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conditions.

Encounter information (NPCs, combat encounters, 
treasure, etc.) will be prefaced with a symbol, followed 
by descriptive text and/or game attributes:

  - a Shuriken symbol denotes a potential 
combat encounter. This information will include 
weapons possessed by the opponent with the name of 
the weapon and the opponent’s skill level (e.g. Yari +3, 
Katana +4). Any treasure carried will also be noted.

  - A Torii indicates non-encounter information, 
such as a skill roll.

  - A Character symbol indicates important 
GM  information, which will generally be unknown to 
players.

Characters
Any character type can play in this adventure. A 
balanced party is suggested. There is a good mix of 
combat, stealth, and thought involved in this adventure.

Journal entry Shimazu Hironari
   It is with sadness that I write these words. Our 
province is in the eye of the dragon. It remains to be 
seen if we will be clenched between its mighty jaws.

While some may argue that we are in a time of 
prosperity, I fear that they are looking with closed eyes. 
It is true that our province has become wealthy from 
the trade brought by the river mouth. But this wealth 
is also our curse. We are surrounded on all sides by 
Daimyo who want what we have.

While open warfare has not happened, I do have 
reports of skirmishing of border lines. As well as a 
sudden increase in bandits. Many of whom appear 
to be very well trained. I fear that they may be our 
enemies’ forces entering our land and causing dissent. 
However my advice is ignored.

The nobles, many of them young, are more interested 
in the many events at court than with the intelligence 
of the region. In fact a young lady is on a journey here 
to be wed to one of our gallant young men. They say 
he is handsome but I do not believe I have met him. 
She is traveling with minimum security. I advised a 
show of strength could be important to those spies 
watching. Not to mention added protection to the young 
lady. They said they didn’t want to alarm her. I do hope 
nothing happens to her.

Magistrate Shimazu Hironari

Introduction
The Abduction is an Action! Ready adventure for two 
to six characters at the Cinematic level. 

This is the first in a series of mixed-party adventures 
set in feudal Japan. It can be used in a fantasy or 
historical setting, the choice is yours. Subsequent 
products will provide more detail about the Han, as well 
as key personalities and geo-political situations. Any 
changes made to this PDF product will be provided free 
of charge to legitimate purchasers.

Before Play
Action! Ready means this adventure was designed 
using the Action! System Core Rules (A!SCR), 
but the rules are not included. The A!SCR can be 
downloaded free of charge from the Action! System 
Web Site. GMs are advised to download the various 
official extensions available there as well. These 
extensions provide additional tables and variant 
mechanics that may appeal to a particular setting. 
Additional books that would aid in the playing of this 
adventure, but are not required, are Sengoku & Shinobi 
Ryu. Both are published by Gold Rush Games™ and 
are available at RPGNow.com.

The GM is strongly advised to read the entire 
adventure thoroughly to become familiar with its 
nuances, and to aid smooth game play. If you should 
have any questions about this, or any other Infinite 
Realities product, be sure to visit our Development 
Web Site. Once you register, you may access the 
forums, and ask any questions about our products that 
you wish.

Information intended to be read to players will be 
contained in a box, separated from normal text. 
GMs should always feel free to alter this text to fit 
their game/campaign setting or changing adventure 

http://www.action-system.com
http://www.action-system.com
http://www.rpgnow.com
http://forum.infinite-realities.com
http://forum.infinite-realities.com
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Background
Long ago a small family aided the emperor in battle. As 
recognition for their brave deed the family was granted 
a small Han. At the time the Itoyanagi Han was of little 
importance, but it had one important feature. It has 
the only river mouth in the region. All trade by Han’ei 
river must past through Itoyanagi and a toll paid. The 
surrounding Hans are much larger and have been most 
unhappy with the arrangement. But the decree had 
been an imperial one and to openly go against it would 
result in the imperial magistrate, or worse, the army, 
coming down upon them.

So the rival Hans act in secret using Ninja and bandits, 
political maneuvering, and intimidation where they can. 
Into this maelstrom the characters find themselves 
willing or unwilling participants.

Plot
The Abduction is a search and rescue adventure. A 
young lady was on her way to the Han to marry a local 
minor lord when she was kidnapped from a tavern one 
day’s ride from the capitol. While the marriage was to 
be a minor one, it will still bring shame upon the Han 
for letting the bride be kidnapped. If she dies, Itoyanagi 
Han will never be able to recover from the shame. The 
Han has to act quickly and forms a party to go after the 
bride. 

The party picks up the trail at the tavern where the 
bride was abducted after meeting with some local 
officials further to the south. The trail will lead them 
to a cave as well as a large Temple. There are some 

potential allies along the way . 

Involvement
Sometimes it can be difficult for the 
GM to get the players interested 
in doing an adventure. If you or 
your players are running short of 
ideas then here are some to toss 
around the table. These ideas are 
by no means the only reasons that 
characters would take the mission.

