You cannot help but spare a thought however for the poor pilgrim of Eo trapped by this cut-throat group.

The trail continues west for another mile or two until it reaches a paved road running north and south, and you must decide if you were heading north to Nasaka or south to Takahiri. Will you:

Head south to Takahiri, the disreputable City of Bridges? Turn to
 195
.

Head north to the capital city of Nasaka? Turn to
 270
.

144

You launch yourself into a Teeth of the Tiger throw, and the Jorogumo’s webbing flies harmlessly beneath you. The Jorogumo’s Defence against your throw is 8. If you manage to succeed in your throw, then you do not topple this many-legged creature but send her stumbling sideways off balance. Turn to
 308
. If you do not manage to throw her, turn to
 339
.

145

The calls of cicadas sound all around you as you follow Singing Wind to a stone water basin beside an ornamental pond where carp fish are little more than dark shapes flitting underneath the moonlight. She lifts a bit of turf to reveal a small brass trapdoor, which she unlocks with a key.

The passage is carved into the stone but is only big enough to crawl through. Even Gorobei should just be able to fit through it, although he looks a little apprehensive at the prospect.

‘This leads directly to my sleeping chamber,’ she says, ‘where Mutari surely is. The floor around the centre of the room is set to make a noise when anyone walks over it, and he will stay there as it affords him some warning of the approach of any assassin. Only one of you can go through this tunnel in case you need to fall back quickly.’

‘My training will grant me the edge in single combat against Mutari,’ Daon says. ‘The skills of the ninja will give no benefit here.’

‘No,’ Aiko replies, ‘now that I know about the floor I can find another way to assassinate him as only a ninja can.’

Although keen to be the one to face Mutari, you keep your own counsel, satisfied that Aiko has made the case for you both. Gorobei says nothing.

Singing Wind considers for a moment. ‘I can think of only one way to decide – we must draw lots.' She takes four white bamboo pins from her hair and hides them behind her back, breaking one of them. She then covers the bottom of them with her fist as she holds them out to the four of you – whoever draws the short one will be allowed to enter the tunnel.

You must make a Fate Roll. If Fate smiles on you, turn to
 194
. If Fate turns her back on you, turn to
 200
.

146

The giant conger eel is a pet of the Daimyo of Takahiri. It grabs you in its sharp-toothed maw and bites into your side, shaking you to rip your insides to shreds before releasing you. You float in agony on the blood-stained water, the corrupt and wealthy nobles of Takahiri staring at you from the gallery windows, as pitiless as the creature itself.

Above you hangs the gold-trimmed white flag bearing the symbol of a blue gentiana flower. You die staring at it, wondering what might have been.

{ DEATH }
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147

Your years spent ingesting small amounts of poison have built up your resistance, and your body overcomes the effects of the spiderfish. Only a ninja such as you could eat poison and remain unaffected.

The spell’s effect seeming to be over, you pick up Aiko’s dropped torch and stand defiantly. The hornets buzz angrily, the blood red-eye at the centre of the whirlpool glowering, and then they come for you. Will you:

Hurl the torch at the swarm? Turn to
 28
.

Run for the nearby White Water River, and dive in? Turn to
 70
.

Launch a Leaping Tiger kick at the centre of the swarm? Turn to
 99
.

148

You fail to break through the insect swarm which latches onto your exposed skin, the venom of the hornets stinging you like red hot nails. You lose one die of Endurance from the stings of the hornets. If you are still alive you must find cover from their onslaught. Will you:

Leap downwind into the smoke from the fire? Turn to
 201
.

Race for the side of the ship to dive into the sea? Turn to
 211
.

149

With amazing speed you drive an Iron Fist punch at Bofu’s head in an effort to silence him forever.

BOFU THE APOSTATE

Defence against Iron Fist: 6

Endurance: 16

Damage: 1 Die + 1 (axe)

1 Die (nunchaku)

1 Die + 2 (katana)

If you have reduced Bofu to 4 or less Endurance, turn to
 279
.

If Bofu has more than 4 Endurance, he counter attacks with one of his weapons. Take note every time Bofu fails to hit you (or you block), for he will drop weapons as he searches for your weakness. He switches from axe to nunchaku to katana, then remains with the katana for the rest of the fight. Your Defence is 7 against the axe, 6 against the nunchaku, and 8 against the katana.

If you are still alive, do you want to perform a Forked Lightning kick (turn to
 227
), a Teeth of the Tiger throw (turn to
 241
) or another Iron Fist punch (return to the top of this paragraph
)?

150

You must defeat Mutari with all haste before the ronin guards can reach the room. Make a note of how many times you attack him. You slam a Forked Lightning kick in at Mutari’s purple kimono, before snapping up your foot at his chin.

MUTARI THE PRETENDER

Defence against Forked Lightning: 5

Endurance: 15

Damage: 1 Die + 2

If you have killed Mutari, turn to
 178
. If you do not kill Mutari by the end of your third attack, turn to
 234
. Otherwise, Mutari will counter with the falcon katana which he wields with considerable expertise. Your Defence against this is 6.

If you survive, you may now try an Iron Fist punch (turn to
 158
), a Dragon’s Tail throw (turn to
 163
) or kick again (return to the top of this paragraph
).

151

You remove all your coins, food and equipment and place them on the ground beside you (cross your ninja equipment including shuriken from your Character Sheet). You kneel before Bofu, your arms open in a gesture of supplication, bowing your head in apparent shame.

‘Such meagre possessions,’ he says, ‘it is barely worth stopping you. Now turn out your clothes, I want to ensure you are not holding out on me.’

Suddenly you spring up and lash a Leaping Tiger kick at his chest, and he only manages to half-block the strike. Note his Endurance has been reduced by 5 from his total of 16. Turn to
 171
.

152

The Master of the Unseen remains silent for a long moment, and then shakes his head. Turn to
 414
.

153

You leave Suma travelling west along the paved road. It has been a day without rest and so you decide to camp off the road and catch what sleep you can in a bamboo grove until daybreak. After this and a refreshing meal gathered from the land, you are on your way again, dressed as a simple traveller (restore 5 Endurance points). You jog along the road until you see other travellers where you slow to a walk to avoid any suspicion.

You journey on until the road skirts by the forest ahead and nearby you can hear the gushing River of Peace. You see a red kite fluttering high above the treeline, and you come to a halt as you spot a symbol representing a ninja painted in black on it. Could this be a trap for you, or a warning? Will you:

Continue along the road? Turn to
 8
.

Circumvent this part of the road under the cover of the nearby forest? Turn to
 412
.

154

You stay close to the overhanging rocks to get a little shelter from the cutting wind, but still find yourself chilled to the bone in the bitterly cold weather. You must deduct 4 Endurance points (possessing a Hainu Skin reduces this damage by 1, and an Orb of Eo negates the effect completely). If you survive, eventually dawn breaks and you trudge on wearily. Turn to
 184
.

155

You flick a shuriken from your sleeve into your hand and toss it at the burly first mate. It sinks into the man’s fleshy neck yet unfortunately he survives, and he whips round with his axe to rush in on you, his mouth in a grimace and his long rat-tail moustache quivering. You can deduct 6 from his Endurance of 13 when you fight him. Will you use:

An Iron Fist punch? Turn to
 398
.

A Forked Lightning kick? Turn to
 403
.

A Dragon’s Tail throw? Turn
 416
.

156

You abruptly pause mid-stride, sensing movement ahead in the darkness, and you flatten yourself down on the snow, waiting. The snowflakes fall on you as you lie there, your gaze probing the gloom for any enemy, grateful that your diet enhances your ability to see at night.

Soon there appears a dark-haired woman in a faded purple kimono, hands clasped, her skin bone-white and her frigid eyes light blue. She glides across the snow, leaving no trace of her passage, with insects formed from the ice itself fluttering around her. You recognise her from an image on study scrolls kept within the Temple of the Rock. It is a Yuki-onna, the spirit of the snow itself, once as powerful as a god during the Time of Snows, now but a dangerous echo of what once was.
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She does not see you, but notices your footprints in the snow further back and it will not be long before she sees you. Will you:

Sprint onward to escape her? Turn to
 22
.

Slide downhill to hide behind a nearby rock and buy yourself some time? Turn to
 32
.

Run in and launch a Leaping Tiger kick to knock the Yuki-onna back off the cliff? Turn to
 42
.

157

Your training from Naijishi comes back to you: always first seek to disrupt a spell. Before the woman can react, you fell her with a Tiger’s Paw chop and then turn to fight the two priests who have drawn serrated ceremonial daggers. You have to kill them before they raise the alarm. Will you use:

A Cobra Strike? Turn to
 176
.

A Leaping Tiger kick? Turn to
 189
.

A Teeth of the Tiger throw? Turn to
 203
.

158

You must defeat Mutari with all haste before the ronin guards reach the room. Make a note of how many times you attack him. You dart forward and use the Iron Fist punch with a forceful cry, aiming for the chest of his purple kimono.

MUTARI THE PRETENDER

Defence against Iron Fist: 4

Endurance: 15

Damage: 1 Die + 2

If you have killed Mutari, turn to
 178
. If you do not kill Mutari by the end of your third attack, turn to
 234
. Otherwise, Mutari will counter with the falcon katana which he wields with considerable expertise. Your Defence against this is 7.

If you survive, you may now try a Forked Lightning kick (turn to
 150
), a Dragon’s Tail throw (turn to
 163
) or punch again (return to the top of this paragraph
).

159

You nod slowly to the spirit, indicating you believe her.

‘Beware the mage,’ Aiko says to you, ‘for the only defence I found against his enthralled swarm was smoke. Beware also this warship, for it will take more than fire to cripple it.’

You thank her and then fall silent.

‘You must hurry now before you are discovered,’ she says. ‘Protect the Catechism
, save who you can . . .’

You tell Aiko to walk with Kwon, before you step on the ash markings to break the symbol.

As her spirit fades you bow your head, eyes closed in silent prayer. You feel Kwon’s presence watching over you, pleased that you have freed his follower, and as a result you can add +2 to your Modifier for your next roll in combat.

You still have your mission to complete. With nothing further of note in the room, you return to the corridor and continue along it until the door at the end. Turn to
 348
.

160

You continue on with all haste, keen to avoid any encounters that may slow you down. Your head is bowed against the driving wind as the snowfall intensifies, all but blinding you, and leaving your skin raw with the cold. Are you carrying an Orb of Eo? If so, turn to
 125
. If not, turn to
 359
.

161

What did you write down as your allegiance?

If you wrote ‘my brother monks,’ turn to
 120
.

If you wrote ‘what is right, ’ even against your brother monks, turn to
 220
.

If you wrote ‘Kwon,’ turn to
 20
.

If you wrote ‘neither side,’ or otherwise did not choose an allegiance, turn to
 320
.

162

You retreat a step or two to draw the Jikininki in, and then you lunge forward with a quick Cobra Strike.

JIKININKI

Defence against Cobra Strike: 6

Endurance: 14

Damage: 1 Die *

* Every time the Jikininki damages you, roll another die. On the roll of a 6 it gnashes at you with its dagger-like teeth to double the damage

If you win, turn to
 273
.

If the Jikininki is still alive, it tries to crush you with its muscular arms. Your Defence against this attack is 7.

If you survive its attack will you perform a Leaping Tiger kick (turn to
 175
), a Whirlpool throw (turn to
 202
) or punch again (return to the top of this paragraph
)?

163

You must defeat Mutari with all haste before the ronin guards reach the room. Make a note of how many times you attack him. You slide in and try to wrap your legs around Mutari’s legs to execute a Dragon’s Tail throw.

MUTARI THE PRETENDER

Defence against Dragon’s Tail: 5

Endurance: 15

Damage: 1 Die + 2

If you are successful with your throw, but this was your third attack, turn to
 234
. Otherwise you flip yourself back to your feet and may perform either a Forked Lightning kick (turn to
 150
) or an Iron Fist punch (turn to
 158
) adding 2 to your Kick or Punch Modifier and damage for this attack only.

If you are not successful with the throw, Mutari will counter with the falcon katana which he wields with considerable expertise. Your Defence against this is 5.

If you are still alive and this was your third attack, turn to
 234
. Otherwise, you may perform a Forked Lightning kick (turn to
 150
) or an Iron Fist punch (turn to
 158
).

164

The shining blue katana flashes in front of you, animating its wielder, seemingly imbued with a will of its own. You try to grab the wrist of the samurai of Eo in an improvised manoeuvre to disarm him. His Defence against this is 5.

If you succeed turn to
 394
.

If not, you must lose one die of Endurance as the katana jerks to slash at you, partially held in check by the struggling samurai. You may not block.

If you survive you may try again (return to the top of the paragraph). Alternatively will you:

Try to topple him with a Dragon’s Tail throw? Turn to
 190
.

Run on and leave him to his fate? Turn to
 417
.

165

You step quietly forward, the garrotte wound between your hands, ready to slip over the neck of the first mate. Suddenly he catches a reflection of you in the axe he is sharpening and whirls round to fight you, his long rat-tail moustache quivering. Will you use:

An Iron Fist punch? Turn to
 398
.

A Forked Lightning kick? Turn to
 403
.


A Dragon’s Tail throw? Turn
 416
.

166

You reach into your clothes and produce a shuriken which you deftly flick at him, but Bofu is ready for trickery and swats it aside with his axe. Your shuriken is lost somewhere in the bamboo grove as he prepares to fight you. Turn to
 171
.

167

You jog north along the Imperial road to Suma as the dawn’s first light swells in the sky, the white paved road abruptly changing into normal grey paving stones as you progress. You are disguised now as a simple traveller and you make good progress.

The countryside around you is verdant and dotted with various paddy-fields where families are emerging to start their day’s farming.

At first there are no other travellers except those breakfasting in post stations along the road, but soon you pass a few traders carrying stock by palanquin and a small kabuki entertainment troupe.

You overhear the troupe talking about monks of the Scarlet Mantis whom they passed on the road. You pretend to rest on a log by the roadside and continue to overhear what you can until they are out of earshot.

It appears that the monks, worshippers of Kwon’s twisted brother Vile, are waiting by the bridge over the River of Ketsuiki, watching all who pass over it, apparently seeking out some followers of Kwon.

You decide to travel off-road. You keep to the high ground until you spot the bridge and the distinctive red jackets of the monks that stand out like five blood-stained fingerprints in the distance.

You are just about to cross the river further upstream when you spot another potential problem. Behind you, you can just make out Daon and Aiko walking together along the road, and you decide it only fair to warn them of this threat which is not part of the trial. Turn to
 293
.

168

You attach the cat’s claws to your hands and feet, and stand on the side of an urn to raise yourself up to the wooden ceiling which you begin to crawl along like a spider. You lightly drop down to the floor beside Mutari and slip the garrotte around his neck, squeezing in one sharp movement to sever his windpipe before he even wakes. You have no qualms about killing the tyrant in this way; you are trained to assassinate the evil in the world that the weak and powerless cannot reach.

You collect the falcon katana and strap it to your back before crawling back along the ceiling. You drop down at the edge of the room, take off the cat’s claws and exit the room quieter than a whisper. Your work for the night is done, and you seek out Singing Wind. Turn to
 324
.

169

Your arms are entangled by the writhing form of the Ittan-momen, and it wraps itself around your head to smother you. Your struggles grow weaker and weaker before you pass out. Soon you will be yet another sacrifice to the Lord of Sorrows, Death.

{ DEATH }
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170

Your hands are bound behind you by rope and you are escorted under armed guard to the main castle, and taken to a room with two iron cages. All of your equipment is removed from you (note you cannot choose any option referring to your ninja equipment, including shuriken, until you can replenish it). If you have the Flag of Lemné then fortunately you get to retain it since you have it tucked under your clothing, and the guards miss it in their check.

The only other item that is not taken from you is the Obsidian Bracelet, which the guards mistake for being part of your clothing.

You are locked in one iron cage, ropes still on, and the samurai leave to fetch the overseer to report they have caught a ninja. The cage opposite contains a monk of the Scarlet Mantis. His skin is marked with many bruises and lesions, his nose caked with dried blood and his lip burst open. He sits cross-legged, unmoving, watching you with bloodshot eyes.

‘Let me guess,’ he says, ‘you are one of the followers of Kwon that we were sent to Suma to stop? Never mind, for you now face a greater mutual threat. This Daimyo will force you to fight for his edification. As the leader of my group of monks, I once had a bracelet that allowed me to resist the effects of the control chain, but I lost it in my last fight.’

You say nothing, waiting for him to continue. When he does not, you ask him his name.

‘I am Yaris,’ he says. ‘I have been forced to fight my brother monks in single combat until only I now remain. If you have some way to overcome the control chain they place on you, then during the fight you may get a chance to escape this accursed place, although it is ringed with samurai and the attempt may yet be futile. If you can free me from this cage instead I will show you a different way out of the castle.’

You point out that you owe no favours to any enemy of Kwon.

‘Be that as it may, I offer you a hidden way out and a temporary truce in exchange for my freedom. That is the deal. I would rather die freely than live as Arai’s puppet.’

You are silent. It is not long before two samurai arrive, open your cage, and put a lead chain around your neck that glows a soft green. They make a comment to Yaris that it will be his turn to fight again soon enough as they lead you outside to the banquet hall. Turn to
 288
.

171

Bofu takes a menacing step towards you, axe ready. Will you perform an Iron Fist punch (turn to
 149
), a Forked Lightning kick (turn to
 227
) or a Teeth of the Tiger throw (turn to
 241
)?

172

The respite of the Great Temple does not last long, for soon you are headed along a thin mountain trail covered in snow that again comes up to your knees. The snow resumes its fall, light at first, but growing heavier until it becomes a blizzard, and you think back upon the temple refuge as being like a dream amidst the harshness of the mountains. Turn to
 160
.

173

You slip a dart on your tongue and spit it at the first mate in one smooth motion. It strikes him on the back of his fleshy neck, which he slaps at futilely before falling forward to the floor. In moments the spiderfish venom has done its work, and he lies still.

The first mate’s personal effects hold nothing of interest, but there is a Brass Key on the chain around his neck, which you take with you (add the Brass Key to your Character Sheet). You exit back out to the corridor.

If you have already been to the hold where the oars are manned, you return straight there. Turn to
 36
. Otherwise, will you:

Cross the corridor to the door with the snoring sound, assuming you have not been there already? Turn to
 248
.

Take the door at the end of the corridor? Turn to
 348
.

174

You hurry over to the floating carcass of the commoner and go underwater, using your breathing tube to survive. The blood staining the water means that you cannot be seen from above and you untie your hat to let it bob to the surface to appear that you have been eaten.

A large shape moves in the dark water, brushing past, and muffled by the water you hear screams of pain and fear. You wait for what seems like an age, using a meditative technique to keep yourself calm as time passes. Then the water slowly drains away down an opened hatch in the floor, and you hide your breathing tube and lie still, letting yourself be pulled along with the current. You are sucked down through the hatch and into darkness. Turn to
 250
.

175

You fall back a step to lead the creature in before springing up and whipping your right leg at it using a Leaping Tiger kick.

JIKININKI

Defence against Leaping Tiger: 7

Endurance: 14

Damage: 1 Die *

* Every time the Jikininki damages you, roll another die. On the roll of a 6 it gnashes at you with its dagger-like teeth to double the damage

If you win, turn to
 273
.

If the Jikininki is still alive, it tries to crush you with its muscular arms. Your Defence against this attack is 7.

If you survive its attack will you perform a Cobra Strike (turn to
 162
), a Whirlpool throw (turn to
 202
) or kick again (return to the top of this paragraph
)?

176

You strike with the palm of your right hand open, jabbing your fingers at the neck of one of your opponents. You may choose which one to attack.
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If you have defeated them, turn to
 228
.

If either of the priests are still alive, they use serrated sacrificial knives to try and cut you. If there are 2 still alive, your Defence is 8; if there is only one left, your Defence is 9. You may only block one of their attacks. If you survive their attacks, you may try the Leaping Tiger kick (turn to
 189
), the Teeth of the Tiger throw (turn to
 203
) or punch again (return to the top of the paragraph
).

177

You jog south along the Imperial road towards Nara as the dawn’s first light swells in the sky, the white paved road abruptly changing into normal grey paving stones as you progress. You are disguised now as a simple traveller. The road is deserted at this early hour, and you make good progress.

The countryside around you contains numerous farms and villages, all well-managed and maintained. This land lives up to its name of the Island of Plenty.

The fields eventually give way to hills with valleys of bamboo groves and woods. You are alerted by movement ahead at the side of the road. There are three men in brown habits standing around a figure tied to a tree, and you sneak along the trees by the side of the road to get closer.

All the three men bear the symbol of the inverted cross of Avatar with a serpent writhing in mist atop it – marking them out as reverencers of Vile. They are said to be skilled at martial arts and fanatically devout to their evil god, who is the twisted brother to your god Kwon.

To your horror you see that tied to the tree is the small figure of Chigeru, bruised, pale and unmoving. Nearby a body of a fourth man in a brown habit lies broken and bloodied.

Oblivious to your presence, one of the three reverencers takes a knife and stabs it into Chigeru’s side, who does not flinch. Inexplicably, when the blade is withdrawn it is unblemished by blood.

The reverencers are bemused at this and discuss cutting off his head to see what will happen. You realise you have to fight them at once, regardless of the odds, and you burst from cover.

You focus on the nearest reverencer, determined to finish him off before attacking the others. If you wish you may hurl a shuriken (if you have any left) before the fight. If you do, make an Attack Roll. Your unwary target has a Defence of 5, and if you hit then you can deduct one die of damage from your opponent's Endurance of 12.

Suddenly Chigeru springs into life. Although bound, he wraps his feet around the neck of the foe nearest him whilst the third falls back, startled. Against your opponent will you:

Try a Dragon’s Tail throw? Turn to
 275
.

Try a Tiger’s Paw chop? Turn to
 284
.

Try a Leaping Tiger kick? Turn to
 306
.

178

You lash blows repeatedly into Mutari until he falls to the floor dead. You are breathing heavily but have no time to rest, as ronin will arrive at any moment. Note you have no time to move the corpse to reclaim your shuriken if you threw one.

You grab the falcon katana before racing to the way out, the nightingale floor chirping with every step. Your work for the night is done, and you seek out Singing Wind. Turn to
 324
.

179

You scatter the powder into the mast fire (cross it off your Character Sheet) and close your eyes. There is a blinding flash, and you take advantage of it to balance your way across the beam high above the deck whilst the archers are dazzled.

You near the end of the beam when an arrow whizzes out at you, striking the mast. It would seem that some of the archers are quicker to recover than others. More arrows follow. Do you have the skill of Arrow Cutting? If so, turn to
 330
. If not, turn to
 349
.

180

You say that the fame of Bofu’s apostates has spread far and wide across the island, and you have sought him out to join his group.

He replies, ‘most do not appreciate that our group here is part of a growing cause, and one day we will take over the island to spite the gods who mock us all!’

You assure him that is why you sought him out.

Bofu adjusts his sugegasa hat and appraises you. He tosses a pebble with the rune of Fate on it at your feet. ‘Very well then, if you pick up that stone and proclaim that you renounce and curse all the gods here and forevermore, then you can join our group.’

You hesitate, as the gods of Orb do not forgive or forget easily the foolish ways of man.

Will you do as he asks? Turn to
 191
.

Or proclaim that your faith in almighty Kwon is unshakeable, and then advance into combat with Bofu? Turn to
 171
.

181

You journey west across the snowy Mountains of Unlimited Devotion, determined to reach Iga in good time. Your pace starts to slow as you notice that the soles of your feet have started to bleed, leaving livid red footprints in the snow. You have no obvious sign of injury, and fearing you have caught some disease you quicken your pace. Half a day later, once you have reached the forests beyond the mountains, you feel weak and dizzy from blood loss and your palms start to bleed also.

The sword you used against the Komainu is called Shukketsu
, and it holds a terrible blood curse to any who dares to hold it who are not of the faith of Ilexkuneion. Eventually you collapse, never to rise. As a final, dying act you bury the sword in the mud and hope that no one else ever finds it.

{ DEATH }
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182

You look away as you hurry past the bloody corpse, pretending as if you are about to be sick, before slipping sharply left to the bronze double doors. Fortunately the doors are ornamental and not locked, and so you step inside. Turn to
 410


183

The space becomes much bigger inside as you follow Nao, wading up the river cave. The place has a dank, putrid smell, and from somewhere in the dark cavern you hear a deep, feral rumble.

Nao draws his sword and slashes at something ahead, but he is knocked aside by a massive clawed hand that emerges from the darkness and he falls against the cave wall.

Something is moving its way towards you, something large, horned and monstrous, its worn fur exposing coarse pink flesh bulging with muscle. Its eyes are sightless, covered by a putrid yellow pus that dribbles down its face and stains the sharp teeth in its gaping maw.

You must now fight it. You may deduct 6 from the Pit Feeder’s Endurance of 22 due to Nao’s attack. Will you:

Perform an Iron Fist punch? Turn to
 262
.

Perform a Leaping Tiger kick? Turn to
 271
.

Perform a Dragon’s Tail throw? Turn to
 280
.

184

The snow intensifies again as you continue, and you shield your eyes with a hand. You find yourself atop something of a plateau where the way is at least relatively flat. Then out of the white murk you spot movement, and you ready yourself for danger as you creep forward.

You make out some creature with a pair of horns sitting in the snow. No – not a creature – but a young woman in a horned helmet, dressed in black, kneeling. She is bleeding from her feet and hands, and stuck into the snow beside her is a sword. She appears to be resting or praying, and has not seen you.
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You pause, wondering if you should call out or slink away, when you notice two large forms in the background. Both are stone Komainu, lion-like temple guardian statues, but one is very much alive and moving in on the unsuspecting woman. Will you:

Shout a warning? Turn to
 124
.

Stay silent? Turn to
 140
.

185

You tell Chigeru that you have no intention of letting him make an attempt on the flag unopposed. He smiles and bows. ‘As is your right. Very well, may Kwon guide your steps, my friend.’

With that he walks up to the two samurai standing in front of the bronze double doors and engages them in conversation. Then suddenly they gaze into the distance as if in a trance, and he pushes past the bronze double doors into the structure itself. The samurai then appear to return to their former vigilance, rubbing at their eyes and blinking, but seem not to remember Chigeru has slipped past them.

If you are going to catch up with Chigeru then you will have to try something quickly. Will you:

Scale the outer structure directly to the roof? Turn to
 10
. (Given the numerous handholds in the wall you may make the attempt whether or not you have the Climbing skill.)

Find some black armour to pass yourself off as one of the Daimyo’s samurai to gain entrance to the dwelling? Turn to
 27
.

186

You try to close in on the fast-moving creature that slithers through the water, and catch sight of its razor-tooth-filled maw. This is a giant conger eel, and it bites through another contestant before you get a chance to strike at it. It sees you in the blood-stained water and darts in, its long sinuous body a flow of rippling muscle. It will not be easy to kill it here in its natural element, but in water a Cobra Strike is your best manoeuvre. Its Defence is 8. If you strike it and manage to cause 5 or more damage, turn to
 205
. If you fail to strike it, or cause less than 5 points of damage, turn to
 146
.

187

You abandon the white paved road and jog cross-country, with the sunrise at your back. It proves to be too boggy underfoot in the valleys to be easily traversable, and too steep and craggy in the hills to make travel any easier there, yet you continue on tenaciously. There are no tracks or farms at all in this wilderness, although you do spot a wooden shrine to Eo on a distant hill, tended by golden-robed priests.

Your attention is drawn directly ahead though, as you see a long strip of white cloth fluttering in the wind, trapped on the branch of a plum tree. There seems to be some writing on it, but it is hard to make out as the cloth keeps flapping. You approach and think you can make out the sigils of Death, Lord of Sorrows on it.

Suddenly the cloth breaks free of the branch and streams directly towards you. You go into a roll underneath it, and as you spring to your feet you watch in disbelief as it changes course and veers back in on you again.

You have heard of such an entity only in horror stories, for you are sure that this is an Ittan-momen, created by a high-ranking follower of Death. Will you:

Use your flint and tinder to light a branch and set the Ittan-momen aflame? Turn to
 142
.

Snare it in your hands and force it to the ground first? Turn to
 217
.

Toss a shuriken (if you have any left) to pin it to a nearby tree? Turn to
 259
.

188

A branch from the nearest cherry tree slams down on you, its thorn-like protrusions puncturing your skin and drinking your blood. Lose 4 Endurance points. If you are still alive, you nimbly leap aside as more branches whip at you, and you scurry away. You surmise that these trees must have become Jubokko; plants that have developed an unnatural taste for blood due to the battle once fought here. Indeed, it is said that such trees will bear cherries heavy with the blood of their victims.

You shiver and hurry on along the paved road. If you have two flags, you bypass Nasaka and take the road west, already having what you need to complete the trial. (Turn to
 85
.) If not, you must enter the city of Nasaka to seek another flag. (Turn to
 270
.)

189

You spring forward, lashing out with the ball of your foot at the chin of one of your opponents. You may choose which one to attack.
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If you have defeated them, turn to
 228
.

If either of the priests are still alive, they use serrated sacrificial knives to try to stab you. If there are 2 still alive, your Defence is 8; if there is only one left, your Defence is 9. You may only block one of their attacks. If you survive their attacks, you may try a Cobra Strike (turn to
 176
), the Teeth of the Tiger throw (turn to
 203
) or kick again (return to the top of the paragraph
).

190

You slide in to wrap your legs around the samurai of Eo, his shining blue katana flashing above you, seemingly imbued with a will of its own and controlling its wielder’s hand. His Defence against your attack is 7.

If you succeed turn to
 394
.

If not, you must lose one die of Endurance as the katana jerks to slash at you, partially held in check by the struggling samurai. You may not block.

If you survive you may try again (return to the top of the paragraph). Alternatively will you:

Try to disarm him? Turn to
 164
.

Run on and leave him to his fate? Turn to
 417
.

191

You pick up the pebble and state that from henceforth you reject all the gods, may they be forever cursed. The stone grows hot in your hand and you are forced to drop it or be burnt, the rune of Fate glowing an angry red upon it. Several of the men watching from the bamboo grove mutter their approval, and one kicks the mewling prisoner and asks him if he heard that.

The goddess Fate is surely displeased, and you can only hope you will be forgiven once such deception is no longer necessary. You must suffer a −2 to your Fate modifier until you are told otherwise.

Bofu welcomes you to the group and you share a meal and a drink of an earthy, strong rice wine called shochu. Restore 2 Endurance points. You wait until they are all a little drunk before saying you have to relieve yourself in the forest. You sneak to cut the bonds of the prisoner, and check he is well enough to travel. The man thanks you tentatively and says his name is Mizo. He digs into the earth near the edge of the grove to produce a small bronze sphere and gifts it to you (note the Orb of Eo on your Character Sheet), saying it is the only thing he managed to save from the bandits.

You hasten away from the area with him in silence, disappearing into the forest, doing your best to erase any sign of your tracks as you go. After a little while you rejoin the forest trail to make quicker progress. The dirt trail continues west for several miles until it reaches a paved road running north and south. Here you bid farewell to Mizo, confident he can find his own way from here and seek refuge in a temple of Eo. You must decide if you were heading north to Nasaka or south to Takahiri. Will you:

Head south to Takahiri, the disreputable City of Bridges? Turn to
 195
.

Head north to the capital city of Nasaka? Turn to
 270
.

192

The archers on the ship’s tower spot you moving along the sail spar and raise their bows.

If you have the Arrow Cutting skill, turn to
 330
. If you do not, but have killed the Captain, turn to
 106
. Otherwise, turn to
 115
.

193

You sidestep the charging monstrosity and deliver an Iron Fist punch to its neck. The hide of the Komainu is solid stone, and you only succeed in badly hurting your hand. You must suffer −2 to your Punch Modifier until instructed to restore it.

Nursing your injured hand, you fall back as the Komainu sets itself to charge you once more. Will you:

Run away? Turn to
 311
.

Leap aside as it charges and try to collect the sword? Turn to
 326
.

194

You take a bamboo hair pin, and it is the short one. You try not to show any emotion, but cannot help but feel elated. Fate has chosen you.

Aiko looks disappointed that she will not get the chance to earn the flag, whilst Daon shows no emotion. Gorobei comments that this is a chance to prove yourself.

They all join Singing Wind in wishing you good fortune as you disappear into the dark tunnel and crawl along it. Your breathing echoes along the stone tunnel, and you can almost feel the weight of the earth above pressing down on you. You reach a brass hatch at the end. You take a deep breath and ease your way out of the hatch behind a giant urn and into a large, darkened room.

The room is lit by a single, flickering candle. Little more than twenty feet away, asleep on a futon in an otherwise sparsely-decorated room is a middle-aged man dressed in a purple kimono – presumably Mutari. Laid out on the wooden floor at his side is a sheathed katana, the hilt of which is decorated with diving falcons.

You remember Singing Wind’s warning about the floor being set to alert Mutari of anyone approaching. Mutari stirs in his sleep, rolling over with a sigh and murmuring before going back into a deep sleep. If you have the Climbing skill and wish to use it, you can use the cat’s claws to climb across the wooden ceiling. Turn to
 168
. Otherwise, will you:

Try to rush in to grab the falcon katana? Turn to
 67
.

Hurl a shuriken at Mutari, and then rush in to grab the falcon katana? Turn to
 134
.

195

You make good progress as you continue straight along the road to Takahiri, the ‘City of Bridges’ that sits astride the White Water River which later splits into an estuary out to the Endless Sea. It is night time as you join the queue of farmers at the city gates, since all those who arrive at the city must bathe before entering. They cast envious looks at the queue of wealthy visitors who are being shepherded into the luxurious bath houses.

You stand patiently and wait for the ‘poor man’s scrub’ – a bucket of cold water to be thrown over you by one of the weary-looking workers. You find the sensation quite refreshing after your long journey, and proceed through the gate dripping water.

The streets are clean and quiet, despite there being virtually no samurai around. You pass a large temple to Zarahrayal, the goddess of seduction, which is taking its evening mass as evidenced by the rising carnal noises from within.

You pass over a curved wooden bridge and make your way along the streets containing gambling halls, sake dens and pleasure houses, all abuzz with patrons and revelry.

You make a few discrete enquiries in the sake dens about the Daimyo’s gold-trimmed flag, and the answer comes back consistently: one hangs in the Palace of Grasping Stars where the Daimyo is hosting a series of balls every night this week to celebrate some local festival. The palace is open to all who intend to compete for a prize of gold, but this is not without its dangers.

You cross over another bridge towards the Daimyo’s palace when you sense movement to your left in the otherwise deserted street.

‘What business have you in Takahiri, stranger?’ comes a voice from a dark alley. ‘You are no mere traveller.’

A stern man steps out of hiding and you see he is dressed in black with a vertical red sash. He is armed with darts and carries a climbing hook, and has a sword and bow slung over his back.
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You ask him who he is.

‘I am Nao, an infiltration specialist representing the Bakuto syndicate. I’ve been told you were asking questions about the Daimyo’s palace.’

Will you:

Tell him to mind his own business? Turn to
 327
.

Assure him you are just a visitor here to sample the famed night life? Turn to
 337
.

Say you intend to take something from the Daimyo of Takahiri? Turn to
 347
.

196

You tell the spirit you do not believe it, and it will remain trapped. You are greeted only by silence and Aiko’s features become shadowy and insubstantial again. Before you can be lured by any further words of trickery, you leave the room and continue along the corridor until the door at the end. You do not realise it, but you have been cursed for your decision, and must suffer −1 to your Modifier for your next roll in combat. Turn to
 348
.

197

The Ittan-momen is burnt to ashes with a harrowing wail. Now that the danger has passed you remember more about the stories of these bizarre entities. High-ranking followers of Death are mummified in an embalming ceremony that perfectly preserves them – it is said that if they lay undisturbed for a hundred years, then the embalming bandages become an Ittan-momen that tears itself from its host and flies on the night’s winds to seek victims to kill for its master the Lord of Sorrows.

You can collect one shuriken if you used any in this fight. Nearby, at the base of a plum tree you find the remains of a recent victim of the Ittan-momen – a strangled samurai in pristine white lacquer armour. His katana is glued into its sheath by some almost invisible substance, and you wonder if someone sent him here deliberately to die.

You drink at a nearby stream before continuing to jog west. The scenery is incredibly picturesque with tinkling waterfalls, undisturbed bamboo groves and wild flowers growing on rocky outcrops, but you remain on your guard. After a few hours the terrain becomes easier to traverse, and by late afternoon you find a dirt track that leads to some remote farms.

Eventually you find yourself on an overgrown paved road which passes the ruins of various settlements that were destroyed in the great civil war. At night you rest in a charred pile of stones that was once a house, though your sleep is only fitful. You may restore 2 lost Endurance points. Turn to
 129
.

198

The only answer to your prayers is the mournful howl of the wind and the crunch of your footsteps through the snow as you slog on into darkness with Daon on your back. Turn to
 25
.

199

You lie completely still in the water, Feigning Death, and the giant conger eel has more tempting quarry to hunt, slamming into the struggling contestants again and again until none are left alive. You are buffeted by its attacks in passing, but you remain completely inert and it shows no interest in you.

It curls into the corner, sated. Up in the gallery windows the onlooking wealthy patrons applaud the orgy of violence. One of them pulls a lever. A trapdoor opens in the base of the floor, sucking the water down and all those in the room with it. The sheer weight of rushing water pulls you down too. Turn to
 250
.

200

You take a bamboo hair pin, but it is a long one. You try not to show any emotion, but cannot help but silently curse your luck and regret that you did not strike out on your own to try to claim the prize.

Fate is with Gorobei, who draws the short pin with a chuckle. After you all wish him luck, he takes several deep breaths and squeezes himself into the tunnel.

You all wait anxiously. Singing Wind intones a quiet prayer to Illustra. Aiko paces restlessly, whilst Daon sits cross-legged and goes into a light meditation.

You hear the sound of a gong being struck from somewhere in the central buildings, and cries of alarm. Daon opens his eyes and stands.

‘Should we see if we can help?’ Aiko says.

Singing Wind shakes her head. ‘It is either too late for Gorobei, or he has succeeded. Without Mutari these ronin will scatter. When my samurai return from my husband’s estate there will be no one to lead any resistance against them.’ 

There is the scuffling sound of someone approaching in the tunnel, and everyone tenses until Gorobei emerges with a toothy grin. He has a painful looking katana slash across his chest, but he bears it stoically. In his meaty left hand is the sheathed falcon katana, which he lays reverently at the feet of Singing Wind and bows.

‘Mutari is dead,’ he says. ‘Soon Lemné will be under its rightful stewardship once more.’

Singing Wind touches him lightly on the shoulder and bids him to rise. She reaches into her kimono and hands him a folded piece of silk. He opens it to reveal a purple flag bearing a black moon, trimmed with gold. Gorobei has earned one of the two flags he needs to undertake the final test to become Grandmaster, but there is still time for you to earn two for yourself as you journey across the island.

As a group you hurry out of Singing Wind’s grounds, and return to where the palanquin bearers and two samurai await. Singing Wind says you are welcome to rest overnight on her ship in the harbour.

Daon and Gorobei change back out of their palanquin bearer clothes and into their monks’ habits. Daon advises he needs no rest, bows and leaves at once. Aiko changes from her ninja suit to the straw hat and golden robes of a priestess of Eo, Prince of Peace and Weal. Then, with a smile to you all, she disappears into the night. Gorobei wishes you luck, and says he will rest overnight in Lemné before considering his next move as his chest wound has not fully healed.

You change into the robes of a simple traveller and ponder your next move – Suma and Nara are closer, but also closer to your competitors too. You still need two flags before you must race west to complete your journey within the five-day limit. Will you:

Leave Lemné along the northern road to the castle at Suma? Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

Try to avoid further competition and leave Lemné cross-country, heading west for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

201

You hold your breath as you hasten into the choking smoke. The heat and fumes are overwhelming, and your eyes stream, but you can just make out through the haze that the sailors are diminishing the fire by pouring sand over it. Even so, you cannot survive for long here. Will you:

Climb up the rigging through the smoke? Turn to
 80
.

Keep the smoke between you and the swarm and make a dash for the ship’s wheel? Turn to
 267
.

202

The Jikininki tries to grab you. You step inside and block it, trying to transfer your weight to throw this monstrosity over your hip to the ground.

JIKININKI

Defence against Whirlpool throw: 8

Endurance: 14

Damage: 1 Die *

* Every time the Jikininki damages you, roll another die. On the roll of a 6 it gnashes at you with its dagger-like teeth to double the damage

If you are successful, you may follow up with a punch (turn to
 162
) or a kick (turn to
 175
), adding 2 to your Kick or Punch Modifier and damage for this attack only as you strike at its prone form.

If you are unsuccessful in your throw attempt, the Jikininki tries to crush you with its muscular arms. Your Defence against this attack is 5.

If you survive its attack will you perform a Cobra Strike (turn to
 162
) or a Leaping Tiger kick (turn to
 175
)?

203

You jump feet first at one of the priests, seeking to wrap your feet around his head so that you can send him spinning to the floor. You may choose which one to attack.
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If you are successful, you may use a Cobra Strike (turn to
 176
) or a Leaping Tiger kick (turn to
 189
), adding 2 to your Kick or Punch Modifier and damage for this attack only, as the priest lies prone on the floor.

If you fail to throw one of the priests, any of the priests still alive try to slice you open with their serrated sacrificial knives – each one attacks separately. If 2 are alive, your Defence is 7; if only one is left, your Defence is 8. You may block only one of their attacks. If you survive, you may now use the Cobra Strike (turn to
 176
), or the Leaping Tiger kick (turn to
 189
).

204

You wish Chigeru good fortune, and say you will make no attempt on the structure until nightfall.

He smiles and bows. ‘Then the honour of the first attempt is mine. You may think on this moment when I become Grandmaster! May Kwon guide your steps, my friend.’

With that he walks to two of the samurai guarding the building, and engages them in conversation. Then suddenly they gaze into the distance as if in a trance, and he enters the bronze double doors into the structure itself. The two samurai then appear to return to their former vigilance, apparently with no recollection as to who just slipped past them.

You walk over to wait on a stone bench in a rock garden outside of a Temple to Avatar the One, Essence of Light, where you can keep an eye on the flag above. People flit by on their daily errands, and you itch for it to be nightfall when you can infiltrate the place under the cover of darkness.

To pass the time you look out across the city, spotting a drained piece of parkland within the city walls where deer roam freely amongst visitors to the city.

The sense of peace is shattered as a blood-curdling scream fills the air, emanating from the top of the Daimyo’s residence. You are immediately on your feet, and everyone else nearby is looking up too.

The Daimyo’s flag still flies on the pole. Then a bloody pulp is hurled from the roof, falling to smack on the paved ground to the horrified screams of passers-by. Even though the corpse is without a head, you can tell that it is Chigeru.

Priests of Avatar rush out from the temple behind you, a flurry of white robes and slapping sandals. When they see the horrific state of the deceased they bow their white-capped heads and their healing prayers fade into silence. Instead they talk to the Daimyo’s samurai who abandon the bronze doors to form a cordon around the body.

You lip-read from the priests that this is not the first time such an event has occurred lately. You feel a swell of anger at Chigeru’s death, but you try to calm yourself. Will you:

Approach the samurai and say you are a friend of Chigeru, and that you demand justice for his murder? Turn to
 136
.

Use the distraction to sneak through the unguarded doors into the Daimyo’s residence to investigate for yourself? Turn to
 182
.

Contain your anger and leave the area until nightfall, then try to scale the Daimyo’s residence? Turn to
 313
. (Given the numerous handholds in the wall you may make the attempt whether or not you have the Climbing skill.)

Leave Chigeru’s corpse in the care of the priests of Avatar and decide that it is senseless to throw away your life for this flag, heading instead for Takahiri? Turn to
 289
.

205

You strike your fingers into the giant conger eel’s face, bursting apart an eye and snapping the bone of its socket. The creature darts away, tail thrashing, crippling what contestants still live in its sheer panic. Up beside the gallery windows the wealthy patrons look on angrily, and one of them pulls a lever. A trapdoor opens in the base of the floor, sucking the water down and all those in the room with it. You resist the current, but the sheer weight of rushing water pulls you down in the end. Turn to
 250
.

206

You tell Daon of how you saved Chigeru from the Reverencers of Vile, only to see him perish in Nara.

‘Poor little man,’ Daon says, ‘I never really got to know him as much as I should have. There have been too many ill tidings on this journey – amongst other things, I was ambushed by monks of the Scarlet Mantis who were waiting for followers of Kwon. Someone has orchestrated all of these problems against us.’

You can only agree, and you hope to get a chance to settle the score on your coming journey.

Daon paces restlessly like a caged tiger. He says you should grab some rest from your ordeal against the hornets, and that he will keep watch as you wait for Gorobei. You sit cross-legged and fall into meditation. You feel Kwon’s gaze upon you in this crucial trial, uplifting your dejected spirit and easing the weariness from your limbs. You may restore 1 point of Inner Force, and restore 2 Endurance.

After a while Daon calls out and you shiver as your spirit re-enters your body, your eyes snapping open. You see another traveller upon the road. It is Gorobei, his tall and muscular frame marking him out even from a distance.

Your meeting with him is a sad one. The deaths of two of your fellows weighs heavily on you all as you explain to him what you have witnessed.

Gorobei shakes his head, muttering in disbelief. ‘I should have known something was wrong with this trial,’ he says, ‘there were so many more difficulties on the road this time round.’

You take the opportunity to turn your ninja costume inside out so that the white side is revealed, hoping to be better camouflaged on the snowy ground ahead. Daon raises an eyebrow at your new attire but says nothing. Soon all three of you set off west towards the Mountains of Unlimited Devotion, leaving Aiko’s grave behind you. Turn to
 338
.

207

Your hand flies to your mouth to deliver the needle that you spit out into the blubbery flesh of the Jikininki. It does not halt or slow in its advance, and off balance you must apply −1 to your Modifier on your next attempt to hit the creature. Will you try:

A Cobra Strike? Turn to
 162
.

A Leaping Tiger kick? Turn to
 175
.

A Whirlpool throw? Turn to
 202
.

208

You slide into a Dragon’s Tail throw, and the Jorogumo’s webbing flies harmlessly over you. The Jorogumo’s Defence against your throw is 6. If you manage to succeed in your throw, then you do not topple this many-legged creature but make her totter backwards off balance. Turn to
 308
. If you do not manage to throw her, turn to
 339
.

209

Daon puffs a little as the palanquin is carried uphill, however Gorobei does not seem to show even the slightest strain of exertion. From your upside-down position you can see that the way ahead is barred by a set of locked iron gates which are guarded by half-a-dozen of the mercenary samurai.

Aiko calls out to the ronin from inside the palanquin, her voice a perfect imitation of Singing Wind, ‘I am the rightful heir to Lemné and I will not be denied entry to my own home!’

Two of the ronin draw their katana and approach the palanquin. Suddenly Aiko bursts out with a Leaping Tiger kick into the face of the nearest enemy. You drop from the palanquin and roll aside as Gorobei and Daon abandon it to join the fight alongside Singing Wind’s samurai. There is one ronin not engaged by anyone who is trying to work his way round to attack Aiko from the blind side. Will you:

Join the attack against the unengaged ronin? Turn to
 236
.

Use the distraction to slip over the wall and into Singing Wind’s residence, trying to be the first to find Mutari and claim the prize? Turn to
 266
.

210

Aiko brings your ninja tools as she hurries over, but countless samurai head towards you with their katana drawn. You hurl any shuriken you have left before being forced to engage in combat.

You, Aiko and Daon put up a brave last stand, fighting back to back, taking many of the enemy down. Ultimately though you are overwhelmed by the sheer number of the samurai and cut to pieces. Your remains are gathered up the next morning and fed to Daimyo Arai’s guard dogs.

{ DEATH }
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211

You sprint for the side of the ship, slamming a sailor out of the way who tries to block your path. The swarm of hornets overtakes you though, coalescing over the ship’s rail to form a lethal obstacle before you. Roll one die and take the result from your Endurance. If you still live, you are forced to flee back to the centre of the ship, where the deck fire spews smoke and flame. Turn to
 201
.

212

The gates are open as you approach the lavish lotus-leaf style structure of the Palace of Grasping Stars, with its exterior a delicately-carved scene of people cavorting in a river. You notice that more than half of the building remains unroofed and unfurnished as you enter the immaculate gardens.

Two samurai in blue-lacquer armour call you over to join a line of men and women who like you have no formal invite. These people are commoners, apparently here to earn some gold in one of the Daimyo’s contests.

Two more samurai in blue-lacquer armour oversee your group, ensuring that everyone washes their hands and feet in a marble fountain, before then making them gargle with the spring water in a purity ritual. Then your group are given a cursory check for weapons and must remove footwear before being admitted inside the golden gates. Its decadence is bedazzling to behold. A pool of water beneath the glass floor contains fish of every variety, the furniture is upholstered in silk, and the walls are bedecked with gold and decorated with startling images of samurai being washed away by a tsunami. Snuffling around the hall on leashes are some Aka-name, red humanoid creatures not much bigger than a dog, whose long tongues are designed to lick away any grime and dirt.

Each of the ten people in your group are given a conical hat tied under your chin and with a number painted on it, and you are all led down a few steps into the middle of a huge circular room which is filled with water up to your waist. The contestants splash into the cold water awkwardly. As you enter you see around the side of the room are numerous gallery windows where the wealthy invitees hurriedly place bets.

At the far end of the room is a pile of golden bars half-buried in water, and on a pole on the wall behind it hangs a gold-trimmed white flag bearing the symbol of a blue gentiana flower.

One of the blue-armoured samurai steps forward. ‘Whosoever is left standing at the end may leave with as much gold as can be carried. By the order of the Daimyo, let the game begin!’

He and the other samurai then hurry out the room, barring the door behind them. Suddenly a panel in the wall beneath the water line opens up. You turn to see a disturbance in the water as a long dark shape slips out to swim into the room. In an instant it has bitten into the side of a terrified contestant, nearly biting him in two and staining the water red. Will you:

Approach the underwater creature and hit it with a Cobra Strike punch? Turn to
 186
.