Adventure: A normal life is not 
for them. The PCs want to see 
the world, make a name for 
themselves or rise up in the ranks 
of their respective professions. For 
that they need money and glory. 
This mission offers an opportunity 
for some recognition.

Duty: Not usually a favorite. But 
there are times when players who 
have taken Samurai have to be 
reminded that a Samurai serves, 
especially if it is at the will of his 
lord or this is his home Han.

Mercenary: Time is important 
and good people are needed. The 
Han is willing to pay for it. Ronin 
characters can find work for this 
mission as can Shinobi’s in this 
manner.

Shinobi: The Han keeps a small 
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Ninja force in it’s employ. A Ninja player can choose 
to be one of them and take the mission as a matter of 
honor. The leader of the Ninja is distressed as he feels 
that he should have learned of the plot.

Rumors
The game begins at a tavern close to the south of 
where the abduction took place. While there, the PCs 
can learn the following rumors from the locals.

• The bandit known as Shuuen was 
responsible.

• The Han is doing well economically, but it 
has attracted enemies due to the trade toll 
on the river.

• Bandits have been very active over the last 
year.

Maps
It is the characters’ responsibility to map the various 
locales that they encounter.  For players, a pencil 
and normal graph paper found at any stationary or 
department store works fine. It is not recommended 
that players be shown the GM map as that can show 
them hidden doors and other areas that you may not 
wish them to see. Using the free CC2 map viewer will 
allow the GM to show the players select portions of the 
map as needed.

It is also recommended to have the players establish a 
default travel order. It is up to the players to convey to 
you the GM what order in which they will be moving. If 
you get a default at the start of the game then anytime 

they fail to state an order you can use it. Be sure to 
tell them that is what you are doing to prevent any 
misunderstandings.

Climate
The game is set in Summer, but this is more an 
aesthetic choice than anything else. If you wish to play 
in a different season then it is easy to do so. In the 
Fall the trees are losing their color and their leaves are 
falling. Winter is reasonably mild in the Han with only a 
few inches of snow over the season.    

The Adventure

1. The Swimming Rabbit

The Swimming Rabbit is a well know inn in a fishing 
village east of the mouth of the great river Han’ei. 
It is owned and run by an elderly couple. They hire 
several of the local girls between the ages of 13 to 
23 to help serve customers and to help with general 
cleaning duties.

Later in the evenings after he has sent the 
girls home the owner allows a few of the better 
prostitutes in the area to ply for customers. He 
receives a share of their profit and allows them 
to use the rooms overnight. His wife is not overly 
thrilled with the situation, but they have not had any 
violent incidents and the extra money has certainly 
helped them out in times of need.

A separate passage leads to the rooms. Each room 
is designed to hold two people and are all private. 
The owner has been thinking of having a large 
boarding room built out back, but he is worried that it 
will bring a lower level of clientele.

The inn itself is a one story building, with a common 
room where meals are served and a small kitchen 
where basic rice and seafood dishes are prepared. 
As a hobby the owner makes Sake which he sells as 
the house brand. 

On the outside of the building is a small stables 
large enough to hold five horses. He hires two local 
brothers to tend to the horses and keep the stables 
clean. His wife does most of the cooking and sees 
to the hired help. She is also a good seamstress 
and can do repairs and make clothes. She does a 
fair trade on repairs for merchants travelling through 
the area. 

The characters are at the inn to meet with a 
representative who is there to brief them on the 
current situation.

You arrive at the Yado [Inn] around noon. The 
road has had a constant stream of people. Monks, 
merchants, peasants, samurai and even the 
occasional shukuba-joro [prostitute] have travelled 
back and forth. The Yado itself is a strong looking 
wooden structure. 

There are several men standing outside talking 
quietly. They pay you little heed as you pass them. 
Near the stables are two large men. Both carry 
Katanas sheathed at their side and they watch you 
warily.
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Entering the Yado you hear the constant muttering 
of voices. The place is almost filled to capacity. 
Men and women from all the different castes are 
talking and enjoying a meal. You move inside when 
a man approaches you. He is wearing comfortable 
travelling clothes. But there is a hard edge in his 
eyes. He bows slightly.

“You are here to meet with my employer. 
Please follow me.” The bodyguard leads 
you over to a private area on the far 
side of the Yado. A small man is sitting, 
leaning against a small table. He bows to 
you and smiles.

“Please sit. I am happy you have chosen 
to come here.” He motions to the owner 
who hurries over.

“Yes sir?” The owner says bowing.

“Tea and Sake for my guests. Once 
you have delivered it we are not to be 
disturbed.”

The owner nods and hurries away. A 
couple of minutes later a young serving 
girl brings the drinks over. He waits for 
her to leave before he begins.