Use your breathing tube (if you still have your ninja equipment) and hide under the dead body? Turn to
 174
.

Use the Feigning Death skill (if you have it) and simply float lifelessly? Turn to
 199
.

Try to escape through the side panel from which the creature came? Turn to
 233
.

213

You launch yourself into combat against the two warrior priests, but the spellcaster speaks spidery words of magic and slams a fist into her open palm. A chain of energy-sapping darkness forms around you, binding your arms despite your struggles and causing you to topple helplessly to the floor. If you have the Escapology skill, you can free an arm to attack the nearby spellcaster. Turn to
 235
.

If not, she walks over to you with a dark smile. ‘Ah, the Lord of the Cleansing Fire blesses us with another victim for interrogation.’ You find yourself entranced by the eyes of the spellcaster, unable to bite your own tongue off to take your life – unable to move at all. The two warrior priests start on you with their knives. It will be many days before their work is done.

{ DEATH }
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214

Rin listens to your tale patiently and agrees to help you any way he can. ‘Kwon is an honourable god, and one whose followers fight well. I have trekked these lands and know the movements of the Bakemono tribes – I can guide you a safe route ahead, if you will travel with me.’

You need to get to Iga quickly and safely, but are used to journeying alone. Will you:

Agree to his help? Turn to
 229
.

Say you prefer to work alone? Turn to
 64
.

215

The only answer to your prayers is the mournful howl of the wind and the crunch of your footsteps through the snow as you slog on into darkness with Daon on your back. Your skin, where cut by the harsh air, is succumbing to frostbite, and your muscles are near to unresponsive. Roll 2 Dice + 2 and take the result from your Endurance. If you still live, turn to
 25
.

216

You half-parry a katana strike – lose 2 Endurance. If you still live, you deliberately crumple to the floor unmoving. The ronin hesitate a moment before checking over you, but by then you have slowed your heartbeat and breath to next to nothing, your skin cold and pale, your blood spilling out across the wooden floor.

‘Leave him be,’ Mutari shouts, ‘we need him intact to let the metsuke check him for clues as to how he got in. Take his body to the rock garden, and double the perimeter guard!’

You are lifted by several ronin who carry you out of the room and towards the courtyard. They toss you down on the gravel and remove your shuriken from you as a trophy of their kill (note that you have lost all your shuriken).

Whilst they send for an official, a ronin kicks you and laughs that maybe the ninja do not live up to tales of their prowess. Another ronin starts to raise your ninja hood, keen to see the face of who is underneath. You spit into his eye and leap up, bringing your metabolism back up to full speed. You brush past the startled ronin and race away to the outer gardens then on out of the complex.

You see no trace of Singing Wind or your competitors, who must have gone another way. You hear the sounds of a pursuit being organised, and so you decide to leave Lemné at once. Will you:

Leave Lemné along the northern road to the castle at Suma? Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

Try to avoid further competition and leave Lemné cross-country, heading west for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

217

You grab the Ittan-momen in both hands and try to twist it in on itself, whilst it squirms to wrap itself around you.

If you wish to use brute power, and you have Inner Force left, you may tear the entity to shreds before then setting it on fire with your flints. Cross one point of Inner Force from your Character Sheet and turn to
 197
.

Otherwise you must use your dexterity. Make an Attack Roll against a Defence of 8. If you succeed, you force the Ittan-momen to the ground and then, holding it pinned by your knee, set fire to it. Turn to
 197
. If you fail, turn to
 24
.

218

You take the tome from the samurai and bid them farewell. Add the Tome of Xi to your Character Sheet.

You and Rin unharness the two horses from the cart and ride hard west. Turning back you see the samurai fighting on against the numerous Bakemono, and you cannot help but admire their bravery.

‘These are true samurai,’ Rin calls out. ‘It is just a shame they meet their end at the hands of such ignoble creatures.’

You ride on until your horse begins to tire. You both dismount and set your horses loose, pressing forward on foot. Rin makes no complaint at your haste despite his evident weariness. Turn to
 382
.

219

Rin draws his katana to fight the abomination that is grabbing at him. You step forward to help but a second large, grotesque creature steps out of the undergrowth before you. It is green like a gangrenous wound, with a mouth of dagger-like teeth and no other evident facial features save for pulsing pustules, ready to burst.
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This is a Jikininki, a mutant offspring of the god Nil, Mouth of the Void – a cruel abomination that wanders the wild places in search of the dead. You must defeat the Jikininki. Will you try:

A Cobra Strike? Turn to
 162
.

A Leaping Tiger kick? Turn to
 175
.

A Whirlpool throw? Turn to
 202
.

Poison Needles, if you have the skill and wish to use it? Turn to
 207
.

220

‘My allegiance is to what is right,’ you say. ‘In the case of an unjust war, I would be forced to fight against my brother monks.’

The Master sighs. ‘And who would say what is right? You? No, the rights and wrongs of this world are decided by the gods and none other, and it is in them that we must put our faith. Now you must leave.’

Will you leave as instructed and head out of Nasaka? Turn to
 285
.

Demand that the Master give you another chance to prove yourself? Turn to
 390
.

221

You rush forward, a cry bursting from your lips as you launch into a flying kick at the swarm. There are no clear features for which to aim in the swirl of insects, yet the swarm gathers into a shield-like shape to protect itself.

The Defence of the swarm is 6. If you succeed, turn to
 362
. If not, turn to
 148
.

222

You feel that destiny is on your side in this contest, as you have two flags, and now you turn your thoughts to passing the formidable Mountains of Unlimited Devotion. Still dressed as a simple traveller, you head for the southern road into the mountains, the most direct route to your ultimate goal of Iga. Once it is in sight, you allow yourself another rest, off to the side of the paved road, confident that you would not miss any of your fellow competitors as they must come this same way.

You continue on refreshed and may restore up to 4 lost Endurance points. All you have to do now is to reach the Grandmaster of the Dawn at Iga within the next three days, and you can then enter the final trial to become Grandmaster of the Five Winds. Turn to
 230
.

223

Yaris bursts out from behind Aiko, his kick a living embodiment of his rage as it slams aside a samurai. He beckons you to follow him and the guards move to pursue.

‘This was an escape tunnel built for the Daimyo many years ago,’ he says, tearing through a tapestry on the wall to reveal a hidden staircase. ‘It should emerge somewhere near the outer wall.’

Aiko needs no encouragement to race down the steps, and you go to follow, but Yaris seems to stay behind. You halt when you see Daon is stopped short before him.

Yaris snarls at Daon, ‘Run, monk. I wait to spend my last moments fighting these samurai.’

‘And why would you do that while we – your enemies – escape?’ Daon asks.

‘I have broken our laws by killing my fellow monks for the amusement of this Daimyo, and I have allowed the weak to subdue the strong. No more. I do not fight them to protect you, for that debt is already repaid, but to honour blessed Vile for we are strong and will be victorious.’

You grab Daon before he picks a fight with your unlikely liberator, and you disappear down the narrow stone steps.

The last sound you hear from above is Yaris shouting out a booming challenge to any samurai who dare fight him honourably in single combat.

You head through a short, cramped tunnel and emerge through a hidden door leading to the outer wall. Aiko helps you and Daon over the wall and out to safety, whilst from nearby you hear the shouts of guards and the sounds of barking dogs being leashed for the hunt.

Aiko advises you that it is safer to split from here as you will be harder to track, and you agree. You, Daon and Aiko go your separate ways in the city streets, and you make your way west to the next stage of your journey. Turn to
 374
.

224

If you selected the Leaping Tiger kick, turn to
 119
.

If you selected the Dragon’s Tail throw, turn to
 208
.

If you selected the Teeth of the Tiger throw, turn to
 144
.

Otherwise, turn to
 257
.

225

You swim over to the anchor and start to scale the chain. The chain itself is barbed to deter anyone from trying to do so, and despite your best efforts you cut yourself twice on the ascent. You lose 2 Endurance.

You peek over the edge of the ship to survey the deck, which is lit by a few softly-glowing lanterns. There are a dozen or so sailors attending to various tasks, overseen by a couple of patrolling samurai in grey lacquer armour. You particularly note that the wood of the ship is varnished and will be difficult to burn.

You tense and relax your muscles in preparation for action. First, you need to find a way below deck to ensure the oars cannot be manned. The hatch leading below deck is toward the fore of the ship. Will you:

Use ventriloquism to pretend to be a sailor fallen overboard to distract the crew before sneaking past? Turn to
 95
.

Garrotte a sailor out of sight of the rest, and wear his clothes to pass as one of the crew? Turn to
 286
.

Use your flask of lantern oil to start a fire to distract the crew whilst you slip past and below deck? Turn to
 297
.

If you have the Escapology skill, lower yourself back down the side to an open porthole and squeeze through? Turn to
 307
.

226

You may only retrieve any shuriken you used if you have Immunity to Poisons, otherwise you cannot justify the risk of reaching past its jagged, poison-tipped teeth into the mucus of its throat.

You step up the fleshy mound of its battered body, until you stand directly beneath the trapdoor that leads back up to the room with the flag. If you are skilled in Picking Locks, Detecting and Disarming Traps, you can ascend to the room above. Alternately, you may use a point of Inner Force to smash the trapdoor and open the way. The room above echoes with nearby laughter but is vacant of party guests. The flag hangs within easy reach and you tear it free – note the Flag of Takahiri on your Character Sheet. You head back down to the underground stream unmolested.

If you do not have the skill or the Inner Force, you cannot retrieve the flag and must instead simply follow the underground stream out to the palace gardens.

Either way it will be morning soon, and you find a spot in a quiet city alley to catch needed sleep before daybreak. You may restore 3 lost Endurance.


Turn to
 261
.

227

You spring forward, your foot lashing at Bofu’s abdomen and then up at his throat, jabbing with all the force of a spear thrust.

BOFU THE APOSTATE

Defence against Forked Lightning: 7

Endurance: 16

Damage: 1 Die + 1 (axe)

1 Die (nunchaku)

1 Die + 2 (katana)

If you have reduced Bofu to 4 or less Endurance, turn to
 279
.

If Bofu has more than 4 Endurance, he counter attacks with one of his weapons. Take note every time Bofu fails to hit you (or you block), for he will drop weapons as he searches for your weakness. He switches from axe to nunchaku to katana, then remains with the katana for the rest of the fight. Your Defence is 7 against the axe, 6 against the nunchaku, and 8 against the katana.

If you are still alive, do you want to perform an Iron Fist punch (turn to
 149
), a Teeth of the Tiger throw (turn to
 241
) or another Forked Lightning kick (return to the top of this paragraph
)?

228

The two priests lie dead at your feet, and you stand completely still for a moment to listen for the sounds of any disturbance that may indicate your fight was overheard. There is nothing.

The shadowy form hovering above the ash symbol stops writhing and you adopt a fighting stance, ready for anything. The form grows clearer until you make out a familiar face; a face you last saw twisted in pain from the spiderfish poison she was compelled to ingest by an evil enchantment.

‘Aiko . . . ?’ you say.

‘The mage captured my spirit when his spell led to my death,’ Aiko says, her voice sounding hollow and muffled, ‘and he summoned me here to torture information from me about the Catechism
 and the other initiates. He is no longer on the island, but is heading to the Manmarch, and uses his dread magecraft to manifest as need be on this ship. The woman you just killed was his least apprentice. Please, you must destroy the magic symbol to free me of my tortures.’

You hesitate. You desperately want to free Aiko, but if this is some demon masquerading as her you may be about to unleash a great evil on the world...

‘What were your last words to me?’ you ask.

‘Save who you can,’ comes the muted reply.

If you think this is correct, turn to
 159
.

If you think this is incorrect, turn to
 196
.

229

Before you leave with Rin you undertake a quick search of the grove and the surrounding area, finding a dropped shuriken which you may take if you wish.

You continue on with Rin leading the way. He leads you deeper into the woodland, where shadows dance on the forest floor cast by the swaying tree branches overhead.

You pass some time in conversation. Rin tells you that he earned his moniker ‘Rin of the Three Blades’ in a sword duel. ‘With my katana knocked from my grasp, I fought on with my wakizashi until it became tangled in my opponent’s armour. In the end I had to draw my knife to finish the fight . . . and I won!’

Rin begins to take a route through dense bushes, and he cautions you to avoid the spike ferns that have shredded the lower part of the hakama tied around his legs.

‘The Bakemono are out in massive numbers, more numerous than cherry blossoms in spring,’ he says, ‘so I must lead you to the one place they are too superstitious to near; the ruins of Mishina. It once saved me from a tribe who were tracking me.’

The name of the city is familiar to you – it used to be the capital of the island until it was destroyed more than three hundred years ago in the great civil war which ruined whole cities and clans. It is said to be a place of ill-fortune that few seek out, but Rin assures you it is worth it to avoid the numerous tribes of savage Bakemono who now frequent the forests.

By mid-afternoon your cross-country hike has led you out of the forest to an overgrown and broken stone road, that leads on to the ruined old capital of the island, Mishina. Turn to
 260
.

230

You watch the distant mountain range ahead loom larger with every step along the paved road, and at last cross a hump-backed wooden bridge over the White Water River, heading towards the crossroads and the road that leads on into the Mountains of Unlimited Devotion.

Your gaze is drawn directly ahead where you see a distant dark smudge of a figure running, carrying a smoking torch in the daylight. You stand and watch, ready for anything.

The figure draws closer, and you can make out that it is Aiko in her ninja costume but with her face visible, marked with an expression of fear. She sees you some fifty feet away and skids to a halt.

Suddenly she pirouettes, turning to face away from you as a droning noise fills the air. A swarm of giant hornets flies in towards her and she casts a powder over the torch, causing it to billow with dark smoke.

Driven back by the puffing torch, the swarm of hornets hovers, forming the flowing shape of a whirlpool. Somewhere amongst the droning noise you can hear cruel laughter, then the sound of a man chanting the eldritch words of magic.

As if hypnotised by the voice, Aiko’s movements become abruptly stiff and involuntary. She reaches into her pack and produces something which she stuffs into her mouth. She falls and starts to convulse, her torch landing nearby, all the while the cruel laughter grows louder in the terrible buzzing of the hornets.


Turn to
 258
.

231

You ensure Daon is sheltered against a rock and as comfortable as he can be, before you bid farewell to his unconscious form.

You head out into the snowy darkness, hoping against hope that you may yet stumble across aid. Doubts about your decision weigh down your every step, but you do not look back. Turn to
 113
.

232

You pull yourself out the water and scramble hand over hand up the oar, taking care to keep a good grip on the wet wood. Once at the top of the oar, you crouch on it and leap to a raised one above, pulling yourself up it until level with the deck. You have one last leap to make, up over the deck rail, and you balance as best you can on the tip of the oar, feeling the ship pitch and roll with every wave.

If you have the Acrobatics skill, you rely on your years of training to overcome this final jump. Turn to
 264
. Otherwise, you must make a Fate Roll to see how well you have timed your jump. If Fate smiles on you, turn to
 264
. If Fate turns her back on you, turn to
 331
.

233

You swim with all haste to the panel in the wall whilst the other contestants cry out in panic and fear. You make it to the panel which is made of varnished cherry wood, whilst the long creature slithers in the blood-stained water and bites another victim.

The panel is held by a clasp mechanism that does not release regardless of how hard you tug on it. The giant conger eel dispatches another contestant, and with a splash of its tail it heads in your direction. If you have the skill of Picking Locks, Detecting and Disarming Traps, you spy the catch in the mechanism. Turn to
 329
. Alternatively, you can use a point of Inner Force (if you have any left) to heave the panel open. Turn to
 329
. If you do not have the skill or Inner Force left, turn to
 146
.

234

Much to your frustration Mutari simply will not fall quickly enough. Several ronin burst into the room with their katana drawn. If you have the Feigning Death skill, you may turn to
 216
. Otherwise, turn to
 392
.

235

You manage to free your right arm and strike out in an improvised Tiger’s Paw chop. The fragile neck of the spellcaster cracks and she falls lifelessly to the floor. Suddenly freed from her spell, you spring up and turn to fight the two priests who draw ceremonial daggers. Will you use:

A Cobra Strike? Turn to
 176
.

A Leaping Tiger kick? Turn to
 189
.

A Teeth of the Tiger throw? Turn to
 203
.

236

To your left Gorobei grabs an onrushing ronin and pins his arms in a bear hug, drawing upon his inner chi to squeeze the life from him despite his armour. Daon and Aiko are busy in combat against two others.

The ronin nearby turns at your approach with his katana drawn. Will you:

Use a Winged Horse kick? Turn to
 14
.

Use a Cobra Strike punch? Turn to
 55
.

Use a Whirlpool throw? Turn to
 91
.

237

You accede to the request, and Silver smiles.

‘Do not worry; this will not hurt at all.’ She murmurs arcane words, and the air crackles around her with energy. ‘In fact I intend it to be pleasurable to us both. Now, you must freely open your life force to me for an instant.’

You relax your mental defences and a disturbing sensation washes over you. Lose 1 Inner Force point. Then you feel a tremendous sense of ecstasy permeate you for a brief moment, before it fades.

Silver smiles further. ‘That feeling is just a parting gift from me – a consummation of our blessed union, for you have given me the strength I need to escape my prison. I will gain revenge on those who cast me out the temple of Zarahrayal.’

The green ball of light on her hand expands, as the translucent forms of the dead coalesce and screech to send a shiver down your spine. The green ball of light becomes so bright you turn away, and when it fades you see that the scene around you has changed. You are standing on a trail in the open countryside under the sun. Silver is nowhere to be seen, but her voice sounds in your head. ‘Walk on to Iga, ninja, and claim your prize.’


Turn to
 354
.

238

You hasten south, the southerly breeze fanning the flames towards you. You can already smell smoke in the air and you dare to look up the slope behind you, seeing searing lines of fire consuming all in their path. You increase your pace, careful not to snare yourself on the spike ferns or low hanging branches.

You detect movement in the trees ahead and spot an ambush of brutish humanoids a few breaths before it is sprung. These Bakemono rush out of the trees at you from all directions, swords and spears raised for your blood. They have corralled you into this trap and now you must fight them.

You lash out a kick at the nearest, breaking his neck, and then fell another with a savage punch to the side of his ugly head. A dozen or more continue on at you, and you have no option but to retreat back into the smoke to the north of you to limit their ability to trap you.

They follow you into the dark grey smoke and the growing heat, and you must fight your way past a small group to an opening. You have no time to waste, for you are slowly being overcome by smoke; your only blessing is that the Bakemono suffer the same. Will you:

Pitch one Bakemono into the others with a Whirlpool throw? Turn to
 104
.

Choke one with a Cobra Strike to the throat and use it as a shield? Turn to
 118
.

239

You trek back up the slope to where the woman was first attacked by the Komainu, wary of the second Komainu statue you saw earlier.

Did you shout a warning to the woman who was attacked by the Komainu? If so, turn to
 294
. If not, turn to
 15
.

240

You affix your cat’s claws to your hands and feet, and scale the wooden hull as easily as climbing a tree.

Once you reach the top you peek over the edge of the ship to survey the deck, which is lit by two softly-glowing lanterns. There are a dozen or so sailors attending to various tasks, overseen by a couple of patrolling samurai in grey lacquer armour. You particularly note that the planks of the deck are varnished and will be very difficult to burn.

You tense your muscles in preparation for action. First, you need to find a way below deck to ensure the oars cannot be manned. The hatch leading below deck is toward the fore of the ship. Will you:

Use ventriloquism to pretend to be a sailor fallen overboard to distract the crew before sneaking past? Turn to 95
.

Garrotte a sailor out of sight of the rest, and wear his clothes to pass as one of the crew? Turn to
 286
.

Use your flask of lantern oil to start a fire to distract the crew whilst you slip past and below deck? Turn to
 297
.

If you have the Escapology skill, squeeze your way through an open porthole to gain access below deck? Turn to
 307
.

241

You leap upward to wrap your legs around the Bofu’s neck, twisting your whole body like a corkscrew ready to send him spinning away.

BOFU THE APOSTATE

Defence against Teeth of the Tiger throw: 6

Endurance: 16

Damage: 1 Die + 1 (axe)

1 Die (nunchaku)

1 Die + 2 (katana)

If successful you send Bofu tumbling into the grove with a crash of splintering bamboo. Turn to
 279
.

If you are not successful, Bofu counter attacks with one of his weapons. Take note every time Bofu fails to hit you (or you block), for he will drop weapons as he searches for your weakness. He switches from axe to nunchaku to katana, and then remains with the katana for the rest of the fight. Your Defence is 6 against the axe, 5 against the nunchaku, and 7 against the katana.

If you are still alive, do you want to perform an Iron Fist punch (turn to
 149
) or a Forked Lightning kick (turn to
 227
)?

242

You and Rin rush across the muddy ground to help the beleaguered samurai in silver lacquer armour who fight in a circle around the horse and cart. You arrive behind the jostling line of Bakemono and fell those in your way, Rin’s katana dancing nearby.

The Bakemono waver and break at this unexpected attack, fleeing in disorder. There are half-a-dozen samurai left standing, their faces grim and blood-stained. In the back of the cart is a body of a dead comrade.

‘Thank you for your help,’ one says, ‘I have never seen these Bakemono so emboldened.’

You ask if he is ready to fall back before the next attack.

‘These savages killed our comrades,’ he replies.

‘I would join you in avenging them,’ Rin says, ‘but I must return home with news of my own men lost to these tribes.’

You turn to survey the fleeing Bakemono but see they are regrouping as another war band of dozens of Bakemono run in from the bamboo grove nearby.

The samurai limps over to the cart and removes an old leather-bound tome. ‘You are burdened,’ the samurai says to Rin, then offers the book to you. ‘So of you we ask that you take the sacred war strategies of Xi to Iga; they cannot be lost again. Take the tome from danger and survive with knowledge of our last stand here.’

If you accept the tome and leave for Iga with Rin, turn to
 218
. If you remain to fight off the Bakemono, turn to
 357
.

243

You keep a careful watch on the three patrolling ronin, waiting for the right moment when their attention is diverted elsewhere. As soon as the timing is right, you drop silently down from the roof to land in the shadows of the rock garden.

You stretch out a foot to take your first step to the inner building beyond and instantly realise your mistake. You are standing on gravel, which will make a noise as you walk over it. It is likely that this was placed here for this very reason.

Sweating, you decide your best option is to leap from stone to stone across the rock garden, not touching the gravel, but the rocks are of varying shapes and are irregularly placed. Do you have the Acrobatics skill? If so turn to
 378
. If not, turn to
 411
.

244

You hear numerous footfalls trample through the soft ground until a shout of alarm indicates you have been discovered. You leap to your feet to face the rear guard of a war band of thirty or more Bakemono who whirl to face you and hurl their spears. You try to dodge and duck the projectiles as you fall back west with all haste. If you do not have the skill of Arrow Cutting, you must lose 1 Die + 2 Endurance as you are struck.

If you still live, you turn and sprint between the countless bamboo stems, slipping through them far easier than your cumbersome pursuers. After a long time spent running hard, you emerge from the grove into the open countryside and see no immediate signs of pursuit. You slow your pace to catch your breath a little, travelling onward. Turn to
 354
.

245

You ingest the spiderfish and fall to the ground. The venom quickly does its work, burning through your bloodstream and leaving you in agony. You hear a mocking laughter come from the hornet swarm above you, but it begins to fade as you begin to lose consciousness. Your last sight is Aiko beside you, her face frozen in a death mask of fear, rage and pain that mirrors your own.

{ DEATH }
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246

You ask the old man what a Jorogumo is.

His voice lowers to almost a whisper. ‘Why, it is a creature of old myth, such as you never want to meet in your worst nightmare! They capture a young virgin, those priestesses of Nullaq do, and through the darkest of magic they befoul her so that she becomes a terrible creature bound to their goddess’s bidding. This one gained entry as a common maidservant before transforming. We have sent several samurai against it and all but one were killed, and so we have sealed off the roof and it has stayed there ever since, as if waiting for someone.’

You ask him how the survivor managed to live where others did not.

‘By his account he simply stumbled and tripped. Oh, it is all too gruesome to dwell on!’

You thank him and assure him you will go nowhere near the Jorogumo, before heading up the spiral staircase to the higher levels, each one becoming more deserted as you progress until the fourth tier is empty of anyone.

You change into your ninja costume, including slipping on your light-sole shoes. The hatchway in the stair to the fifth tier has been sealed shut with a metal bar. You ease it aside and make your way through to the ornamental garden, ready for a fight. Turn to
 333
.

247

You track Rin’s trail through the forest, keeping a slow and steady pace so as not to draw too near and alert him to your presence. You move lightly and silently through the woodland among dancing shadows cast by the swaying tree branches overhead. At one point your clothing gets caught on a spike fern, but it causes you no harm.

By mid-afternoon you emerge from the forest and pause only to let Rin draw further from sight. It is nightfall by the time you arrive at an overgrown and broken stone road, leading on to a ruined old city with crumbled walls and twisted wrecks of half-burnt buildings. It is a deformed parody of a once-glorious place. You surmise that this is Mishina, the former capital of the island before it was destroyed several hundred years ago in the great civil war.

Rin settles down to rest well away from the city itself, eating some rice he carries with him. You decide to rest well out of sight by a mossy log, and slip into a meditation. Unfortunately you are tired from your trials and fall asleep.

You sleep fitfully, dreaming that you are treading water on a dark ocean. A ship cuts through the waves towards you, and on the prow two familiar blood-red eyes suddenly blink open. Below them appears the dark pit of a mouth, darker than the ocean’s depths, waiting to swallow you. You kick hard through the water, but you cannot escape the massive bulk of the ship as its mouth sucks you into an icy blackness.

You awaken in a cold sweat. Despite your disturbing dream, you regain 4 points of lost Endurance.

Your hear a war cry, and as you climb a nearby tree you see Rin falling back from some misshapen creature, which makes a grotesque gnashing, gurgling noise as it draws nearer. Will you:

Run in to help Rin? Turn to
 219
.

Leave him to his fate and journey on alone? Turn to
 332
.

248

You open the door and walk into the gloomy hold area where dozens of sailors lie in their futons. The place reeks of spilt sake and sweat. At the rear of the large room is another door leading on deeper into the ship. Will you:

Creep on past the slumbering crew on to the next door? Turn to
 19
.

Retrace your steps and take the door with the rasping noise, assuming you have not been there already? Turn to
 132
.

Retrace your steps and take the door at the end of the corridor? Turn to
 348
.

249

Without breaking your stride you hide a shuriken in your palm and slice it through the string of the kite that tethers it to the tree branch. The kite soars away, carried by the breeze, before tangling itself on another tree deeper into the forest.

Unfortunately for you, evil eyes are watching from that forest for even the smallest such movement. This place is known as the Forest of Kami and is famed for its disappearances.

Several armed figures rush out at you from different sides. You put up a fight but are amazed to find their speed matches your own. From somewhere an enemy you had not even seen slips a garrotte over your head and you are helpless as a sword pierces your heart.

{ DEATH }
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250

You land on the mangled bodies of your fellow contestants, cushioning your fall. None still move. The water drains away into an underground river, which is where the giant conger eel squirms to before swimming away.

The trapdoor through which you came is set in the stone ceiling just higher than you could leap. The place has a dank, putrid smell, and from somewhere in the dark cavern you hear a deep, feral rumble. Something is moving its way towards you, something large, horned and monstrous, its worn fur exposing coarse pink flesh bulging with muscle. Its eyes are sightless, covered by putrid yellow pus that dribbles down its face and stains its mouth. It bears sharp teeth and claws to rend flesh from carcasses.
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You have time to throw a shuriken if you wish and have any left. If you do, turn to
 368
. Otherwise, will you:

Perform an Iron Fist punch? Turn to
 262
.

Perform a Leaping Tiger kick? Turn to
 271
.

Perform a Dragon’s Tail throw? Turn to
 280
.

251

You are led below deck to your own room on the Catechism
, where a hot bath is already prepared and you are left alone to reflect on your trials. A jar of balm has been set out for healing your wounds, and a hot meal of rice and eggs has been laid out on the table, along with a pitcher of water.

As you recuperate you may restore your Endurance to 20. You may restore your Punch and Kick Modifiers to 0 if you have suffered any penalties to them – your Fate Modifier, too, for you have been forgiven for the transgressions of this trial. You may also collect two more shuriken, as you gather new equipment from the spares held on board – although you are touched by sadness as it is a reminder that Aiko should have made it back.

Once bathed, you lie on the ship’s bunk and catch a full night’s sleep. You rise early as is your habit, greeting the first light of the morning in meditation. You feel Kwon’s presence with you, now that you have proven yourself against many great challenges. You may increase your Inner Force points to 5 which is your new maximum from now on.

If you are carrying an Orb of Eo, you leave it to one of the sailors to take to the temple of Eo in Iga. It belongs with the faithful of the god of Peace and Weal, and would only weigh you down while swimming on your next mission. Likewise you discard any Hainu Skin – remove these items from your Character Sheet.

It is mid-morning before you step back out onto the deck of the Catechism
, seeking out the Grandmaster. You find him standing at the prow of the ship, gazing out of the harbour to the horizon.

‘Tonight the moon will be hidden behind the clouds,’ he says. ‘It will be a good night to make your attempt on the Cutter
.’

You say that you are ready.

‘Of that, I have no doubt. We have purchased a small fishing vessel for you, and you can use it to get close to the ship under the cover of darkness. We will load a flask of lantern oil which you should use to disable the Cutter
. Once we see it aflame, we will sail the Catechism
 out past it, though close enough for you to leap out and swim to us. The plan is dangerous, but it is our only chance. If we dwell bottled up here too long, the mage who attacked you will no doubt try to strike at us whilst we are vulnerable.’


Turn to
 44
.

252

Your attack on the samurai fails, and he shouts for all he is worth as he slashes at you with his katana. Your Defence against his attack is 9. You may elect to block as normal. If he strikes you he will do 1 Die + 2 damage.

If you survive, the stairway quickly fills with numerous samurai in green lacquered armour, trapping you. As this is a contest and not a covert mission, you decide to throw yourself on the clemency of Daimyo Arai. Turn to
 170
.

253

You keep your head low to blend in with the roof against the night skyline, and slither along it, freezing whenever you detect a guard moving nearby. Do you have the skill of Picking Locks, Detecting and Disarming Traps? If so turn to
 309
. If not, turn to
 319
.

254

You tell Silver that you have no intention of accepting her offer, and you will take your chances.

‘So be it, ninja,’ she says with a slight smile playing on her lips, ‘there will always be another traveller along some time.’

She stands aside, leaning with her back against a tree, the iridescent ball of green light dancing on her fingertips.

‘You know,’ she says, ‘it is a shame that I must watch the spirits kill you. As a former priestess of Zarahrayal, Lascivious Wanton of the Pantheon, I could have shown you pleasures beyond imagining.’

Translucent forms materialise in the mist – men, women and children all reaching out towards you. Will you:

Change your mind and accept her offer after all? Turn to
 237
.

Steadfastly refuse and hurry on? Turn to
 281
.

Bury a shuriken (if you have any left) in Silver’s forehead and see what happens? Turn to
 301
.

255

You run north, into the gathering smoke and heat, seeking to slip through the separate fires before they join together in an almighty wildfire. Your eyes smart in the heat haze, as you cover your face with your hands and make a dash through the gathering blaze. Roll two dice. If this is equal to or greater than your Endurance, turn to
 277
. If the number rolled is less than your Endurance, then you run through the flames, taking 4 Endurance points of damage from burns and smoke inhalation. If you still live, turn to
 358
.

256

You sneak up and gently shake awake a slave, gesturing for him to keep quiet as he cowers from your touch.

You tell the slave in hushed tones that you are here to free him and you ask where the key is kept. Slaves such as he never leave the hold, but he believes the key is held by the ship’s first mate, whose cabin is somewhere near the center of the ship. The slave agrees to remain quiet while you do your work, knowing he may only have his freedom if he escapes along with his fellows.

You pull yourself back up through the hatch and take the door already ajar into the corridor through the midship. Then you step to a wooden door from which a metallic rasping noise is emanating. Turn to
 132
.

257

The Jorogumo fires out a spinning circle of webbing at you, and you find yourself caught at the edge of it, held fast against a wooden fence on the roof garden. She scuttles forward to finish you off. Do you have any Inner Force left? If so, turn to
 405
. If not, turn to
 3
.

258

You race in to help Aiko only to discover she has swallowed part of a highly-venomous spiderfish. Aiko looks at you and shudders.

‘A mage has set an ambush for us,’ she manages, her breath acrid. ‘Save who you can.’

She trembles violently and then lies still, her dead eyes staring heavenward as if in accusation.

The hornets drone on, making the whirlpool they have formed swirl in the air, and in its centre you see a horribly bloodshot disembodied eye watching you.

‘My magic has been scrying for you, worshipper of Kwon,’ comes an austere voice from somewhere in the swarm, ‘and when the time comes for us to enact our plan on the mainland, the best of your order will have already fallen here. Now you will feast on death.’

You hear the sound of magical chanting again, and involuntarily you pick up the spiderfish and start to place a piece of it into your mouth, trying to gather all your will to resist the magical influence.

Are you wearing an Obsidian Bracelet or carrying an Orb of Eo? If so, turn to
 48
. If not, do you have any Inner Force left? If so, you must call upon your god and your strength to fight the magic. Expend one point and turn to
 12
. If you have neither, you are compelled to put some spiderfish in your mouth and swallow. Do you have Immunity to Poisons? If so, turn to
 147
. If not, turn to
 245
.

259

You do not have far to throw the shuriken, but you must time your action perfectly to catch the onrushing Ittan-momen against a tree.

Make an Attack Roll. The being’s Defence is 7. If you succeed, you pin the Ittan-momen to a nearby branch with your shuriken and use your flints to set fire to it. Turn to
 197
.

If you fail, turn to
 24
.

260

It is twilight when you first sight the city of Mishina, with its crumbled walls and twisted wrecks of half-burnt buildings – a deformed parody of the majestic capital it once was.

‘It was once the greatest jewel in this island before the most damnable war befouled it,’ Rin says. ‘We should not enter, for it is said to be claimed only by the dead now, but as long as we are nearby no Bakemono will disturb us.’

You both make camp a comfortable distance from the city, eating a meal of seven-spiced rice that Rin shares with you from his provisions. He insists that he takes first watch, saying you look exhausted from your struggles, and you settle down for a brief sleep.

You sleep fitfully, dreaming that you are treading water on a dark ocean. A ship cuts through the waves towards you, and on the prow two familiar blood-red eyes suddenly blink open. Below them appears the dark pit of a mouth, darker than the ocean’s depths, waiting to swallow you. You kick hard through the water, but you cannot escape the massive bulk of the ship as its mouth sucks you into an icy blackness.

You awaken in a cold sweat. Despite your disturbing dream, you regain 4 points of lost Endurance. Rin hurries over to you, his voice little more than a whisper.

‘Movement,’ he says pointing, ‘over there by the city wall. We must go, quickly!’

You stand and see the dark outline of dozens of misshapen forms, clambering over the remains of the city wall. They make a grotesque gnashing, gurgling noise as they draw nearer. You and Rin hurry into the forest, but a creature bursts out of the undergrowth to grab your comrade. Turn to
 219
.

261

It is morning, and you hurry to leave Takahiri through the main gate.

If you have two flags, you have what you need to complete the trial and you press on towards the mountains to reach Iga in time – turn to
 222
. If you do not, you may yet be able to hasten along the road north for Nasaka, if you have not yet been there. You only have the time if you made no attempt on the flag in Nara – if this is true, turn to
 316
. If you have less than two flags, but have made an attempt at Nara, you are running out of time – turn to
 38
.

262

You drive an Iron Fist punch into the monster’s massive frame, whilst dodging its slashing claws.

PIT FEEDER

Defence against Iron Fist: 4

Endurance: 22

Damage: 2 Dice *

* Damage is 1 Die if you have Immunity to Poisons

If you have killed the Pit Feeder, turn to
 419
.

If not, it lumbers forward to grab you with its claws in order to deliver its poisonous bite, a deafening roar spewing from its mouth. Your Defence is 8.

If you still live, you can use a Leaping Tiger kick (turn to
 271
), a Dragon’s Tail throw (turn to
 280
) or punch again (return to the top of this paragraph
).

263

Your heart pounding, you drop behind one of the ronin, readying your garrotte. You shadow his footsteps for one, two, then three steps before abruptly slipping the garrotte over his head and twisting until he is still.

You ease the dead weight down, careful so as not to let his armour make any noise. Will you:

Pick up his lantern and continue to patrol in his place, looking for the most suitable moment to slip on? Turn to
 56
.

Throw a shuriken at another ronin and try to attack the last one when he goes to investigate? Turn to
 84
.

264

You leap spryly to the deck rail, and peer out over the ship to survey the deck, which is lit by two softly-glowing lanterns. There are a dozen or so sailors attending to various tasks, overseen by a couple of patrolling samurai in grey lacquer armour. You particularly note that the wood of the ship is varnished and will be difficult to burn.

You tense your muscles in preparation for action. You need to find a way below deck to ensure the oars cannot be manned. The hatch leading below deck is toward the fore of the ship. Will you:

Use ventriloquism to pretend to be a sailor fallen overboard to distract the crew before sneaking past? Turn to
 95
.

Garrotte a sailor out of sight of the rest, and wear his clothes to pass as one of the crew? Turn to
 286
.

Use your flask of lantern oil to start a fire to distract the crew whilst you slip past and below deck? Turn to
 297
.

If you have the Escapology skill, squeeze your way through an open porthole to gain access below deck? Turn to
 307
.

265

You walk towards the shrine, your step hesitant as you pass the second Komainu statue that sits motionless in the snow. The shrine itself is little more than a crude circle of standing stones, an indication of some special place of worship for the followers of Ilexkuneion, the Oakfather, who brave the wild places such as this. There is an oval stone within the circle, with two crossed grooves that look like they were meant to accommodate a sword. If you are carrying the sword from the battle, you may put it on the oval stone (turn to
 283
), or keep the sword and journey on west (turn to
 181
). If you do not have the sword, you can simply continue west (turn to
 160
).

266

You glide silently like a shade across the grass and then pull yourself up onto the tiled roof of the main entrance building which offers an excellent view of the courtyard and the structures therein. Starting from the inner side of the building where you crouch, a roofed walkway extends through the courtyard to the inner building where great moths the size of a sake cup flutter, drawn by the soft glow of lanterns.

You spot three ronin patrolling different parts of the courtyard, each holding a lantern. They appear diligent in their search pattern, even stopping every once in a while to note each other’s position, although you judge that there is a small window of opportunity to slip past them across a shadowy gravel rock garden off to your left.

The noise of chirping cicadas fills the air around you as you ponder your next move. Will you:

Descend and steal across the rock garden area to the inner residence? Turn to
 243
.

Proceed along the roof of the covered walkway to swing down at the far end? Turn to
 253
.

Drop down behind a ronin and garrotte him, hoping to either slip past or kill the other guards should the opportunity present itself? Turn to
 263
.

267

You back out of the smoke, coughing and blinking your eyes. The swarm hovering on the other side of the smoke has not spotted you yet. The slaves start to clamber out the hatch onto the deck, fighting desperately with the crew of the Cutter
. Some of the sailors and samurai spot you and you must keep them at bay as you move for the ship’s wheel. You release a flurry of thrown shuriken to repel any who draw too near.

You risk a total of five attacks as you cross the deck. Every shuriken you throw repels one attack – cross these shuriken off of your Character Sheet. If you do not have enough shuriken, or otherwise use less than five total, the remaining enemies each make an attack on you against a Defence of 6, and if successful will deal one die of damage to your Endurance. You have no time to block in the mob.

If you survive, you see that the swarm has started to move towards you, the sound of chanting emanating from it, a giant glowing bloodshot eye forming at its centre. Three grey lacquer samurai rush in on you too, katana raised ready to claim you as a kill.

You throw aside the sailor at the ship’s wheel and spin it wildly, causing the ship to lurch starboard, sprawling the samurai to the ground and sending smoke into the swarm. The hornets that you still see hover and then die, but the giant red eye emerges, floating and disembodied, and is wreathed in a green glow as its dread spell finishes. Turn to
 355
.

268

You race west through the woodland, trying to get beyond the far flank of the wildfire that is spreading as it rushes south. Your eyes smart in the heat haze. You cover your face with your hands and make a dash beyond the fire immediately ahead of you. Roll three dice. If this is greater than your Endurance, turn to
 277
. If the number rolled is equal to or less than your Endurance, then you run through the flames, taking 3 Endurance points of damage from burns and smoke inhalation. If you still live, turn to
 358
.

269

The Grandmaster of the Dawn sighs. ‘Your own heart betrays you,’ he says, ‘for I have mastered the art of Shin-Ren, heart training, through which I can see that you lie. You are not ready to become a Grandmaster, and must bide your time for the next time of trial.’

You lower your head in disgrace, cursing your foolishness. Naijishi would have been deeply ashamed of you. Gorobei claps you on the back and says ‘next time,’ for he knows now that he will be made the Grandmaster of the Five Winds.

Once back on the Island of Tranquil Dreams you find it hard to accept your loss, and you spend much of your time wandering the hills. You are absent when a messenger arrives at the island seeking someone to undertake a great mission to save Orb from evil. The task falls to someone of lesser ability.

The forces of darkness will sweep across Orb, and you will die by their hand on the Island of Tranquil Dreams, regretting your moment of dishonesty to the last.

{ DEATH }
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270

You encounter no problems as you head along the road to Nasaka. It is night and you blend in as one of many pilgrims travelling inside the gates.

You head for the inner stone wall of the traditional old town, passing empty white marble plinths where golden statues of the previous emperors once stood. You see numerous red armoured samurai here, some carrying lanterns, and you note that there are no sake dens or merchants in this part of the capital.
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You pass the bowl-like Divine Scriptorium to find yourself outside the Winter Palace, a sprawling complex with its own stone wall that houses the samurai of the city. Beyond the closed iron gates is the gold statue of the first Emperor wearing a kimono of silver.

‘So, trialist of Kwon, you have arrived,’ comes a voice from behind you.

You turn to see that the speaker is a white-haired monk in a wicker hat, who is blind and carries a bamboo walking stick. He bows to you nonetheless.

You ask him how he knows of you.

‘I am the Master of the Unseen, and I was told by the Grandmaster of the Dawn of your forthcoming trial here. I have a test of enlightenment for any who wish to take my Daimyo’s flag.’

He walks forward to the iron gates of the Winter Palace which the samurai open for him on approach. He beckons to you, before tapping his cane on the ground on his way onward.

You will get no better opportunity to enter the well-guarded Winter Palace, and so hasten after him across the ornamental gardens to a stone bench opposite a carp pond. He sits and bids you to do likewise.

‘Your test to earn the flag is one of enlightenment,’ the monk says. ‘My first question is this: if your brother monks of Kwon were to fight for a cause that was unjust, who would hold your allegiance? Would you fight with them in an unjust cause, or would you stand apart even knowing that it could well lead to all their deaths?’

Think of a way to answer this question. Write down your answer and then turn to
 161
.

271

You throw yourself forward in a burst of explosive power, leg extended to snap into the monster’s great bulk.

PIT FEEDER

Defence against Leaping Tiger: 5

Endurance: 22

Damage: 2 Dice *

* Damage is 1 Die if you have Immunity to Poisons

If you have killed the Pit Feeder, turn to
 419
.

If not, it lumbers forward to grasp you, so it can deliver a poisonous bite from its fanged mouth. Your Defence is 8.

If you still live, you can use an Iron Fist punch (turn to
 262
), a Dragon’s Tail throw (turn to
 280
) or kick again (return to the top of this paragraph
).

272

You grab a loose rope and swing down the rigging, seeing that the few hornets emerging from the smoke are weak and dying. As they drop to the deck, disembodied chanting comes from somewhere beyond.

You land at a run towards the ship’s wheel, distancing yourself from the archers. Behind you comes a roar. The slaves clamber out the hatch onto the deck, fighting desperately with the crew of the Cutter
. You see three samurai in grey lacquer armour rushing at you across the melee. You grab the ship’s wheel and spin it wildly, causing the ship to lurch starboard, sprawling the samurai to the ground.

A giant red eye emerges from the smoke, floating and wreathed in a green glow. The chanting ends as its dread spell finishes. Turn to
 355
.

273

The Jikininki falls dead, its putrid green flesh a cold blubbery mass. Suddenly its pustules burst, spraying out pus and ichor. Lose 3 Endurance unless you have the Immunity to Poisons skill.

If you are still alive, you see that Rin has beheaded his opponent with his katana, and slashed the arm off another that has appeared.

You call on him to fall back as you see countless other shapes moving through the dark forest, and you both hasten away from the area, running until daybreak before you take some rest upon a hilltop to ensure you have lost your pursuers.

Did you travel with Rin on the approach to Mishina? If so, turn to
 292
. If you did not, turn to
 314
.

274

You take the tome from the samurai, and bid them farewell. Add the Tome of Xi to your Character Sheet.

You hurry to unharness one of the horses from the cart, and you leap onto its back, riding west. Turning back you see the samurai fighting on against the numerous Bakemono, and you cannot help but admire their bravery.

You ride on until your horse begins to tire. You dismount and set it loose whilst jogging on, hoping that any Bakemono trailing you will go in the wrong direction. Turn to
 354
.

275

You launch yourself feet first at his legs. If this is the first time you have tried to throw him, his Defence against this surprising attack is only 5, not 6. This is noted by the slash under Defence.

REVERENCER OF VILE

Defence against Dragon’s Tail throw: 5/6

Endurance: 12

Damage: 1 Die

If you succeed, you slide in and twist savagely, sending him crashing to the ground. You may punch (turn to
 284
) or kick your fallen attacker (turn to
 306
) adding 2 to your Kick or Punch Modifier and damage for this attack only.

If you failed to throw him, he jumps aside from you and then launches a Cobra Strike down at your midriff so quickly that you may not block. Your Defence against this jab is 6.

If you survive you may either try a Tiger’s Paw chop (turn to
 284
) or a Leaping Tiger kick (turn to
 306
).

276

You appear for all intents and purposes as dead, your heartbeat slowing to almost nothing. There is uproar, but soon you are lifted by the priests of Avatar, under the supervision of the Daimyo’s samurai, and carried to the silt of the former harbour near the Sunken Shrine.

The priests undertake brief funeral rites. Sand is thrown down over you, and you resolve to hold your breath for as long as possible whilst being buried alive. Soon you are completely covered. Your lungs are on fire, aching to draw a breath, and you use your breathing tube to poke through the silt and gasp some precious gulps of air, hoping the priests and samurai have gone or do not notice.

You lie like that for a while, waiting until you judge that night has fallen. Then you dig your way out, clawing to the surface, the Sunken Shrine a dark shape poking out of the silt like a half-buried leviathan. Will you:

Attempt to scale the Daimyo’s residence now that you have the cloak of darkness? Turn to
 313
. (Given the numerous handholds in the wall you may make the attempt whether or not you have the Climbing skill.)

Cut your losses and head on to Takahiri, the disreputable City of Bridges? Turn to
 400
.

277

It is no use, all of your years of training count for little when confronted with the raw ferocity of a forest wildfire. You are overcome by the fumes and collapse to the ground, retching in the smoke. You shield your face with your hands, your eyes streaming, and you struggle for even the slightest breath. Mercifully, you are unconscious when the fire reaches you.

{ DEATH }
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278

‘You are honest with me and with yourself,’ the Grandmaster of the Dawn says as you tell him the truth that Daon gave you a flag. ‘You carried a brother of Kwon from danger over the mountains, and so I will not hold against you this divergence. You will proceed with Gorobei to the final challenge back on the Island of Tranquil Dreams, where one of you may be made the new Grandmaster of the Five Winds.’

Cross all three flags off your Character Sheet. You bow your head, overcome with emotion. If only Naijishi had lived to see this day, he surely would have been proud.

Gorobei nods, his mouth set in a grim line. No doubt he is remembering the last time he stood here, having reached this stage once before only to fail at the final contest.

‘I will summon a messenger,’ the Grandmaster of the Dawn continues. ‘These flags will be returned to their respective Daimyo, with word that they should return to us any artefacts of Kwon seized when our order was driven from this island. By showing we can take these flags from their best protected strongholds, we hope to convince the other Daimyo of the wisdom of treating us as honoured friends and not as enemies.’

The Grandmaster bids Gorobei rest after his trial, and your friend proceeds below deck, but the Grandmaster asks you to stay a little longer.

‘You have suffered many hardships on this trial,’ he says, ‘especially for one so young, and yet I must ask even more. I have a mission for you.’ Turn to
 296
.

279

Bofu the apostate is badly wounded but somehow still clings to life, and two of his men are quickly at his side to carry him away through the bamboo grove. You are no less ready for battle when a bandit moves on you from behind with a net and club, and you drive the heel of your foot into his head. He falls lifelessly to the ground, and the rest of his men panic and rush back in all directions into the undergrowth.

If you used a shuriken, it is long gone to these thieves. If you set out your ninja equipment before this fight, it likewise has been taken by one of the bandits whilst you were fighting Bofu. You may not select any option involving your ninja equipment, including shuriken, until you can replenish it. If you merely set out money, you are not affected by the loss.

The only man left is the bound pilgrim of Eo, whom you untie. The man profusely thanks you and says his name is Mizo. He digs into the earth nearby to produce a small bronze sphere and gifts it to you (note the Orb of Eo on your Character Sheet), saying it is the only thing he managed to save from the bandits.

You collect some beans and other food from the forest and share it with him as you walk, hoping to escort him well clear of the area controlled by the bandits. In return he blesses you – you may restore 2 lost Endurance points. The dirt trail continues west for several miles until it reaches a paved road running north and south. Here you bid farewell to Mizo, confident he can find his own way to seek refuge in a temple of Eo. You must decide if you were heading north to Nasaka or south to Takahiri. Will you:

Head south to Takahiri, the disreputable City of Bridges? Turn to
 195
.

Head north to the capital city of Nasaka? Turn to
 270
.

280

You drop to the ground and wrap your legs around one of the enormous legs of your monstrous opponent. Throwing a creature of this bulk will not be easy.

Pit Feeder

Defence against Dragon’s Tail: 8

Endurance: 22

Damage: 2 Dice *

* Damage is 1 Die if you have Immunity to Poisons

If you have successfully thrown the Pit Feeder, you can use an Iron Fist punch (turn to
 262
) or a Leaping Tiger kick (turn to
 271
), adding 2 to your Modifier and damage for the next attack only.

If your throw is not successful, the Pit Feeder will try to pin you with its claws before striking at you with its poisonous bite. Your Defence is 7.

If you survive you can use an Iron Fist punch (turn to
 262
) or a Leaping Tiger kick (turn to
 271
).

281

You refuse to stay in this cemetery a moment longer than you have to, and hasten on past the graves. The howling dead start to coalesce around you in the mist and you run as fast as you can past them. They grab out, slowing you down and eventually trapping you in their chilling grasp. You must lose one die worth of Endurance at the fell touch of the grave.

If you still live, a green ball of light whizzes past, breaking the hold of the dead for a moment and allowing you to sprint on. As you turn to look behind you, you see Silver watching you with a thoughtful expression.

Her voice follows you deeper into the forest. ‘This cemetery of the lost will be waiting for you when it is your time, ninja, but that time is not today, for you have a destiny . . .’

You rush on through the forest, and the mist gradually clears. Soon after, you emerge into open countryside. Turn to
 354
.

282

You tell Rin you are but a simple pilgrim making your way to Iga.

He remains silent a long moment. ‘A lone pilgrim on his way to the Great Temple of Eo I could believe, but one who journeys the wild Bakemono lands to Iga alone? No, I do not trust your story, and must make my farewell to you. At least alone I will not fall to deception.’


Turn to
 64
.

283

You place the sword reverently on the oval stone, and feel a wave of warmth wash over you. You may restore up to 10 lost Endurance. It seems that Ilexkuneion, the Oakfather, has appreciated your efforts in returning the stolen sword back to the stone circle shrine. If you know who Sarissa is, turn to
 395
. If not, you continue on west with all haste, trying to make Iga in time. Turn to
 160
.

284

You feign a punch with your left hand but deliver it with your right, aiming to strike at the head of your enemy.

REVERENCER OF VILE

Defence against Tiger’s Paw chop: 6

Endurance: 12

Damage: 1 Die

If you have killed him, turn to
 100
.

If he is still alive, he kicks at your midriff so quickly that you may not block. Your Defence against this kick is 7.

If you survive you may either try a throw (turn to
 275
), try a Leaping Tiger kick (turn to
 306
) or another punch (return to the top of this paragraph
).

285

You catch what little sleep you can in a public park in Nasaka until daybreak. You breakfast lightly on rice wrapped in lotus leaves, eating only enough to sustain you.

If you have two flags, you have what you need to complete the trial. You take your leave of the city and press on towards the mountains to reach Iga in time – turn to
 222
. If you do not have two flags, you may yet be able to hasten along the road south for the disreputable City of Bridges, Takahiri (if you have not already been there). You only have the time if you made no attempt on the flag in Suma – if this is true, turn to
 305
. If you have less than two flags, but have made an attempt at Suma, you are running out of time – turn to
 38
.

286

You slip over the rail and onto the deck, creeping behind a sailor who is emptying slop buckets overboard. You wait until he has finished his unpleasant task before slipping your garrotte around his neck and squeezing it. His breathing halts without a sound.

You strip the clothes from his body before hiding it between two barrels of sand. Once changed into his attire, you stride along the deck carrying the two empty buckets, and in the dim light no one gives you a second glance after stepping out of your way at the foul smell.

You enter the hatch and descend the ladder below deck. Turn to
 318
.

287

You and Rin travel west across the muddy grass of the open countryside, your gaze ever searching for any sign of approaching Bakemono. As you ascend the crest of a hill you get a panoramic view of the surrounding land. To the north you see dozens of Bakemono converging on a horse and cart guarded by ten or so samurai in silver lacquer armour who stand ready to try to fight them off.

‘Those samurai are from Iga,’ Rin says, ‘likely a merchant-sponsored expedition to the wastelands for some artefact or another. We have to help them!’

Will you:

Join Rin in helping the silver armoured samurai? Turn to
 242
.

Leave Rin and hasten west under the cover of some bamboo groves? Turn to
 351
.

Leave Rin and head west through a nearby forest? Turn to
 385
.

288

You are led into a large hall where a young man on a raised platform is practising sword moves with a veteran samurai, much to the amusement of the gathered crowd. He pauses to take a dramatic swig of sake offered by a maid servant, then turns to observe you. Although dressed in the style of a warrior, with swords and armour, he has golden bracers and a gold-lined war fan bearing his mons that indicates that he is a Daimyo.
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The hall itself has numerous guests and samurai present, all standing clear at the side of the room. Guarding the platform are four samurai in green-lacquer armour, hands on the hilts of their katana. A courtesan in the corner plucks the strings on her biwa, singing a tale about the Usurper who stole the throne of Irsmuncast. Her song comes to an abrupt end, although she continues to play her music which punctuates the conversation.

‘Ah,’ Daimyo Arai says, for surely it is he, ‘so Daimyo Jikkyu was right: the followers of Kwon were trying to steal from me. From me!’

From behind you in the hall two more samurai arrive with another prisoner – it is Daon, who also wears a control chain around his neck. His eyes show no recognition of you. The samurai use their wakizashi to cut the ropes that bind your hands, and likewise for Daon.

‘I have seen the skills of those of Vile who sought to sneak into my castle,’ Daimyo Arai says, ‘and now it is the turn of the followers of Kwon to educate us all in the art of battle. You will fight each other to the death.’

You rub your wrists to remove the numbness from them. You survey the hall, and feel a sudden rush of hope as Aiko steps onto the platform, disguised as the maid servant refilling Daimyo Arai’s sake. On her way back down she glances at you, and you use a hand signal known only to the ninja to see if she can help you. Make a note if you indicate ‘tools’ that she should fetch your confiscated ninja equipment, or indicate ‘prisoner’ that she should free Yaris, the monk of the Scarlet Mantis in the next room.

Daimyo Arai raises his war fan and at the signal the courtesan stops playing the biwa, leaving the room in a tense silence. Daon assumes a martial stance and warily circles you. The Obsidian Bracelet that you wear is somehow negating the effect of the control chain around your neck, but Daon wears no such bracelet.

He will be fighting to kill, but you must buy time until Aiko can help you. You decide only to use throws against your fellow devotee of Kwon. Will you use:

The Dragon’s Tail throw? Turn to
 116
.

The Teeth of the Tiger throw? Turn to
 133
.

The Whirlpool throw? Turn to
 138
.

289

Night falls and you decide to rest for a little while at the side of the road, with no company except for chirping cicadas. Your night vision is as honed as your hearing, and you can detect no dangers in this peaceful land.

You climb a pear tree and catch some sleep wedged between two branches. On awakening you pick pears and eat them for breakfast, finding them greatly refreshing after your travels, before dropping back to the ground and heading on west. You may restore 5 lost Endurance.

You continue on towards Takahiri. Turn to
 400
.

290

You find a deep snow drift and start to scoop out snow with your bare, numb hands until you have a hollow big enough to shelter in. Shivering, you curl up into a ball in the hole and wait for the storm to pass. After hours spent huddling in the cold damp, you have lost 3 Endurance points (possessing a Hainu Skin reduces this damage by 1).

If you still live, you find that after a couple of hours the storm has broken, and you continue with renewed hope, heading downhill. You find a trail again, and as you look back you see that the worst of the mountain range is behind you. Turn to
 122
.

291

You sidestep the charging monstrosity and deliver a Winged Horse kick at its neck. The hide of the Komainu is solid stone, and you only succeed in badly hurting your foot. You must suffer −2 to your Kick Modifier until instructed to restore it.

You hobble backwards as the Komainu sets itself to charge you once more. Will you:

Run away? Turn to
 311
.

Leap aside as it charges and try to collect the sword? Turn to
 326
.

292

‘I now see why no one on the island dares to go near Mishina!’ Rin says, catching his breath. ‘You fought well against those . . . those things.’

He offers to apply a field bandage to any of your wounds, and you share more rice from his pack. You can restore up to 2 lost Endurance.

‘I am not going back in that direction if I can help it,’ Rin says, ‘and Iga is still my goal. I can offer you the protection of my blade and my experience of the forests if you still want to continue together.’

Will you:

Travel on with him, believing it will be safer to have a trusted ally at your side? Turn to
 5
.

Bid him farewell and trust in your ninja skills to evade any Bakemono? Turn to
 299
.

293

You appear out of the bushes alongside the road, calling over Daon and Aiko to tell them of the danger that lies ahead. They appear just as surprised as you to learn that the monks of the Scarlet Mantis were somehow expecting them.

‘We could simply travel upstream and find another crossing,’ Aiko says. ‘We do not need to fight.’

‘No, we must confront them,’ Daon says, hitting his right fist into the palm of his left hand, ‘and drive them and their contemptible ideology from the island.’

You say that you prefer to face them to learn more about how they knew to expect you all. On this point everyone can agree, although Daon’s eyes narrow. ‘Only if that means searching their corpses,’ he adds.

You quickly hatch a plan between you. You and Aiko change into your ninja costumes and sneak under the cover of foliage to the riverside. You float underwater using your breathing tubes until directly beneath the bridge, where you grab handholds in the wooden arch but remain out of sight.

Meanwhile Daon has been slowly approaching the bridge on his own, much to the cruel chuckling of the five monks of the Scarlet Mantis who crack their knuckles and remark that a solitary follower of Kwon will be an easy kill.

You look across to Aiko alongside you. You both nod and co-ordinate your attack. In a single fluid motion, together you vault over the bridge’s barricade and launch kicks into the shaven heads of your nearest opponents, who have no time even to raise an arm in defence.

Two monks fall with a thud against the wooden floor of the bridge. With two incapacitated, you and Aiko now fight one monk each, and Daon rushes in to engage the last.

Like all of these monks, your opponent has a Scarlet Mantis tattooed on his forehead. His brow furrows in concentration as he prepares to match his martial arts against yours. Will you try:

An Iron Fist punch? Turn to
 2
.

A Leaping Tiger kick? Turn to 57
.

A Teeth of the Tiger throw? Turn to
 71
.

294

‘Stranger,’ a weak voice calls out, and you see it is the woman that was gashed by the paw of the Komainu. You approach her and kneel beside her, with a wary glance at the remaining Komainu statue further back in the snow. It remains still and lifeless.

‘Thank you,’ the woman says. ‘My name is Sarissa, and I was commissioned by the followers of Vagar to steal that sword Shukketsu
 from the shrine of Ilexkuneion. I succeeded, but little did I know that if anyone other than a worshipper of Ilexkuneion removed the sword, they would be cursed to bleed until it was returned to the shrine. The curse only took a hold of me as I was descending the mountain, and I had to turn back, my strength ebbing. I doubt I will survive for long now. Even when not holding the sword, it seems the curse still binds me.’

By her word, she consorts with followers of the Deceiver, and it is unclear whether you should involve yourself any further. You form a crude bandage for Sarissa and advise her that if you come across a priest you will send them to help her if they can. As you peer into the white murk you can just make out some sort of stone circle shrine in the background.

If you have already picked up the sword, or wish to collect it from the snow, you may either to return it to the shrine (turn to
 265
) or to continue west with the sword (turn to
 181
). Otherwise, you must simply journey on. Turn to
 160
.

295

You tentatively make your way through the snow, stepping lightly in case it should give way beneath your feet. You have not searched for long before you spot a lone Hainu snuffling around something. You break into a run, the snow shifting unstably beneath you. You hurl a handful of snow at the Hainu and it takes to the air with a whine, flying away.

You see a human hand poking out from the snow. You dig rapidly, uncovering a figure buried there. It is Daon – gravely wounded and barely conscious, but alive. You pull him out, shuddering at his gruesome injuries. You strap his mangled left arm to his body and start to apply bandages to his wounds as the snow beneath him stains red. You tell him not to worry, that you will get him to safety.

You consider your options. The way back to Nasaka is now blocked by the avalanche, and you could never carry him as far as Iga. Daon stirs but shivers so violently that you fear it may reopen his wounds. ‘You have to leave me here.’

You tell him you cannot.

‘I survived an avalanche,’ he says, ‘I may yet survive this.’

He tries to stand, leaning heavily on you, but it is too much for him, since one of his legs is badly broken. He sinks back down to the ground with an agonised groan. As carefully as you can, you lift him onto your back and carry him to a rocky ledge nearby where you sit him down. He watches you with his right eye, his left gummed with blood.

‘Did Gorobei make it?’ he asks.

You say that you do not know. After a pause you ask him what he will do without you if the Hainu return.

Daon does not answer your question. ‘Be careful, I think the mage is still alive; he vanished just before my blow landed, damn him! I will try to enter a healing meditation. You need to go on without me, my friend. My trial is done.’

You ponder your options. It may take some considerable time to get Daon to safety, assuming sanctuary can be found, and would mean you may not make Iga in time to complete the trial. You doubt Daon could survive any kind of attack or prolonged exposure here and you know nothing of this ‘healing meditation.’ You have either to leave a fellow devotee of Kwon alone and badly injured here in the mountains, or effectively give up on your quest to become Grandmaster. Will you:

Continue on alone for Iga, saying you will try to send help back for him? Turn to
 304
.

Carry him on your back as you seek out help for him in the mountain range? Turn to
 373
.

296

‘A spy sympathetic to our order has alerted me to some disturbing news,’ the Grandmaster of the Dawn sighs. ‘A Daimyo of the northern isles called Jikkyu has learned of our presence, perhaps by the same mage who has plagued your trial. Jikkyu has sailed his warship Setsudanki
, the Cutter
, to anchor outside of Iga harbour, with the intention of killing all on board our ship as we leave.’

‘You need me to sabotage the Cutter
 and allow us to leave?’ you ask.

‘This is not part of your trial, but a mission I ask you to undertake to allow us all to return home.’

You kneel, head bowed, to accept the mission.

‘Our fate rests with you,’ says the Grandmaster, who bids you to rise. Turn to
 251
.

297

You uncork the clay flask and pour it over a coiled rope on the deck rail, before using your flints to set it alight. As the fire grows you creep behind some barrels in the background. It is not long until you hear the shouts of alarm from the sailors who rush to put out the gathering blaze.

You take advantage of their commotion to steal around the side to the hatch that leads below deck, unaware that those watching from the Catechism
 have set sail as soon as they saw the first flicker of fire. You realise your mistake when the stroke of the oarsmen begins and the ship lurches. You do not have enough time to disable the oarsmen before the Catechism
 is rammed by the warship.

You leap into the sea to try and save whom you can from the flotsam of your ship as archers rain down arrows from the deck tower. An arrow catches you in the neck as you are saving a stricken crewmate. Your body washes ashore on the morrow, and the fisherman who finds you sells your equipment to a curious spice merchant for a week’s worth of pay.

{ DEATH }
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298

You launch a shuriken at the charging Komainu, which bounces off its stone hide and is lost in the snow. You throw yourself to the side as the monstrosity thunders past you.

The Komainu skids to a halt and sets itself to charge you once more. Will you:

Use an Iron Fist punch? Turn to
 193
.

Use a Winged Horse kick? Turn to
 291
.

Run away? Turn to
 311
.

Leap aside as it charges and try to collect the sword? Turn to
 326
.

299

You tell Rin that you would be better served travelling on your own as that is what you have been trained for, and wish him well. Rin nods stoically and says he will rest here until nightfall before he continues as he is in no particular rush and is less likely to be spotted by Bakemono in the darkness.

‘Take care, my friend,’ he says. ‘Perhaps we will meet in a sake den in Iga and recount the tale of our respective journeys.’

You cannot afford to delay until nightfall, as you must reach Iga by then to complete your trial. Will you:

Travel directly across the open countryside? Turn to
 332
.

Travel on through the woodland? Turn to
 397
.

300

The monk is felled by your last blow and lies unmoving. You see that Daon has executed a Whirlpool throw on his opponent and finishes him off with a vicious kick. Aiko catches her battered opponent with a Teeth of the Tiger throw, sending him toppling over the wooden barricade of the bridge and into the water below which gushes red. Daon checks on the two that you and Aiko incapacitated earlier, but they are already dead.

A moment passes, then suddenly the last monk you had felled springs up, having been feigning death, and breaks into a run. You hurl a shuriken at his back as does Aiko, and the monk collapses again. You jog over and double check that he is dead, just to be sure, and collect your shuriken.

‘Good throw,’ Daon comments, ‘both of you.’

‘I notice we did not leave anyone alive for questioning,’ Aiko says.

Daon grins and then conducts a quick search of the bodies, before taking great delight in tossing them into the river. You are about to offer to help but Aiko quietly advises you not to spoil his fun.

Daon walks over and hands you an Obsidian Bracelet he found on one of the bodies. Note it on your Character Sheet. ‘Since you warned us of this ambush, this rightfully belongs to you. I sense it has some inner power, but I do not know its nature.’

You rest and share a quick meal of berries you have gathered along the way (you may restore up to 2 lost Endurance points). Then you continue on the road to Suma with the others, wary of further enemies. Turn to
 344
.

301

You flick a shuriken into your hand at throw it at Silver in one smooth motion. The iridescent green ball of light in her hand flies to meet it and knock it from its path. Your shuriken is lost somewhere in the forest.

She looks at you sadly. ‘You should not have done that. You have only made the spirits angry.’

Out of the mist the great multitude of the dead rush in on you with a terrible shriek, their terrifying faces bathed in an inner grey light. You try to fight them, but your blows pass right through them, and every time they touch you, you feel your soul shrivel. If you have the skill of Feigning Death and wish to use it, turn to 130
. Otherwise, turn to
 310
.

302

You search through the snowy haze for a place to rest your aching muscles, using a hand to shield your eyes from the driving snow. Make a Fate Roll. If Fate smiles on you, turn to
 33
. If Fate turns her back on you, turn to
 53
.

303

You swim towards the Catechism
 from where a rope is thrown down for you. You look back and see that the Cutter
 has veered off course, and cannot catch your ship now.

You are hoisted up the rope by Gorobei, who greets you with a powerful clap of his hand on your back. The Grandmaster of the Dawn is there too, smiling at you. ‘You have more than proven yourself as the first amongst ninja,’ he says, ‘and for that you have earned something I have dared to entrust to no other.’

Still dripping and exhausted, you bow before the Grandmaster, telling him no reward is necessary.

‘Throughout this trial you have learned about who you are, and who you are not,’ the Grandmaster says, ‘and for anyone such enlightenment is the greatest gift. But for your help to your fellow brothers of Kwon in defeating the Cutter
, I will give you the reward of death. It will not be your death though, but that of your enemies.’

He hands you a small corked gourd containing a liquid. Mark on your Character Sheet that you now have the Blood of Nil.

‘This is the most virulent of all poisons,’ he says. ‘I have carried this with me for nearly a decade ever since my greatest battle against an abomination from the Void. I now entrust it to you, who brings death to the evils of Orb. You, ninja
.’

You handle the gourd with care and awe, and bow once more, deeply. Then you head below deck where you rest as your wounds are tended by two monks. Your voyage continues on, and you may restore any lost Endurance, Inner Force and ninja equipment.

As you prepare this equipment, you gather up five shuriken, one for each trialist on this cursed journey, and hold them in the palm of your open right hand. You vow that you will one day gain vengeance against the mage who wreaked such violence against so many, just as you will gain vengeance against Yaemon for the murder of your foster-father. You close your hand until you feel the jagged edges of the metal cutting into your flesh.

Then you place the blood-stained shuriken into your ninja costume – note on your Character Sheet that you have five shuriken. Turn to
 420
.

304

You navigate by the setting sun as you head west across the trackless snow, the peaks of the Mountains of Unlimited Devotion towering all around you.

Your only company on your journey is the wind that whines along the crags, sounding like the wounded cries of dying beasts. The cold weather chills you to the bone, and you steel yourself against the onset of nightfall when the temperature will drop yet further.

You come across the broken and twisted body of a Hainu that your group must have injured in your fight. If you have a shuriken left, you can use it to skin the creature to create a white cloak to help guard against the chill. Note the Hainu Skin on your Character Sheet.

It begins to snow as night falls, and you find yourself stopping for a rest and to eat some berries you carry with you (restore 2 Endurance points). It is too cold to sleep though, and so you gather your clothes around you and trudge onward.

You come across a trail of blood-stained footprints leading north to south across the snow. Will you:

Head south to follow the blood-stained footprints? Turn to
 13
.

Ignore the footprints and continue west? Turn to
 113
.

305

You realise that you are running out of time to get two flags and still make it to Iga in time. You seek out the nearest samurai barracks, start a small fire to distract the guards, and sneak into their stables to take a horse.

Soon you are riding out of Nasaka at breakneck speed along the deserted road at night, feeling your chances of attaining the next flag in time slipping away. As soon as you spy the lights of Takahiri in the distance, you set the horse free and send it running back north. You continue on foot with all haste to the city gates. Turn to
 195
.

306

You spring into action, leaping into the air and driving the ball of your foot at his face, hoping to stun your opponent if not outright kill him.

REVERENCER OF VILE

Defence against Leaping Tiger kick: 7                          

Endurance: 12

Damage: 1 Die + 1

If you have killed him, turn to
 100
.

If he is still alive, he feigns a kick and tries to strike you with a rapid double punch, and your Defence is 7. You may not block.

If you survive you may either try a throw (turn to
 275
), try a Tiger’s Paw chop (turn to
 284
) or another kick (return to the top of this paragraph
).

307

Nearby you find one porthole that is open then hook your feet on the rail above it, hanging upside down to reach the opening. You dislocate your shoulder joints and squeeze in through the constricted gap into the dark room beyond.

You bump into something as you emerge, but fortunately it swings silently. You drop gently to the floor and crouch, quickly assessing your surroundings.

Then you realise what you knocked was a hammock, as a figure arises from it in the darkness. You leap up, slipping your garrotte around his neck, and squeezing until he moves no more. You ease his body down to the ground.

Finding nothing from a quick search of the body, you check the room. There is a cluttered wooden map desk and various nautical charts and instruments visible. You assume from the coin chest and personal effects scattered across the room that this is the quarters of the ship’s captain. Note that you have killed the captain of the Cutter
.

You also find a spring-loaded blade set in the ceiling above the door, no doubt a trap for those who enter unannounced, but quite visible to anyone standing on this side of it. You take great care edging your way round and then slip out to the corridor beyond.


Turn to
 128
.

308

You take advantage of the Jorogumo’s hesitation and dash for the Daimyo’s flag. You tear it down from the flag pole just as she is preparing more webbing in her fingers, then you vault over the side of the roof and scramble down to the street below. Turn to
 323
.

309

As you inch across the roof, your senses straining, you detect a trip wire running from eave to ridge, almost invisible in the darkness. You raise the trip wire slightly with your breathing tube and ease yourself under it, before retrieving your breathing tube and continuing on. You soon find yourself on the roof on the opposite side of the courtyard. You wait until the attention of the patrolling ronin is elsewhere before dropping down to continue on along the wooden floor of the walkway into the inner residence. Turn to
 356
.

310

The angry spirits of the dead are just too numerous, and they overwhelm you with their bone-chilling touch. Within a few strangled breaths you fall to the ground, your body numb and shivering from the withering touch of the dead. Their grasping attacks are remorseless, and continue until you lie cold and still; yet another corpse for this ancient graveyard.

{ DEATH }

[image: ]


311

You sprint as quickly as you can through the snow, heading back the way you came. Behind you thunders the Komainu, moving down the mountain with the momentum of a rolling boulder. You run in zigzags to throw the creature off, but it sticks to you doggedly and does not seem to tire, lashing out at you with a stone paw as it draws near, which you dodge by the width of your hand. You realise you will never make it to safety. Will you:

Run for a cliff edge down and try to use the Komainu’s momentum to send it over the edge? Turn to
 343
.

Run to a cliff up instead and use the Climbing skill (if you have it) to escape? Turn to
 353
.

312

‘A favourite of the Daimyo?’ scoffs the samurai. ‘Then how come in all our years of duty we have never seen you before? No, you will be held for questioning.’

Suddenly several other samurai are around you with their katana drawn. As this is a contest and not a covert mission, you decide to throw yourself on the clemency of Daimyo Arai. Turn to
 170
.

313

You slip into your ninja costume and hike up the stone steps back to the residence of Nara’s Daimyo at night. The black-armoured samurai guards still stand watch, and so you get out your flint to set fire to some rags. When the samurai spot the fire and thus ruin their night vision, you slip past them and scale the wooden wall of the building. Gradually, you ascend the five storeys, easily finding handholds from the roof turrets and beams. Turn to
 333
.

314

‘I thank you for your help against those creatures at Mishina, my friend,’ Rin says catching his breath, ‘but why were you nearby?’

You say that you had second thoughts about travelling with him and decided to follow. You reflected further on his tale and realised that he, as the last of his group to survive, deserved all aid in reaching Iga.

Rin seems to accept this. Will you:

Ask to travel on with him, believing it will be safer to have a trusted ally at your side? Turn to
 5
.

Bid him farewell and trust in your ninja skills to evade any Bakemono? Turn to
 299
.

315

The samurai march you to the city prison where you are chained around your arms and legs whilst you await trial. Your possessions are held as evidence in a nearby wooden locker, except for the Flag of Lemné (if you have it) that is hidden folded under your clothing.

You wait until nightfall, and you contract your taut muscles and dislocate your shoulder joints, allowing a little room to wriggle out of your chains. You leave your clothes in the chains as if you are still held fast and you call for the guard, saying there is some creature in the cell with you. You curl up into a ball in the shadows of your cell, as the guard comes to see what you are blabbering about.

In a rush of action you leap up, grabbing him and banging his head into the iron bars. He hangs senselessly in your grip and you grab the keys from his belt before dropping him. Then you unlock your cell door, collect your clothes, and retrieve your ninja tools from the locker. Your shuriken have been taken away by curious guards as a memento of your capture, and are no longer there – cross them off your Character Sheet.

You leave the jail and journey out into the night. Will you:

Attempt to scale the Daimyo’s residence under the cloak of darkness? Turn to
 313
. (Given the numerous handholds in the wall you may make the attempt whether or not you have the Climbing skill.)

Cut your losses and head on to Takahiri, the disreputable City of Bridges? Turn to
 400
.

316

You realise that you are running out of time to get two flags and still make it in time to Iga. In desperation you steal into the spacious grounds of one of the city’s wealthy merchants, and enter their stables to take a horse.

Soon you are riding out of Takahiri at breakneck speed along the deserted road at night, feeling your chances of attaining the next flag in time slipping away. As soon as you first spy the lights of Nasaka in the distance, you set the horse free and send it running back south. You continue with all haste on foot to the capital’s gates. Turn to
 270
.

317

You continue on, your resolve set against the storm and conditions around you. You know you are only two days from Iga and safety, away from all the tortures of this trial caused by the attentions of some evil mage. In the snow-blown darkness you find the snow giving way beneath your feet and you fall into a ravine. Your breath blasted is from you as you tumble and bounce down the mountainside until you land in a snow drift. Lose 6 Endurance damage (lose only 3 if you have the Acrobatics skill and can use it to slow your rate of descent).

If you are still alive you shelter in a rocky hollow in the ravine until the worst of the blizzard passes, huddling against the cold. A couple of hours later, you wearily rise and continue on, heading downhill and hoping the worst of the mountain range is now behind you. Turn to
 122
.

318

The space below the deck is lit in an eerie jade glow, and floating in mid-air you see a bloodshot, glowing eye. It swivels towards you as you enter. You adopt a fighting stance but it blinks and then vanishes. The jade glow fades to nothing, leaving the area bathed in the soft light of a single lantern.

You consider that your presence is now known and you cannot afford to waste time. Three corridors split from here and head toward the aft of the ship, where perhaps you may find entry to the hold and thence to the oars. To port, you hear a distant sound of chanting. There are no clear noises from midship or starboard, but down the middle corridor you can see drips from a slop bucket. Will you:

Enter the port corridor? Turn to
 388
.

Enter the middle corridor? Turn to
 342
.

Enter the starboard corridor? Turn to
 376
.

319

As you inch across the roof, your senses straining, you find yourself brushing against a wire you had not seen in the darkness. There is a small click and a spring-loaded bolt hurtles towards you from ahead. Do you have the skill of Arrow Cutting? If so, turn to
 346
. If not, turn to
 335
.

320

‘In such a case where my brethren go against what is just, my allegiance would be with neither side,’ you state with conviction.

‘And if all the monks of Kwon were to perish as a result?’ the Master of the Unseen asks.

‘Then that is their choice for choosing to follow an unjust cause,’ you reply.

The Master of the Unseen nods slowly. ‘I see. Then I have just one more question. In order to have wisdom, you must have truth. To have truth you must have understanding. And to have understanding you must have wisdom. Which then is the greatest of the three: wisdom, truth or understanding?’

Think of a way to answer this question. Write down your answer and then turn to
 126
.

321

The horror rasps the word ‘ninja.’ You respond with a chop at its neck.

ABOMINATION OF DEATH

Defence against Tiger’s Paw: 5                          

Endurance: 20

Damage: 1 Die + 1 *

* Every time the Abomination damages you, you also lose 1 Inner Force point. If you have no Inner Force when you are damaged, you die instantly

If you have defeated the Abomination, turn to
 377
.

If it still fights on, it slashes at you with its clawed hands. Your Defence against this is 7.

If you survive you may either try a Winged Horse kick (turn to
 334
), try a Dragon’s Tail throw (turn to
 345
) or another punch (return to the top of this paragraph
).

322

Your shuriken slices into the throat of the ronin and he topples to the floor with a thud. You have no chance to collect your shuriken. The last remaining ronin turns and lifts his lantern high trying to discern what has happened.

You masquerade as another guard investigating until you draw close enough, and then slam a Tiger’s Paw chop into the back of the ronin who crumples to the floor. You are unsure when the guard shift was due to change, so you hurry onward into the inner residence along the wooden floor of the walkway. Turn to
 356
.

323

You hurry away from the Daimyo’s residence in case the Jorogumo decides to give chase. You look at the flag you have collected which bears the symbol of a black wave on a red background framed in a golden trim. With Chigeru’s death, this piece of cloth has come at a high price. You fold it up and tuck it in to your clothes – note the Flag of Nara on your Character Sheet.

You must keep heading west to make it to Iga in time before the trial ends. You change into the clothes of a simple traveller and take the road west out of Nara, heading for Takahiri. Turn to
 400
.

324

You make your way back to Singing Wind and the others, and stand proudly as your present her with the falcon katana.

She gently takes it from you, thanking you for your service. She reaches into her kimono and hands you a folded piece of silk. You open it to reveal a purple flag bearing a black moon, trimmed with gold.

Note on your Character Sheet that you have the Flag of Lemné. You have earned one of the two flags needed to undertake the final test to become a Grandmaster.

As a group you hurry out of Singing Wind’s grounds and return to where her palanquin bearers and two samurai await. Singing Wind says you are welcome to rest overnight on her ship in the harbour, but you decline saying you must continue on to compete for another flag. She places a hand on your chest and murmurs a blessing to Illustra. You may restore up to 2 lost Endurance.

Daon and Gorobei change back out of their palanquin bearer clothes and into their monks’ habits. Daon advises he needs no rest, bows and leaves at once. Aiko changes from her ninja suit to the straw hat and golden robes of a priestess of Eo, Prince of Peace and Weal. Then, with a smile to you all, she disappears into the night. Gorobei strikes out too, his gaze filled with a steely determination.

You change into the robes of a simple traveller and ponder your next move – Suma and Nara are closer, but also closer to your competitors. You only need to find one more flag. Will you:

Leave Lemné along the northern road to the castle at Suma? Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

Take advantage of your head start and leave Lemné cross-country, heading west for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

325

Upon reaching Iga’s harbour you gaze along the dock until you spot your ship the Catechism
 which has arrived from Lemné. Out on the sea, fishing boats bob to-and-fro, seagulls circling the boats laden with fresh catches. You make your way towards your ship, past the labourers who work to load the spices of shichimi, wasabi and ginger onto waiting spice vessels.

The Grandmaster of the Dawn is standing waiting for you on the deck of the ship, hands clasped below the sleeves of his robes, his taut frame and piercing eyes belying his age.

You and Gorobei approach the Grandmaster of the Dawn and bow. You tell him of the unknown mage who set out to kill all the contestants, and of the fate of those contestants as far as you know it.

He shakes his head. ‘Five of our best set out, and only two return. This is indeed a day of sorrow. Have no doubt, through Kwon we will learn of those who have set themselves against us.’

You state that you will avenge them, just as you still yearn to avenge Naijishi’s death at the hands of Yaemon.

You then tell the Grandmaster of what you learned about the planned assassination of Singing Wind, and he promises to dispatch word to her.

‘She will be forever in your debt,’ he says. ‘But now we must finish the formalities. You both have journeyed across this island, bearing many hardships. Tell me, how many flags do you carry?’

Gorobei presents two flags. If you carry two flags, turn to
 54
. If you carry three flags, turn to
 90
.

326

You scramble across the snow and ice, narrowly dodging the charge of the Komainu, and grab the sword to use against the creature. This will be difficult, for your god Kwon is the Supreme Master of Unarmed Conflict, and you have never been trained in sword play. You may not use Inner Force.

Deduct 8 from the Endurance of the Komainu if the woman has already struck it with the sword.

KOMAINU

Defence against the sword: 8

Endurance: 10

Damage: 2 Dice

If you succeed in hitting the Komainu, the sword you are carrying has an enchantment that cuts through stone like snow. A hit will deal two dice worth of damage instead of your usual one die.

If you have defeated the Komainu, it lies still as a black liquid oozes from it. Turn to
 328
. If not, then the Komainu swipes at you with its stone paw the way a cat swipes at a mouse. Your Defence against this is 8. If you survive, you must strike again (return to the top of this paragraph
).

327

You tell Nao to mind his own business.

‘My business is the city’s business,’ he says. ‘The Bakuto Syndicate keeps the streets free from serious crime, and ensures the people have freedom from the Daimyo’s rules wherever possible.’

Remembering your teachings of discipline and law from your studies of Kwon, you point out that this is also freedom to sin.

‘People must find their own way to paradise,’ he says with a rueful smile. ‘This is your last chance to tell me your business. Otherwise we cannot call you a friend.’

Will you:

Decide to tell him your real goal here in Takahiri? Turn to
 347
.

Keep your mission secret and instead attend the party alone to claim the Takahiri flag? Turn to
 212
.

Abandon the flag of this city and hasten along the road north for Nasaka? Turn to
 316
 – but note you only have the time to do this if you made no attempt on the flag in Nara and have not yet been to Nasaka.

328

Did you shout a warning to the woman who was attacked by the Komainu? If so, turn to
 294
. If not, turn to
 15
.

329

You force open the mechanism and enter the hole just before the giant conger eel thrashes past. It butts against the wooden panel door with a great thud. You desperately keep your weight against the wood, and the eel turns to seek out easier prey.

You hide behind the panel, holding your breath, until you hear a great rush of water. A trapdoor must be open in the room to clear away the dead contestants. You decide this is your best chance to leave undetected until you can sneak back into the room later, so you open your wooden panel and allow yourself to be swept down along with the current. Turn to
 250
.

330

You turn to face the arrows and deflect them with your iron sleeves as you sidestep along the wooden beam back where you came from. You shelter from the missile fire by pressing up against the wooden mast.

From your vantage point you can see that your ship the Catechism
 is passing through the mouth of the harbour now. It will be near enough to swim to soon, but the Cutter
 is moving rapidly towards it. You must make your escape, but the hornet swarm and the archers remain a danger, and you must help the Catechism
 escape without being rammed by this warship. Will you:

Step back along the beam a little and use a shuriken to saw through the rope hoisting the main sail? Turn to
 17
.

Throw a shuriken at the sailor manning the ship’s wheel? Turn to
 26
.

Leap overboard into the sea? Turn to
 41
.

331

You mistime your leap, landing awkwardly into the wooden side rail with a thump. A curious sailor is drawn to the sound, and you are forced to grab him, breaking his neck before he can cry out, but not before he has half-stabbed you with his knife. You lose 4 Endurance points.

Your blood stains his clothing, rendering it useless as a disguise. You wrap your wound and hide his body in a large pile of rope. You peer out over the ship to survey the deck, which is lit by two softly-glowing lanterns. There are a dozen or so sailors attending to various tasks, overseen by a couple of samurai in grey lacquer armour. You particularly note that the wood of the ship is varnished and will be difficult to burn.

You tense your muscles in preparation for action. You need to find a way below deck to ensure the oars cannot be manned. The hatch leading below deck is toward the fore of the ship. Will you:

Use ventriloquism to pretend to be a sailor fallen overboard to distract the crew before sneaking past? Turn to
 95
.

Garrotte a sailor out of sight of the rest, and wear his clothes to pass as one of the crew? Turn to
 286
.

Use your flask of lantern oil to start a fire to distract the crew whilst you slip past and below deck? Turn to
 297
.

If you have the Escapology skill, squeeze your way through an open porthole to gain access below deck? Turn to
 307
.

332

You travel west alone across the muddy grass of the open countryside, your gaze ever searching for any sign of approaching Bakemono. As you ascend the crest of a hill you get a panoramic view of the surrounding land. To the north you see dozens of Bakemono converging on a horse and cart guarded by ten or so samurai in silver lacquer armour who stand ready to try to fight them off. Directly to the west there are bamboo groves that obscure your view as to what lies ahead. To the south is a forest stretching on west where all is still. Will you:

Rush north to help the samurai and perhaps gain allies on your journey west? Turn to
 341
.

Use the diversion of the attack to sneak west into the bamboo groves? Turn to
 351
.

Use the diversion of the attack to sneak south then west through the forest? Turn to
 385
.

333

You creep out onto the fifth tier of the building where all is quiet and still. Unlike the lower tiers, this one is a flat roof garden, ringed by a small wooden fence. At the centre of the roof, the Daimyo’s gold-trimmed flag flies on a pole half-a-dozen feet high. Now that you are this close to it, you see that a bit of some sort of webbing is stuck to it.

Looking around, you see various large webs strung across the roof garden – on the fountain, along a gazebo, between some miniature bonsai trees. Amongst the webbing are grisly human remains including, shockingly, Chigeru’s decapitated head that is frozen in a perpetual silent scream.

A snapping noise comes from a temple shrine over on your right, lit by braziers, where a monstrous figure emerges. The upper torso of the Jorogumo is that of a beautiful, naked young woman, but her eight taloned legs are those of a spider. She smiles sweetly, almost shyly at you; her face looks younger than yours.
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‘Another follower of Kwon,’ she says in a soft, dreamy voice. ‘I was told to wait for ones like you.’

She attacks in a sudden burst of speed, her talons rapping a staccato rhythm on the stones of the garden, while gossamer strands spin into a web between her fingers.

Write down which move of the Way of the Tiger you are going to use:

Iron Fist punch, Tiger’s Paw chop, Cobra Strike punch, Winged Horse kick, Leaping Tiger kick, Forked Lightning kick, Dragon’s Tail throw, Whirlpool throw, Teeth of the Tiger throw.

Then turn to
 224
.

334

A cackle emerges from its blood-slobbering jaws. You twist and unleash a Winged Horse at the horror’s temple.

ABOMINATION OF DEATH

Defence against Winged Horse: 6                          

Endurance: 20

Damage: 1 Die + 1 *

* Every time the Abomination damages you, you also lose 1 Inner Force point. If you have no Inner Force when you are damaged, you die instantly

If you have defeated the Abomination, turn to
 377
.

If not, then it bites at your leg with force enough to cripple. Your Defence against this is 7.

If you survive you may either try a Tiger’s Paw chop (turn to
 321
), try a Dragon’s Tail throw (turn to
 345
) or another kick (return to the top of this paragraph
).

335

The barbed bolt slices down into your torso. Deduct 8 Endurance points. If you still live, it is all you can do to stop yourself from crying out from the nauseating waves of pain. You look in horror as your blood dribbles down the roof to drip onto the path below, and one of the ronin cries out in surprise. You know you are discovered and retreat as best you can back across the roof to the outer gardens and the darkness, the alarm being raised behind you as a gong is struck repeatedly.

You have failed to infiltrate the residence of Singing Wind, and as you withdraw back outside you see no trace of Singing Wind or your competitors, who must have gone another way. In terrible pain, you remove the barbed bolt and use spare clothing to staunch the blood flow as best you can. Your only option is to try for another flag elsewhere. Will you:

Leave Lemné along the northern road to the castle at Suma? Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

Try to avoid further competition and leave Lemné heading west cross-country for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

336

You call in at the entrance to the Daimyo’s residence in Iga, a large stone temple building that has been converted after a fire destroyed the old building overlooking the harbour. You ask to speak to the captain of the guard, and a grizzled samurai in silver lacquer armour asks you your business.

You tell him of the group of samurai you encountered fighting the Bakemono, and give him the book they entrusted to you. Remove the Tome of Xi from your Character Sheet.

The captain thanks you profusely, explaining that the tome was said to have been found by bandits in the wild lands, and a group of samurai had volunteered to retrieve it. The book itself is by the celebrated war strategist Xi who wrote the treatise back in the great civil war. The captain calls for the Daimyo’s head priest, and an elderly man in golden robes steps forward and blesses you in the name of Eo. Note that for your next attack only, you may add 2 to your Modifier.

Feeling the gaze of the gods upon you, you take your leave and head for the harbour to complete your trial. Turn to
 325
.

337

You protest that you are a just an innocent visitor out to enjoy the city’s famed hospitality.

‘Your enquiries here indicate differently,’ Nao says.

You shrug, and say it is simple curiosity, nothing more.

‘Very well, but do not expect any help from the Bakuto syndicate.’ He steps back into the shadows and walks off into the night. You check around for any sign of pursuit before continuing onwards. Will you:

Attend the party to try to claim the Takahiri flag? Turn to
 212
.

Abandon the flag of this city and hasten along the road north for Nasaka? Turn to
 316
 – but note you only have the time to do this if you made no attempt on the flag in Nara and have not yet been to Nasaka.

338

You join Gorobei and Daon in a cheerless trek along the isolated road, soon little more than a dirt track west into the snow-topped mountains. A lone sparrowhawk wheels above you, giving a plaintive, mournful cry. Soon the dirt track narrows further so that you have to travel in single file, the rock leviathans looming over you as you make your way uphill.

‘Who is behind these attacks on us?’ Gorobei asks.

Daon shakes his head, too troubled to speak.

You say it has to be Yaemon. Who else would hate the followers of Kwon more than the man who killed Grandmaster Naijishi and stole the Scrolls of Kettsuin?

‘He is our mortal enemy,’ Gorobei responds, ‘but he is no mage. Aiko was overcome by a spell.’

You remind him that Yaemon was reputedly able to steal the Scrolls of Kettsuin only due to borrowed sorcery that made others believe he was a monk of Kwon.

‘I wonder who he borrowed that sorcery from,’ Daon says darkly.

The weather upon the trail turns increasingly cold, and soon you are walking over a light dusting of snow.

‘Not all can be blamed on Yaemon,’ Gorobei says, ‘however much he has taken from us.’ He then changes the subject. ‘This is not the first trial I have undertaken on this island. I made it to the final fight in the Temple of the Rock and was defeated by a Whirlpool throw. Me . . . thrown! I have plans this time though, neither of you will be able to stop me like that again.’

‘The contest no longer matters,’ Daon mutters. ‘Just like during the Black Lotus Rebellion, someone is trying to eradicate us. This is about survival.’

‘The contest is still important,’ Gorobei says, ‘we cannot abandon our ways in times of adversity, and just think of all the good a Grandmaster –’

You hold your hand up, forestalling all conversation, hearing an eerie whimper rising out across the land. You are on a thin gravel path perhaps halfway up one of the mountains.

Whatever made that noise is alive and it is coming closer. Then a silhouette of a robed figure appears on a snow-covered crest overhead and it raises its arms high to the sky, a serpent staff in one hand. Even your keen vision cannot detect its features above the snow’s glare, but its eyes glow red.

Daon is already clambering up the slope towards the figure, whilst Gorobei moves further ahead on the trail until under the cover of an overhanging rock, adopting a martial stance.

Creeping over the craggy heights around the figure come a dozen or so white dog-like creatures with twitching wings and yellow eyes. They are Hainu, and they make a whining noise in anticipation of a bloodletting. They swoop down from the mountain heights at you, blue-tongued mouths slavering.
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Will you:

Follow Daon’s charge at the robed silhouette? Turn to
 16
.

Join Gorobei in a defensive position underneath the overhanging rock? Turn to
 74
.

339

You fail in your attack but have still managed to surprise the Jorogumo by dodging her webbing, gaining yourself a little time. Will you:

Make a dash straight for the Daimyo’s flag? Turn to
 7
.

Hurl your flash powder into the nearby shrine brazier? Turn to
 46
.

340

You rush inside the reach of the spear and slam an Iron Fist punch at the midriff of this bulky savage.

BAKEMONO CHIEFTAIN

Defence against Iron Fist: 5

Endurance: 13

Damage: 1 Die

If you have killed the Bakemono, turn to
 384
.

If not, it swipes and jabs its spear at you with a feral grunt. Your Defence is 10.

If you still live, you can use a Winged Horse kick (turn to
 350
), a Teeth of the Tiger throw (turn to
 360
) or an Iron Fist punch again (return to the top of this paragraph
).

341

You rush across the muddy ground to help the beleaguered samurai in silver lacquer armour who fight in a circle around the horse and cart. You arrive behind the jostling line of Bakemono and fell those in your way. A Bakemono’s taloned hand rakes you in backswing and you lose 2 Endurance.

If you still live, the Bakemono waver and break at this unexpected attack, fleeing in disorder. There are half-a-dozen samurai left standing, their faces grim and blood-stained. In the back of the cart is a body of a dead comrade.

‘Thank you for your help, stranger,’ one says, ‘I have never seen these Bakemono so emboldened.’

You ask if he is ready to fall back before the next attack.

‘These savages killed our comrades,’ he replies.

You turn to survey the fleeing Bakemono but see they are regrouping as another war band of dozens of Bakemono run in from the bamboo grove nearby.

The samurai limps over to the cart and removes an old leather-bound tome. ‘You are no samurai, but you have the strength of one. We ask that you take the sacred war strategies of Xi to Iga; they cannot be lost again. Take the tome from danger and survive with knowledge of our last stand here.’

If you accept the tome and leave for Iga, turn to
 274
. If you remain to fight off the Bakemono, turn to
 357
.

342

You enter a corridor with three doors lit by a single lantern that casts a flickering luminescence. From behind the door to your left comes a regular metallic rasp, and from the one to your right you hear snoring. The door at the end is silent. Will you:

Enter the left door? Turn to
 132
.

Enter the right door? Turn to
 248
.

Continue on to the far door? Turn to
 348
.

343

You hurtle down the snowy slope towards a cliff, the Komainu pounding right behind you. You reach the edge and try to scramble aside at the last possible moment. If you have the Acrobatics skill and wish to use it to avoid the Komainu, turn to
 380
. If you do not have the Acrobatics skill or do not wish to use it, you must make a Fate Roll to see if you can keep on the ledge whilst the Komainu reaches out for you. If Fate smiles on you, turn to
 406
. If Fate turns her back on you, turn to
 409
.

344

You and Aiko dress as travellers again and walk with Daon along the paved road north. The way grows busy with traders taking their wares to Lemné by palanquin, and you also see samurai patrols in green lacquer armour.

The sun is setting as you are admitted into the gates of Suma, and you pass by the harbour where foreign ships are strictly kept to their own docks. In the native area of the waterfront you notice a warship called the ‘Setsudanki
’ that dwarfs all others, manned by samurai in grey lacquer armour and flying a grey flag bearing the mons of three interlocking black rings. The chatter on the street is that the local Daimyo Arai is hosting a banquet for a Daimyo from the northern islands.
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You emerge out before Suma castle, which dominates the city, a vast defensive fortification set against the sea cliffs. The stone towers are marked with grey flags bearing the mons of a black moon, but from this distance you cannot see any that bear the golden trim you seek.

The three of you head closer, passing numerous swordsmiths, armourers and lacquerware enterprises that are closing for the night. In the background you hear the barking of dogs from somewhere inside the castle walls. You make discreet enquiries about the gold-trimmed flag, and you learn that it is said to be kept in a guarded room somewhere near the banquet hall of the castle.

Aiko scrutinizes the outer wall and its moat. ‘It is at times like this I’m glad for the training of the ninja. Are you thinking to sit this one out, Daon?’

‘Ninja are not the only ones who can enter such a place,’ Daon replies. ‘The Grandmaster of the Dawn let two Daimyo know that we were coming, so that the tests do not always call for masters of stealth and trickery. We shall see who is first to find that flag inside – may Kwon go with you both.’

Daon leaves at once. Aiko offers to work with you to find a way inside, but you tell her that you prefer to work on your own, and she too departs. Will you:

Use the Seven Ways of Going to enter Suma castle disguised as a courtesan? Turn to
 18
.

Use the Seven Ways of Going to enter Suma castle disguised as a samurai? Turn to
 40
.

Scale the outer wall to assess the castle defences? Turn to
 352
.

Decide that there may be easier flags to find elsewhere and leave the city along the road to the capital city of Nasaka? Turn to
 153
.

345

You slide forward to entangle the abomination’s legs in your own, seeking to send it crashing to the deck. It is freakishly muscular, but imbalanced.

ABOMINATION OF DEATH

Defence against Dragon’s Tail: 6                          

Endurance: 20

Damage: 1 Die + 1 *

* Every time the Abomination damages you, you also lose 1 Inner Force point. If you have no Inner Force when you are damaged, you die instantly)

If you are successful, then you may follow up with a punch (turn to
 321
) or kick (turn to
 334
), adding 2 to your Modifier and damage for the next attack only.

If your throw is not successful, the abomination will stamp you underfoot. Your Defence is 6.

If you survive you may either try a Tiger’s Paw chop (turn to
 321
) or try a Winged Horse kick (turn to
 334
).

346

You use your forearm to knock aside the speeding projectile which flies past you into the night. You continue your crawl forward along the tiled roof and then, with a glance to ensure the guards are not looking in your direction, ease yourself down to stand on the walkway on the far side. You move on to the corridor beyond. Turn to
 356
.

347

You say you intend to take a flag bearing a golden trim from the Daimyo, and watch his reaction closely.

He nods and seems unperturbed.

‘I intend to take something from him too,’ he says. ‘The sport he makes of victims sacrificed to entertain the corrupt wealthy. The Bakuto syndicate alone in this city resists the tyranny imposed by the Daimyo. I assume you are a thief like me, and have some skills in finding your way into unwelcoming places. Perhaps we can help each other. I will help you get the flag if you help me to save the people who will be lured to the palace tonight.’

If you agree to Nao’s help, turn to
 399
. If you say you work alone and instead attend the party by yourself to claim the Takahiri flag, turn to
 212
. If you abandon the flag of this city and hasten along the road north for Nasaka, turn to
 316
 – but note you only have the time to do the latter if you made no attempt on the flag in Nara and have not yet been to Nasaka.

348

You open the door and slip through, entering a large cargo area at the convergence of three corridors which is filled with stores of arrows, crates of food and barrels of water. An open hatch leads to the level below and you peek down.

You see a large chamber of human misery, where filthy, whip-marked slaves are pressed together and chained to the oars. They are sleeping, a brief respite from their backbreaking work, and you have not yet been noticed. Even from this distance the stench of sweat and human filth is overpowering.

If you have a Brass Key, you start freeing the slaves. Turn to
 36
.

If you do not, but have the skill of Picking Locks, Detecting and Disarming Traps, you may try to free a single slave from his chains. Turn to
 61
.

Otherwise, you can only awaken a slave and ask him where the keys are kept. Turn to
 256
.

349

If you have not killed the ship’s captain, turn to
 29
.

If you killed the ship’s captain, then the archers are not yet fully organised in large numbers. Still, you are struck by an arrow in the shoulder and grab onto the beam for all you are worth to avoid losing your balance. Lose 4 Endurance.

If you are still alive, you see that the Catechism
 is passing through the mouth of the harbour now and will be near enough to swim to soon. You must make your escape imminently, but the swarm and the archers remain a danger, and you must be sure to stop this warship from being able to ram the Catechism
 if the fire is extinguished. Will you:

Step back along the beam a little and use a shuriken to saw through the rope hoisting the main sail? Turn to
 17
.

Throw a shuriken at the sailor manning the ship’s wheel? Turn to
 26
.

Leap overboard into the sea? Turn to
 41
.

350

You duck the swinging Bakemono’s spear and drive the heel of your right foot at its bestial jaw.

BAKEMONO CHIEFTAIN

Defence against Winged Horse: 6

Endurance: 13

Damage: 1 Die

If you have killed the Bakemono, turn to
 384
.

If not, it turns its spear around and tries to jab you with either end. Your Defence is 9.

If you still live, you can use an Iron Fist punch (turn to
 340
), a Teeth of the Tiger throw (turn to
 360
) or a Winged Horse kick again (return to the top of this paragraph
).

351

You use the distraction of the Bakemono attack on the samurai in the north to head west into the bamboo grove, sticking to the shadows as you creep silently onward, alert to any possible danger.

From somewhere ahead you hear the shuffling sound of feet tramping through the undergrowth and grunting, guttural voices. You look urgently around for somewhere to hide, but amongst the thin bamboo trunks it will not be easy. Will you:

Prepare to ambush whoever emerges and fight your way free? Turn to
 9
.

Hide as best you can? Turn to
 98
.

If you have the Escapology skill and wish to use it, will you squeeze into a seemingly impossible small hiding space beneath a protruding rock? Turn to
 109
.

352

You change into your black ninja costume and ready yourself. You wait until the moon is behind a cloud before swimming across the moat.

Next, you wait until a guard above has walked past before you scale the outer wall and crouch atop it, observing the scene before you. What you see dismays you. Between you and the inner wall are various ferocious brown and white Akita dogs tied with long leashes to stakes in the ground. They are in various states of alertness, but you judge that there is no gap between the maximum extension of the leashes. Along the outer wall to your left are half-a-dozen wooden kennels occupied by a few dogs kept separate from the others, and on the right a stone hut that seems to be used to store meat for the animals.

Beyond the dogs, you would have to climb the inner wall which is tall and curved outward to make it difficult to ascend. Scaling the inner wall will be impossible without the Climbing skill. If you have the Climbing skill, you may advance toward the wall via the kennels (turn to
 6
) or the meat store (turn to
 31
). If you do not have Climbing or do not wish to proceed in this manner, you can still head back out and use the Seven Ways of Going to enter Suma castle disguised as a courtesan (turn to
 18
) or a samurai (turn to
 40
). Otherwise, you can decide not to try for the flag here and instead head to the capital city of Nasaka (turn to
 153
).

353

You race to the sheer cliff face and clamber up it as quickly as you can. The Komainu rushes in and stands on its hind legs to swipe at you, but you are too high for it and you watch as it scratches uselessly at the rock face below. It is a remarkable creature and you can only wonder at what compelled it to animate.

You climb to the top of the ridge, and ponder your options. Will you:

Continue your journey west to Iga? Turn to
 160
.

Return with caution to where the woman was attacked by the Komainu? Turn to
 239
.

354

You come across an overgrown paved road and follow it west. It seems that few people walk to Iga through the wilds due to the Bakemono tribes and bandits, with most likely travelling by ship instead.

You approach a curved wooden bridge across a fast flowing river and you are relieved to see a tall figure resting there – it is Gorobei, your fellow contestant.

He bears numerous lesions and cuts on his skin, and his white monk’s habit is dirty and torn in places, but he seems otherwise in good health. He claps you on your back in greeting, smiling and asking you how you have fared.

You tell him of your travels since the avalanche in the mountains, and he shares his meal of rice buns with you. You may restore 2 Endurance points.

‘We have been fortunate to make it this far,’ he says, ‘for our trial has been made far harder by the attentions of this mage and his schemes. Come, let us hasten to Iga.’

You journey on together, and soon you can see the city of Iga in the distance, the white sails of the spice ships visible in the waters beyond.

It seems you have one last distraction before you can reach the city. Your gaze is drawn south to a war band of six Bakemono. They spot you shortly after you spot them, and break into a run at you with their long knives drawn.

Gorobei claps his hands and cracks his knuckles in anticipation of the fight. ‘It seems Kwon has blessed us with another chance to rid the world of evil.’

Three Bakemono run in on you, whilst Gorobei tackles the other three. You can use a shuriken if you have one; their Defence is 5, and a strike will deduct one die from the 1st Bakemono’s Endurance of 6. Alternately, if you have the skill of Poison Needles, you may kill the 1st Bakemono outright as it rushes in.

To fight the Bakemono will you use a Tiger’s Paw chop (turn to
 77
), a Forked Lightning kick (turn to
 87
) or a Dragon’s Tail throw (turn to
 97
)?

355

The giant red eye floats over to beside a sailor and bursts over him. The man screams as he is covered in blood which bubbles as it eats into his flesh. The spell takes hold and he grows taller and bulkier, while his skin and viscera drop from him to reveal a pulsing, twitching mass of muscle. The skin around his face has melted completely to leave a grinning skull with burning red orbs of malevolence where its eyes should be.

All those still on the deck flee in terror. You must confront this abomination which approaches you with slow inevitability, its clawed hands outstretched. Will you use:

A Tiger’s Paw chop? Turn to
 321
.

A Winged Horse kick? Turn to
 334
.

A Dragon’s Tail throw? Turn to
 345
.

356

You creep along a gloomy corridor, pausing outside a set of doors to listen for any sounds in the night.

You hear someone’s deep, restful breaths coming from inside. You use a shuriken to cut a small slit in the paper panel of the door, peeking into the large room which is lit by a single, flickering candle. Little more than twenty feet away, asleep on a futon in an otherwise sparsely-decorated room is a middle-aged man dressed in a purple kimono – presumably Mutari. Laid out on the wooden floor at his side is a sheathed katana the hilt of which is decorated with diving falcons.

There is no sign of danger, so you slide open the door, stepping into the room before sliding it shut behind you.

You remain still, sensing something is amiss. You look round the outer edge of the room for any hidden guards but can find none. Mutari stirs in his sleep, rolling over with a sigh and murmuring before going back into a deep sleep. Do you have the skill of Picking Locks, Detecting and Disarming Traps? If so turn to
 45
. Otherwise, will you:

Grab the falcon katana, kill Mutari and then escape? Turn to
 67
.

Garrotte Mutari in his sleep and then grab the falcon katana? Turn to
 89
.

Hurl a shuriken at Mutari, and then rush in to grab the falcon katana? Turn to
 134
.

357

You elect to stay with the beleaguered samurai, and fight alongside them as the dozens of Bakemono attack with a howl of fury, their spears jabbing at you.

For a time you all fight magnificently and the Bakemono are hurled back in disarray. Then another war band joins the fight, and soon you face the foul creatures on every side, your fellow samurai all slain.

You are struck down by a spear from behind, and as you lie face down in the mud the Bakemono stab at you until you are little more than a bloody pulp.

{ DEATH }
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358

You make it through the heat and flames, and thank Kwon for your good fortune. You trudge on, tired from your rushed escape from the wildfire. You make it to a stream and drink your fill of cold water. You hear the patrols of Bakemono coming closer, so you ease yourself into the cold water and use your breathing tube to hide under the surface.

You seem to spend an eternity waiting there, faint movements above the water compelling you to remain hidden, but your years of training have taught you to be patient. You wait until nightfall before emerging shivering and exhausted, your nerves on edge.

You strip and wring out your clothes before placing them back on and finding shelter alongside a rocky outcrop. It has been days since you last had a full night’s sleep, and the trial has worn you down. You slip into a meditation, but without meaning to you fall into a fitful sleep.

Your sleep fitfully, dreaming that you are treading water on a dark ocean. A ship cuts through the waves towards you, and on the prow two familiar blood-red eyes suddenly blink open. Below them appears the dark pit of a mouth, darker than the ocean’s depths, waiting to swallow you. You kick hard through the water, but you cannot escape the massive bulk of the ship as its mouth sucks you into an icy blackness.

You awaken in a cold sweat. Despite your disturbing dream, you regain 4 points of lost Endurance.

Will you travel northwest into the forest with numerous Bakemono tracks? Turn to
 397
.

Or southwest into the gloomy deep woods which contain no Bakemono tracks? Turn to
 385
.

359

You shiver uncontrollably and feel your strength eroding under the elements. If not for your training you would have already perished here in these conditions. You stumble on, your white ninja hood covering your raw face and your arm raised against the cutting wind of the blizzard. Will you:

Dig yourself a hole in the snow to wait out the snowstorm as best you can? Turn to
 290
.

Seek out what shelter you can to wait out the snowstorm? Turn to
 302
.

Pray to Kwon and press on regardless? Turn to
 317
.

360

You launch yourself into the air, trying to wrap your legs around the Bakemono’s chubby neck to send it to the ground.

BAKEMONO CHIEFTAIN

Defence against Teeth of the Tiger: 8

Endurance: 13

Damage: 1 Die

If you have successfully thrown the Bakemono, you may use either an Iron Fist punch (turn to
 340
) or a Winged Horse kick (turn to
 350
), adding 2 to your Kick or Punch Modifier and damage for this attack only.

If you have failed to throw it, it steps forward to try to skewer you with its spear. Your Defence is 8.

If you still live, you can use an Iron Fist punch (turn to
 340
) or a Winged Horse kick (turn to
 350
).

361

If you struck a reverencer with a shuriken you may now retrieve it. If you missed, then the shuriken is lost somewhere beyond the side of the road.

Chigeru thanks you for your help, saying he was set upon by thereverencers
 as he walked along the road, killing one before being overwhelmed by the others.

‘And why did you not bleed when they stabbed you?’ you ask.

‘I was able to separate my mind from my body, just as you do, but with much more control. I once had a grandmaster in the Manmarch teach me such things. No matter, it seems that our enemies know of our trial, and have sent out forces to kill us.’

You ask what you can do to help the other trialists.

‘By now they will be scattered,’ he says resignedly, ‘we cannot help them unless our paths cross. I must share with you a dream vision I had whilst the followers of Vile captured me. I saw a vortex hanging in the air, black and swirling. At the centre of the vortex was a pair of blood-red eyes looking across this island, seeking us out. It seems clear that we are being hunted. As for me, I will continue on to Nara; will you join me?’

Will you join Chigeru on the journey to Nara? Turn to
 139
.

Or decide not to compete with him directly and bypass Nara, heading directly along the road for Takahiri, the disreputable City of Bridges? Turn to
 289
.

362

Your blow connects with the swarm and it scatters in all directions, swirling backwards before reforming and coming back at you again in a livid cloud.

You have bought yourself a little time. Behind you, the heat of the fire at the mast grows hotter still, fanned by the breeze. Will you:

Leap downwind into the smoke to shelter from the hornets? Turn to
 201
.

Race for the side of the ship to dive into the sea? Turn to
 211
.

363

You wait until you are ascending a stairway before springing into action. You kick the samurai behind you who tumbles down the stairway, knocked out cold. The samurai in front of you whirls round.

You improvise a Teeth of the Tiger throw, springing to grab a wooden beam in the ceiling and trying to wrap your legs up and around his neck. His Defence against your attack is 6. If you are successful, turn to
 141
. If you are unsuccessful in your attack, turn to
 252
.

364

You are now free from the pursuing Komainu, and you catch your breath. Will you:

Continue your journey west to Iga? Turn to
 160
.

Return to where the woman was attacked by the Komainu? Turn to
 239
.

365

Divine Orchid guides you into a large room containing shelves of medical instruments and herbs, and Daon is lying on a futon in the middle of the room. He sits up a little at your approach, whilst Divine Orchid leaves to stand outside the doorway.

‘No words can express my gratitude for your help, my brother,’ Daon says, reaching out his right hand to clasp yours. ‘How is it possible you could have carried me so far?’

You reply that Kwon walked with you. You ask him how he is feeling.

‘Like half a mountain fell on me! I must remain here for a while yet to heal and recover my strength. I will not make it in time to Iga.’

You commiserate with him and say that you will make sure they keep the ship waiting for him.

‘No,’ Daon says, ‘do not. I got chased off this island many years ago, and I mean to take my time to leave it this time around, to finally be free of my past. You should go and become Grandmaster of the Five Winds, there is none more worthy.’

You tell him that you will avenge Aiko.

‘Only if you beat me to it. Once I get my strength back, I will find out who killed Aiko. I will tear up this island for answers if I need to.’

You remain quiet, your thoughts turning to the events of her death. Daon breaks the silence by asking you how many flags you have, and you tell him that you have two. Do you have the Flag of Nasaka on your Character Sheet? If so, there is nothing more to say but farewell, and you prepare to journey on. Turn to
 94
. If you do not have this flag, turn to
 50
.

366

The first mate falls to the floor dead beside his axe, his broken body pummelled by your blows. You may collect a shuriken if you used one.

The first mate’s personal effects hold nothing of interest, but there is a Brass Key on the chain around his neck, which you take with you (add the Brass Key to your Character Sheet). You exit back out to the lantern-lit ship’s corridor.

If you have already been to the hold where the oars are manned, you return straight there. Turn to 36
. Otherwise, will you:

Cross the corridor to the door with the snoring sound, assuming you have not been there already? Turn to
 248
.

Take the door at the end of the corridor? Turn to
 348
.

367

You drop down from the branches and continue along the trail.

Not long after passing the Bakemono patrol you see in the distance a golden-haired woman in ragged purple clothing, stumbling along the trail in the direction of the Mountains of Unlimited Devotion. She appears to be wounded by claw marks across her belly, which she holds to stop the blood from dripping out, and in her other hand is a staff to guide her faltering steps.

She has not spotted you, and so you dart into the forest undergrowth, whilst considering your next move. Will you:

Step out and speak a warning about the nearby Bakemono patrol as she passes? Turn to
 52
.

Grab her in case she makes a noise that alerts the Bakemono, and then warn her of the nearby patrol? Turn to
 72
.

Leave her to her fate and simply continue on once she has gone? Turn to
 86
.

368

You send a shuriken spinning out. At the last moment, as if sensing live food, the disgusting hulk surges towards you with its mouth agape. The razor-sharp metal flies into its jaws and catches in the slime of its throat.

You may deduct 2 from the creature's Endurance of 22. Take note for this fight that every time it manages to injure you, you may deduct 2 more from its Endurance from self-injury. Will you:

Perform an Iron Fist punch? Turn to
 262
.

Perform a Leaping Tiger kick? Turn to
 271
.

Perform a Dragon’s Tail throw? Turn to
 280
.

369

You are tightly bound in the net trap, and despite your tremendous frustration you cannot break free. The rope creaks as it swings, and you wonder if you can fight your way free when the Bakemono come to check their traps.

You do not have to wait long. A massive creature lumbers through the forest, its reek of decay evident even from a distance. It stops to peer toward you, sniffing. It exposes the yellowed tusks of its mouth in the semblance of a smile before it hefts a crude club – little more than a tree trunk stripped of branches – in its scaly hand. It slams its club repeatedly into you until you are little more than a gory mess. The O-Bakemono will eat you for its breakfast.

{ DEATH }
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370

You close your eyes and take a deep breath before leaping from rock to rock in the darkness, taking as much care as you can to avoid touching any gravel or making any other sound. At the end you land lightly on the wooden floor of the walkway leading to the inner residence. You head inside. Turn to
 356
.

371

You burst into a run, sprinting superhumanly fast for the nearby river and hurling yourself into it as several black shapes silently pursue you in the background. You use your breathing tube to take in air through the water whilst letting the current drag you downstream. After counting to one hundred, you pop your head out for any sign of pursuit, but there is none.

You drag yourself over to the mud of the riverbank and out, using a broken branch to cover your trail in the muddy bank in case of pursuit. You lose yourself in the wild scrubland as you take a circuitous route onwards to Nasaka, ever wary of further pursuit. Turn to
 393
.

372

You slam the reverencer of Vile on both sides of his neck and he staggers back in shock, before falling to his knees, hands in the air.

‘His submission is genuine,’ Chigeru calls out to you as he frees himself, ‘for these men are in awe when faced with a clearly superior power, but nevertheless his life is yours to take.’

Will you finish off the reverencer with a kick to the neck (turn to
 4
) or spare him on the condition that he tells you how he came upon your friend (turn to
 114
)?

373

You tell Daon that you will help him to safety before you consider any other course of action.

‘You would give up your chance to become Grandmaster in order to help me?’ Daon says.

You tell him that you will not have any more friends die on this island, and that you have not given up on your dream of becoming Grandmaster quite yet. You undertake a quick search of the area for Gorobei, hoping to find some help in lifting Daon, but you cannot find the big monk and it is growing dark. You head back to the ledge to find that Daon is unconscious. You raise him up on your back, using your body heat to keep him warm as you start to walk across the bitterly cold snow that you sink into up to the knees with each step. Your only consolation is that Daon’s body heat helps to protect you a little as well against the mountain’s biting chill.

You continue step after step long into the night, your breathing laboured, your legs leaden with the extra burden of weight, plodding through the Mountains of Unlimited Devotion in your desperate search for assistance for your friend. Turn to
 62
.

374

You leave Suma travelling west along the paved road, dressed as a simple traveller. Daybreak is soon upon you but you have little time to rest and eat – you stop only to drink some water at a nearby stream.

You journey on until the road skirts by the forest ahead and nearby you can hear the gushing River of Peace. You see a red kite fluttering high above the treeline, and you come to a halt as you spot a symbol representing a ninja painted in black on it. Could this be a trap for you, or a warning? Will you:

Continue along the road? Turn to
 8
.

Circumvent this part of the road under the cover of the nearby forest? Turn to
 412
.

375

You jog on, the north westerly trail emerging from woodland out into rolling hills, whilst the sun creeps across the sky above into the afternoon. The trail then fades away into dense forest, seeming to simply give up against the sheer weight of trees. Under the gloomy leaf canopy you begin to appreciate why this is called the Forest of Ashigaru, so named as the numerous thin trunks have the appearance of an army of peasant spearmen.

You gather some pears on journey and eat them on the move. Despite your extensive endurance training, your senses feel dull and tired due to your lack of sleep during your journey. A small gazelle bounds past you, and the forest birds start to chirp furiously. Perturbed, you climb a tree to look out over the woodland for any sign of danger. Less than half a mile to the north you see several fires, the flames fanned by the southerly breeze, smoke spreading out towards you.

You refuse to abandon your quest by heading back east, and so you have three choices. Will you:

Head south so as not to get caught in the fire? Turn to
 238
.

Head north to look for an opportunity to slip through the fires before they spread further? Turn to
 255
.

Continue heading west with all haste to outflank the fire? Turn to
 268
.

376

There seems to be one door in this corridor on your left and another at the far end. You listen at the near door but hear nothing. You open it a little and peer into the gloom. You can just make out a figure sleeping in a hammock on the far side of the room, alongside a cluttered wooden map desk. There is a telescope beside the shuttered porthole, and various nautical charts and instruments visible. You assume from the coin chest and personal effects scattered across the room that this is the quarters of the ship’s captain. Will you:

Sneak inside? Turn to
 65
.

Decide it is too risky and continue along the corridor to the door at the end? Turn to
 348
.

377

Your blow sends the horror crashing to the deck where it twitches in paroxysm. You stamp on its grinning skull head, smashing it, and its glowing red eyes fade to nothing.

None of the cowering sailors or awed samurai dare to challenge you in this moment, but you scarcely dare catch your breath. You look out to sea and spot the Catechism
 drawing closer. You demolish the ship’s wheel with three powerful kicks, which seems to awaken the crew from their stupor. They start to rush in but you run over to the side of the ship and leap into the waiting sea. Turn to
 303
.

378

You gather yourself for a moment, and then silently spring like a tiger from rock to rock in the darkness, taking great care to avoid touching any gravel or make any other sound.

You finish with a cartwheel and handspring, landing lightly on the wooden floor of the walkway leading to the inner residence. You head inside. Turn to
 356
.

379

‘Show me your orders,’ the samurai demands.

You advise that you have left them behind. Suddenly several other samurai are around you with their katana drawn.

‘Why would a samurai patrolling the city be required here mid-shift?’ the samurai says. ‘You are an imposter who will have to explain yourself further.’

As this is a contest and not a covert mission, you decide to throw yourself on the clemency of Daimyo Arai. Turn to
 170
.

380

You draw upon all your years of training in Acrobatics to keep your balance and stay on the ledge as the Komainu, claws raking for purchase on the snowy ground, falls down the precipice to land below. When you peer down you see that it has broken into a half-dozen pieces on the sharp rocks below, a black substance oozing out from its fragments. Turn to
 364
.

381

You run deeper into the Forest of Kami, so called by the locals as it is said that strange spirits dwell there. There are no spirits here, though.

Shuriken descend on you from all angles, and all the skill at your command cannot halt the metal tearing at your flesh. You do not even see the figure that comes up behind you to end your life with a sword blade.

You die screaming, and passers-by on the nearby road will continue to spread the rumours of angry kami making infernal noises deep in the forest.

{ DEATH }
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382

You come across an overgrown paved road and follow it west. Rin comments that there used to be a network of paved roads here in the west, before they fell to disrepair in the great civil war. Now the only civilisation that clings onto the west of the island is Iga.

You approach a humpback wooden bridge across a fast flowing river and see a tall figure resting there. Rin draws his katana, but you tell him to sheath it again – the figure is Gorobei, your fellow contestant.

He bears numerous lesions and cuts on his skin, and his white monk’s habit is dirty and torn in places, but he seems otherwise in good health. He claps you on your back in greeting, smiling and asking you how you have fared.

You tell him of your travels since the avalanche in the mountains and introduce your recent travelling companion.

‘We have been fortunate to make it this far,’ Gorobei says, ‘given the attentions of this mage and his schemes. Come, let us hasten to Iga.’

You, Rin and Gorobei journey on together, and soon you can see the city of Iga in the distance, the white sails of the spice ships visible in the waters beyond.

It seems you have one last distraction before you can reach the city. Your gaze is drawn south to a war band of six Bakemono. They spot you shortly after you spot them, and break into a run at you with their long knives drawn.

Gorobei claps his hands and cracks his knuckles in anticipation of the fight. ‘Let them come.’

Rin grimly draws his katana. ‘We are blessed with another chance to rid the world of evil.’

Two Bakemono run in on you, whilst Gorobei and Rin tackle the remainder. You can use a shuriken if you have one; their Defence is 5, and a strike will deduct one die from the 1st Bakemono’s Endurance of 6. Alternately, if you have the skill of Poison Needles, you may kill the 1st Bakemono outright as it rushes in.

In the following paragraphs, you may also ignore the third Bakemono listed in the following paragraphs, as Rin is already fighting it.

To fight the Bakemono will you use a Tiger’s Paw chop (turn to
 77
), a Forked Lightning kick (turn to
 87
) or a Dragon’s Tail throw (turn to
 97
)?

383

You tell Daon of your journey so far, but that you do not know the fate of Chigeru or Gorobei.

‘Last time I saw Aiko was when we left Suma,’ Daon says, ‘There have been too many coincidences on this journey – including an ambush by monks of the Scarlet Mantis who were waiting for followers of Kwon. Someone has orchestrated all these problems against us.’

You can only agree, and you hope to get a chance to settle the score.

Daon paces restlessly like a caged tiger. He says you should grab some rest from your ordeal against the hornets, and that he will keep watch as you wait for the others. You sit cross-legged and fall into meditation. You feel Kwon’s gaze upon you in this crucial trial, uplifting your dejected spirit and easing the weariness from your limbs. You may restore 1 point of Inner Force, and restore 2 Endurance.

After a while Daon calls out and you shiver as your spirit re-enters your body, your eyes snapping open. You see another traveller upon the road. It is Gorobei, his tall and muscular frame marking him out even from a distance.

Your meeting with him is a sad one; Aiko’s death weighs heavily on you all as you tell him of what happened.

‘I should have known something was wrong,’ Gorobei says, fists flexing in impotent anger. ‘I have never known so many difficulties on these roads!’

You wait for a while, hopeful to see the small frame of Chigeru on the horizon, but as the sun creeps across the sky your fears for your missing fellow contestant increase.

‘Last we knew he was headed for Nara,’ Daon says. ‘Maybe we should head back there to look for him?’

Gorobei shakes his head. ‘He could be anywhere by now, even ahead of us. We have to keep moving west for Iga.’

You and Daon reluctantly agree that nothing can be done for Chigeru. You take the opportunity to turn your ninja costume inside out so that the white material is now showing, hoping to appear better camouflaged in the snowy peaks ahead. Daon raises an eyebrow at your new attire but says nothing. Soon all three of you set off west towards the Mountains of Unlimited Devotion, leaving Aiko’s grave behind you. Turn to
 338
.

384

The Bakemono chieftain falls, its body broken and bloodied. You conduct a quick search of its possessions, but find little that interests you; raw meat, a candle and some gold jewellery. You have no need for gold as it has little use on the Island of Tranquil Dreams.

Suddenly a clutch of arrows whiz in at you. If you have the skill of Arrow Cutting, you catch one arrow and hurl it back at the archer in one smooth motion. If not, you must deduct 2 Endurance points as the arrow grazes your shoulder.

If you still live, the grunts and shouts from Bakemono indicate that they have been alerted to your presence. You hurry under the cover of the forest and hasten on as the sounds of pursuit recede. Turn to
 375
.

385

The woods are silent and become shrouded in a light mist as you advance, setting your nerves on edge. There is no sign of life here beyond the trees themselves. You continue, and you tense as you see unusual shapes in the mist, until you realise they are structures and not creatures. You have entered an ancient woodland burial ground, with scattered empty wooden lantern holders and grave markers. Some tombs are marked with kokeshi – wooden dolls placed on the graves of children to keep them from harm in the afterlife.

You snap into a defensive stance as a figure materialises in the mist before you. It is a woman with silver hair, bearing an axe staff, and with an iridescent green ball of light dancing on her fingertips.
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‘You have strayed from the safer paths, ninja,’ she says, ‘and ended up here in this place whose name has been lost to history, just like the corpses that adorn it. I have felt the presence of a Deathmage stirring on this island, his dark magic stalking you.’

You ask her who she is.

‘My name is Silver. I came here an outcast from my temple, alone and dying, but I made a pact with the spirits in this place that I would stay with them and they saved me. If you wish to escape this place unharmed, I would offer you a trade – a little of your life force in exchange for your safe passage from this place.’

You ask what would befall you if you refuse.

‘Oh, no harm would come from me. However, the spirits of this place will bear no other’s presence. A little of your power would help me to break free of their enchantment, and with that same freedom I could ensure your own. You must decide quickly; the spirits start to rouse.’

The mist begins to flow and form in strange ways, as if many invisible things are passing through it. If you have a point of Inner Force left and wish to accept the offer, turn to
 237
. If you have no Inner Force left, or do not wish to accept the offer, turn to
 254
.

386

‘More likely you just came from one of the city’s pleasure houses,’ the samurai laughs, ‘but I will not risk offending Daimyo Jikkyu over it. You will be escorted to the banquet hall.’

Two samurai step forward, and you follow them through the outer gate, into the main courtyard that is patrolled by samurai and guard dogs, and then on through the inner gate to the castle itself.

You are led up the stairway in the castle. Will you:

Try to knock your samurai guard unconscious? Turn to
 363
.

Continue to follow them into the banquet hall? Turn to
 415
.

387

You start to leap from rock to rock, but you cannot balance on the thin edges of some and you stumble onto the gravel. One of the ronin hears you and steps nearer with his lantern raised. You know you are discovered and beat a hasty retreat back into the outer gardens and the darkness, the alarm being raised behind you as a gong is struck repeatedly.

You have failed to infiltrate the residence of Singing Wind, and as you retreat back outside you see no trace of Singing Wind or your competitors, who must have gone another way. Despondent, you decide your only option is to try for another flag elsewhere. Will you:

Leave Lemné along the northern road to the castle at Suma? Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara? Turn to
 177
.

Try to avoid further competition and leave Lemné cross-country, heading west for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

388

You make your way silently and the sound of chanting grows louder, reaching fever pitch. It comes from behind a door to your right. Another door stands at the far end of the corridor. Will you:

Enter the right door? Turn to
 93
.

Continue on to the far door? Turn to
 348
.

389

As you connect with the figure of the mage his eyes vanish and his form breaks apart. The swirl of droning insects spirals out towards you. Your first instinct is to leap back, yet behind yourself you feel the heat of the gathering fire. Will you:

Leap downwind into the smoke to shelter from the hornets? Turn to
 201
.

Race for the side of the ship to dive into the sea? Turn to
 211
.

Launch yourself into a Leaping Tiger kick against the swarm? Turn to
 221
.

390

You stand and demand that the Master give you another chance.

‘No,’ he says, ‘it must be the same test for all the trialists, for that is the only fair way.’

You begin to argue, but he holds up a hand to silence you, and you somehow find yourself unable to speak at the power of his simple gesture.

‘You have had several chances already on this island,’ he says, ‘and you have squandered them.’

You feel that you have offended this powerful figure. Apply −1 to your Fate Modifier until you are told otherwise.

You leave Nasaka as quickly as you can, and thankfully your power of speech returns. Turn to
 285
.

391

You freeze as you detect danger on the forest floor – a series of net traps hidden under foliage, likely left by the Bakemono tribes. You carefully step around them. Soon you emerge from the forest, knowing that little now stands between you and the city of Iga. If you are travelling with an associate, turn to
 382
. If you are not, turn to
 354
.

392

You fight bravely, but more ronin join in the fight and the odds quickly become insurmountable as they hack at you remorselessly with their swords until you fall.

At least you will be remembered, for this room of the Daimyo of Lemné will be forever named ‘red ruin’ after you, and it is said that no matter how hard the wooden floor is scrubbed your blood will still stain it.

{ DEATH }
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393

You continue on west as a light rain shower begins, crossing a bridge over the River of Peace where blossoming cherry trees overhang and scatter their pink blossom on the road. It occurs to you that it is a little early in the season for them to bloom. From whatever cause, the ambience is more melancholic than peaceful.

You approach to see a small plaque made of steel set into the paved road saying:

‘This commemorates the battle of the Broken Katana fought during the Black Lotus Rebellion, where the rebellion won a great victory against the forces of the Black Emperor. May the fallen never be forgotten.’

You look around wondering where the battle was fought, and surmise it must have somehow involved the bridge. Even your finely honed senses do not detect the hidden danger in this area. You must make a Fate Roll. If Fate smiles on you, turn to
 75
. If Fate turns her back on you, turn to
 188
.

394

The katana falls to the ground and the blue glow fades from it.

The samurai of Eo looks up at you apologetically. He produces a bandage and applies a field dressing if you need it – you may regain up to 2 points of Endurance.

‘My name is Enomoto,’ he says. ‘I left my duties guarding the shrine of Eo in the wilderness to undertake a holy pilgrimage of fasting and meditation. I stayed here in the post station overnight but my katana had been moved in the room when I awoke. Someone must have ensorcelled it, but I do not understand why your presence set it off.’

You tell him it is just your luck at the moment.

He offers to buy you meal and board at the post station until you recover, but you decline, saying you have to travel on as you do not have much time. If you already have two flags then you bypass Takahiri, since you have all the flags needed for the trial, and continue west. (Turn to
 85
.) Otherwise you head for the city of Takahiri. (Turn to
 195
.)

395

You look around the shrine area for signs of further footprints, but there is only smooth snow. Instead, you call out to see if any priests are nearby to help Sarissa, and as your shout echoes across the mountains you see a white-bearded priest in a green cloak making his way along the mountainside. You jog over to him and explain that you have returned the sword, and that Sarissa is dying.

‘I will seal her wounds so that she may live, but will not heal her,’ he says.

You start to thank him, but he holds up a gnarled hand to forestall you. ‘I only do this so that she can serve a warning to others about stealing the blessed artefacts of the Oakfather.’

You lead him to Sarissa and he binds her wounds as promised before disappearing into the snow to check on the missing Komainu. After a short while her strength returns and she stands, her movements stiff and hesitant.

‘You have my thanks, stranger,’ she says. ‘If you ever need a friend in Nasaka, you can ask for me at the Broken Cup sake den.’

You advise that you must continue your trek west with all haste on an urgent mission.

‘Then you may come across a friend of mine called Rin of the Three Blades,’ she says, ‘who entered the Forest of Ashigaru with a patrol of samurai. If you see him, give him this and he will help you.’

She tosses a small pair of Ivory Dice to you – add them  to your Character Sheet.

You continue on west, trying to make it to Iga in time. Turn to
 160
.

396

You awaken abruptly. You are on a futon in a small room illuminated by daylight from a small window in the sloped wall. Above you hang bamboo strips marked with words bearing testimony to the creed of Eo. You realise that your wounds have been healed and your spirit feels at ease. Restore up to 12 lost Endurance and 1 point of Inner Force.

The beads of the doorway part as a young woman enters and bows before kneeling beside you. She is a priestess in golden robes bearing the symbol of Eo, god of Peace and Weal.

‘Welcome, disciple of Kwon,’ she says pouring you some warm tea. ‘Normally only those of Eo’s pure faith are permitted here, but in a vision I saw Kwon’s emissary outside, and I beseeched the Head Priestess to send a search party out into the storm. This is the Great Temple of Eo, the greatest wonder of our island, and you are safe here. My name is Divine Orchid.’

You thank her for helping you, and take the proffered cup of tea. The warm liquid soothes your parched throat. You both stand and you ask if Daon still lives.

‘The most esteemed of my order gave sanctified ministrations to him throughout the night, and through blessed Eo your friend will now live. Before you see him though I must know of the evil that stalks you. Recently I have felt a malevolence coalescing in these peaceful mountains, heavy and dark like a lodestone, drawing all the shards of evil from their deepest holes out onto the surface.’

You say that you know little save for that many attempts have been made to kill you and your fellows, and that an unknown mage appears to be responsible.

‘At least for the moment it appears that this mage has overreached himself,’ Divine Orchid says. She parts the beads in the doorway and asks you to follow her to see Daon. Turn to
 365
.

397

You journey west, keeping under the cover of the forest where possible to avoid being seen. On the few instances where you venture out of the woodland you see smoke from distant campfires, likely Bakemono.

Your thoughts turn to your imminent arrival at Iga, and the end of the trial. You are close to your final goal now.

You pass a huge stone carving in the likeness of a Bakemono that is overgrown by forest vines. You surmise that it may have some sort of religious significance to the tribes of the area. Do you have the skill of Picking Locks, Detecting and Disarming Traps? If so, turn to
 391
. If not, turn to
 402
.

398

Your fist explodes towards the first mate’s face in a blur of motion.

FIRST MATE

Defence against Iron Fist: 6

Endurance: 13

Damage: 1 Die + 2

If you have killed him, turn to
 366
.

If he is still alive, he hefts his axe at you in a downward chop. Your Defence against this attack is 8.

If you survive you may either try a Forked Lightning kick (turn to
 403
), a Dragon’s Tail throw (turn to
 416
) or another punch (return to the top of this paragraph
).

399

You follow Nao through the shadowy alleys of the city’s streets, well away from the lamplight, heading for the palace. You ask him why he wears a bright red sash that marks him out if he wants to go unseen.

‘So that the common people will know me to be one of the Bakuto syndicate,’ he says. ‘I was once one of the guards of the Daimyo until I left, sickened by his excesses. The Bakuto syndicate took me in and trained me in infiltration. What about you, what is your background?’

You tell Nao that you are a thief for hire, paid to embarrass the Daimyo by taking his most prized flag.

You reach the stone wall outside the palace. Nao uses his grappling hook to climb the wall, and you follow him up the rope. You steal across the luxurious gardens towards the lavish lotus-leaf structure of the Palace of Grasping Stars, with its delicately carved exterior of people cavorting in a river. You notice that more than half of the building remains unroofed and unfurnished.

‘This place is like a parasite on the city,’ Nao mutters, ‘stealing all the wealth to build this wasteful monument to folly.’

Two samurai in blue-lacquered armour are overseeing a group of commoners wash their hands and feet, and gargle in a marble fountain in a purity ritual.

‘These poor fools are going to be the blood sacrifice,’ Nao whispers.

Nao sneaks over to a river coming out from a small cave and crawls his way inside. ‘I’ve received word this will lead us directly to the sacrifice room.’

You follow him in. Turn to
 183
.

400

You hasten along the road to Takahiri which continues over a series of bridges and small fords. On either side of the road the rice paddies give way to uninhabited swampland, with bushes and ferns constantly encroaching on the road. You occasionally spot snakes, frogs and other marsh creatures in the murky water.

The hours of your trial march on. You pass a few pilgrims, but beyond an occasional greeting none of them pays you any particular notice. You find yourself passing a post station where travellers can rest for the night and get a hot meal.

Outside is a samurai of Eo, dressed in gold lacquer armour, practising some moves with his katana. As you walk nearer the blade suddenly shines with a light blue light.
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He shouts at you from behind his metal helmet mask. ‘Watch out! My blade has taken a mind of its own. By my ancestors, it wants to attack you!’

He swings it in the air in jerks, as if controlled by invisible strings, and struggles against his own sword.

Will you:

Try to wrench away his sword with an improvised Whirlpool throw? Turn to
 164
.

Try to topple him with a Dragon’s Tail throw? Turn to
 190
.

Run on and leave him to his fate? Turn to
 417
.

401

You hurl a shuriken at the ronin. It embeds in his face and he falls clutching at it with an ear-splitting scream. The last remaining ronin comes over to investigate, but from further along the walkway another four ronin appear, katana drawn. You know that they will soon find the bodies and increase their patrols, and you silently curse your rashness as you fall back, unable to collect your shuriken.

You have failed to infiltrate the residence of Singing Wind, and as you retreat back outside you see no trace of Singing Wind or your competitors, who must have gone another way. Despondent, you decide your only option is to try for another flag elsewhere. Will you:

Leave Lemné along the northern road to the castle at Suma?
 Turn to
 167
.

Leave Lemné along the southern road to the ancient city of Nara?
 Turn to
 177
.

Try to avoid further competition and leave Lemné cross-country, heading west for Takahiri (the disreputable City of Bridges) or Nasaka (the capital city)? Turn to
 187
.

402

There is a whoosh, and a flurry of twigs and earth beneath your feet. A net trap closes in tightly around you and lifts you up to swing helplessly from a high tree branch. If you have the Escapology skill, turn to
 23
. If not, but if you are travelling with an associate, turn to
 117
. If you do not have the Escapology skill and you are travelling alone, turn to
 369
.

403

You avoid the first mate’s vicious axe swing and then launch yourself forward, your foot driving towards his abdomen and then his throat.

FIRST MATE

Defence against Forked Lightning: 8

Endurance: 13

Damage: 1 Die + 2

If you have killed him, turn to
 366
.

If he is still alive, he comes at you with his axe in short criss-cross swings. Your Defence against this attack is 9.

If you survive you may either try an Iron Fist punch (turn to
 398
), a Dragon’s Tail throw (turn to
 416
) or another kick (return to the top of this paragraph
).

404

‘You are wise indeed,’ the Master says, tapping his bamboo cane against the base of the stone bench. You marvel to see it emerge with a flag on the end of it.

The flag itself is white with a gold trim and bears the symbol of a black war fan on it. You stand as he holds it out to you, and you tuck it into your belt. Note on your Character Sheet that you have the Flag of Nasaka.

‘You have many tests yet ahead of you to become a Grandmaster,’ he says, ‘but you have shown a level of enlightenment that may yet prove you to be worthy. Should you undertake the final test at the Temple of the Rock, remember to say both what is right and what is in your heart.’

You bow to the Master of the Unseen, grateful of the wisdom that the grandmasters have imparted to you throughout your training on the Island of Tranquil Dreams. You take your leave. Turn to
 285
.

405

You desperately draw upon your inner reserves of power, surging free from the webbing with a cry of force (deduct 1 Inner Force point). You use an Iron Fist punch against the Jorogumo who bats it away with one of her eight legs, but she is momentarily startled that you have escaped her webbing. Will you:

Make a dash straight for the Daimyo’s flag? Turn to
 7
.

Hurl your flash powder into the nearby shrine brazier? Turn to
 46
.

Throw a shuriken (if you have one) at her head and follow it up with a Leaping Tiger kick? Turn to
 76
.

406

You manage to grab onto a rock at the brink of the precipice as the Komainu falls over the edge and smashes into the rocks below, breaking into a half-dozen parts. A black liquid oozes out from the fragments across the snow. Turn to
 364
.

407

The glare is blinding atop the mountain. Both you and Daon launch flying kicks at the mage just as he finishes his spell, and there is a tremendous flash and thunderclap. You are thrown backwards, tumbling head over heels.

A tremendous rumble accompanies a great cascade of snow from the mountain peak, sweeping away everything before it including you.

The snow strikes you, suffocating and overpowering. If you do not have the skill of Escapology, roll three dice and deduct this from your Endurance. If you do have the skill, you can keep your body supple despite the pummelling snow and roll two dice instead.

If you still live, turn to
 108
.

408

You slip a needle onto your tongue and close in on the Bakemono. It readies its spear, but when you are a few paces away you spit out your dart. The spiderfish venom does its work immediately, sending the brute crashing to the ground where it twitches for a few breaths before lying still. You waste no more time and continue on along the trail before any nearby Bakemono are alerted. Turn to
 375
.

409

The Komainu sinks a claw into your right thigh, pulling you down as it falls. You drop onto the jagged rocks far below, your body as broken as the stone creature below you. Your blood mingles with the black ooze from the smashed Komainu, a curious sight for any travellers who may pass this way and wonder what happened in this isolated part of the Mountains of Unlimited Devotion.

{ DEATH }
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410

You are in the first level of the Daimyo’s residence, which opens out into a marble hall bedecked with paintings and tapestries. There is a spiral cherry wood stairway at its centre leading up to the higher floors.

An old man in grey clothes marked with arcane symbols totters over to you, asking you to remove your shoes before you step any further into the hall of artful contemplation.

You do as requested and advise him you have been ordered to the higher levels.

His eyes widen. ‘Surely you don’t mean the fifth? That area is forbidden to all until the Daimyo’s first swordsman arrives to deal with the Jorogumo.’ Turn to
 246
.

411

You must make a Fate Roll to see if you can traverse the rock garden without making any noise on the gravel. If Fate smiles on you, turn to
 370
. If Fate turns her back on you, turn to
 387
.

412

You step off-road into the shade of the forest. The warble of birds and the rustling of leaves in the wind are the only sounds around you. You creep onward, darting from tree to tree, senses straining for anything amiss. You detect nothing, although your skin prickles with anticipation. You are now near the kite but under the cover of the woodland. You think you detect slight movement at the corners of your vision, shadowy forms edging closer to you.

If you still have your ninja equipment, will you run to the nearby River of Peace and swim downstream, using your breathing tube to keep underwater? Turn to
 371
.

If you do not, or choose not to, will you race deeper into the forest to lose your pursuers? Turn to
 381
.

413

The samurai have no time for a ninja, for that is what they take you to be once they search you and find your equipment. They march you to the city prison where you are chained and await trial. You do not sit that long though, for a group of four reverencers of Vile arrive in the city the next day and hear of your exploits. They pay the jailor to look the other way whilst one of them beats you to death, an ignoble end at the hands of those who worship Kwon’s enemy.

{ DEATH }
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414

‘No,’ the Master says, ‘sometimes the best answer is no answer. How can one rank wisdom, truth and understanding when they are so interdependent on each other? The flag of Nasaka will not be yours, you must go now.’

You struggle to overcome your sense of disappointment and frustration. Will you:

Leave as instructed and head out of Nasaka? Turn to
 285
.

Demand that the Master give you another chance to prove yourself? Turn to
 390
.

415

You are led to a double doorway outside the banquet hall, where a samurai captain in green lacquer armour and another in grey lacquer armour stand guard. The samurai guards with you explain your presence by the information you gave to the gate guards.

‘This one is not one of ours,’ the captain in the grey lacquer armour says.

‘Nor ours,’ says the other. ‘It seems that we have an imposter.’

You think about fighting, but you have four samurai surrounding you with their katana now drawn, and you decide to bide your time since you and Daimyo Arai have no reason to be enemies. Turn to
 170
.

416

You slide across the wooden floor to wrap your legs around those of the first mate, hoping to use your momentum to send him tumbling.

FIRST MATE

Defence against Dragon’s Tail: 7

Endurance: 13

Damage: 1 Die + 2

If you have thrown him successfully you may either use the Iron Fist punch (turn to
 398
) or the Forked Lightning kick (turn to
 403
) adding 2 to your Kick or Punch Modifier and damage for this attack only, as he struggles to recover his balance.

If you have failed to throw him, he swings his axe at your midriff. Your Defence against this attack is 6.

If you are still alive you may use the Iron Fist punch (turn to
 398
) or a Forked Lightning kick (turn to
 403
).

417

You hurry away from the golden armoured samurai, not wishing to get involved in his struggles. A moment later the katana flies unbidden from his hands.

Do you have the skill of Arrow Cutting? If so turn to
 60
, if not turn to
 96
.

418

You hurry back onto the deck, into the cold night air. From below decks you can hear a disturbance as the freed slaves come into contact with the sailors. A samurai guard crosses your path, rushing towards the hatch; you sweep out his legs, using his momentum to propel him face-first into a crate. You move upwind and toss the clay flask against the mast where it breaks, using your flints to set it alight. On this signal, the Catechism
 should start its sail out of Iga harbour.

The sailors on the deck panic as they see the gathering blaze, some calling for archers, some running to fetch barrels of water or sand, and some running in to tackle you. You explode into motion, twisting your body to lash out with both foot and fist at once, flooring the nearest two sailors, then make with all speed for the side of the ship. You have barely gone three steps when a terrible buzzing sound stops you cold. Hornets swarm forth seemingly from nowhere, coalescing in the air before you. Your skin crawls as the cloud settles as though alighting on the flesh of an invisible man. Then bloodshot eyes snap open within the cloud and you know you have seconds to move.

You gamble that the figure can be wounded at all and rush to the attack before the mage can cast a spell. Will you use:

A Tiger’s Paw chop? Turn to
 37
.

A Winged Horse kick? Turn to
 43
.

A Teeth of the Tiger throw? Turn to
 51
.

419

The Pit Feeder collapses to the ground, jerking in its death throes before finally lying still.

If you arrived here with an associate, turn to
 11
.

If you did not, turn to
 105
.

420

The Catechism
 slips through the dark waters at night, speeding towards the Island of Tranquil Dreams. You stand pensively at the prow and turn your thoughts to the final trial to prove yourself worth of the title ‘Grandmaster.’ You are to face your fellow contestant Gorobei in single combat, and then face a further test, the nature of which is secret to initiates.

The waves rise and fall all around, crashing against the hull of your ship. You think of the considerable hardships you have endured to come this far and the contestants – the friends – that you leave behind.

No one can doubt that you have proven yourself beyond all expectations. Some speak that you may even surpass the Grandmaster of the Dawn one day. Your thoughts turn to Naijishi, your foster-father, and how proud he would have been had he lived to see this day. You still feel his loss keenly, a wound that may never heal. You vow that you will confront Yaemon and any other evil that sets itself against you and your brethren.

You know that your time is coming.


Continued in the Way of the Tiger 1: AVENGER!

‘I will vanish into the night; change my body to wood or stone; sink into the earth and walk through walls and locked doors. I will be killed many times, yet will not die; change my face and become invisible, able to walk among men without being seen.’

This is the covenant of a ninja of the Way of the Tiger, taught to you by your slain foster-father Naijishi. Before you were ever known as Avenger, before your quest for vengeance would change the world of Orb, you were to face great evil in the idyllic Island of Plenty.

You are the youngest of five Initiates of the Inner Circle challenging to become Grandmaster of the Five Winds. Your journey will lead you from ancient cities, across towering mountains, and into wild forests. There is evil stirring in these lands, determined to destroy you and your allies, and it shall turn your challenge into the greatest ordeal you have yet faced . . .

THE WAY OF THE TIGER is the role-playing adventure classic now revised and expanded for today. You choose the skills and martial arts moves to defeat your enemy, gaining knowledge and honing your abilities to use in further books.

Are you ready for the Way of the Tiger?
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