“I have much to say, any questions you 
have I will be happy to answer at the end. 
Yesterday a young lady was abducted 
from a Yado a days distance from here. 
She was the daughter of a minor lord of 
a nearby Han. She was journeying here 
to be wed to a noble of this province. 
The situation has caused our Han to lose 
face. We do not know if she is alive or 
dead. But we must try and find her. Time 
is important and we need people of your 
individual skills.”

At this point you can use the reasons for characters to 
do the mission as previously stated the Introduction. Or 
the characters may have their own reasons for doing it. 

Answers to some of the questions the characters may 
have:

• Who is he? He is an information gatherer. A liaison 
between the Lord of the province and the characters.
• Why are they receiving the mission in this 
manner? It is not common knowledge that the bride to 
be has been abducted. If the characters can recover 
her unspoiled then so much the better for everyone.
• Is there any cash? Yes he has been given 1000 
silver to split amongst the characters for expenses and 
they are permitted to keep anything they get from the 
mission.
• Who is responsible? He does not know.
• Where is the other Yado? It is one day’s travel North 
of their current location, in another fishing village. It 
has been placed under guard awaiting the characters 
arrival and they will not be able to miss it. It is called 
the Crying Cherry Blossom. Once they have accepted 
the mission he gives them a seal to show the guards at 
the Crying Cherry Blossom.
• Was it ransom? That option has not been ruled out. 
But no demands have been delivered.
• Is it political? That is a very real possibility. 

From here the characters can spend the night in one of 
the rooms or head off. If they stay and question any of 
the patrons they will learn nothing. No one there knows 
anything about it.

The journey to the Crying Cherry Blossom is 
uneventful. They pass many travellers; Monks, Sohei, 
Samurai. On the side of the road are vendors and 
prostitutes wanting to sell their wares or their bodies. 
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2. The Crying Cherry Blossom

The Crying Cherry Blossom is located in a small 
fishing village farther up the Han’ei. As you 
approach the inn you can see that it is closed. The 
main door has been barred by a bamboo X and 
two Ashigaru armed with Yari are standing guard. 
Several passers by stop and look before moving on.  

The building itself is large for a Yado. It has an 
external stables that looks to hold 10 horses. It is 
empty at the moment. In front is a large common 
room and behind it the guest rooms. The entire 
compound is behind a large fence. The main door is 
the only way in or out. 

 
The Ashigaru are waiting for the characters. When 
they arrive one of them will escort them to the officer in 
charge. He is an old Ashigaru who was the first official 
on the scene. 

You are led into a small tent that has been erected 
off to the side of the buildings. Stepping inside you 
find an old man of perhaps 65 years. He is sitting 
cross legged and is wearing an old set of armor. He 
bows to you. 

“Come in please. I have been expecting you. A 
runner arrived to tell me that a group of investigators 
was coming. Can I get you anything to eat or drink? 
We have Sake and Tea.”

The meals are simple but well cooked. The Sake is 
of average quality, but the tea is very good. After the 
characters have eaten or drank and are comfortable 
then he continues. The Ashigaru knows nothing of the 
girl’s heritage and believes her to be just a peasant. No 

one has informed him otherwise and the witnesses who 
are alive did not know who she was.

“This seems to be a lot of trouble for a girl, but it is 
good to see that our lord is interested in the lives of 
all his people.”

“This is all we know. Sometime two evenings ago a 
group of bandits broke into the Yado and kidnapped 
a young girl. They killed several patrons including 
Samurai and made their escape to the North. No 
one knows who the girl was or indeed who the 
raiders are. There has been a lot of speculation. 
Reports say that the raiders were Sohei. Others 
believe that the bandit Shuuen is involved. Her 
activities have escalated over the last few months 
but open murder has not been something she has 
participated in before. Be careful of her. She is as 
deadly as she is beautiful. Very dangerous with 
a Yari. At a guess I would say she was a rogue 
Samurai, but there is little evidence to support the 
theory that she was behind the attack. There were 
12 casualties in the attack. The Yado’s owner, 5 
patrons and 6 Samurai. The Yado can be inspected 
if you wish it.”

 
The casualties were for the most part the abducted 
girl’s entourage. Four of the six Samurai were her 
guards the other two came to investigate. The 5 
patrons were the lady’s attendants. No one at the 
scene other than the characters have any idea what 
really went on.

When they are done with the Ashigaru the characters 
can check out the Yado.

The old man will walk over with them. The remaining 
guard will pull the bamboo cross off the door and open 

it. 

The smell of blood is very strong as you step 
through the door and into the common room.  Small 
tables have been overturned, pillows have been 
slashed and you can see cuts upon the walls where 
blades have struck. There are large splashes of  
dried blood on the floor and the walls. 

“The bodies have been removed and taken care of. 
Most of the fighting happened in this room. There 
also appears to have been some fighting in the 
passage leading to the sleeping area.” The old man 
says.

The rooms have remained untouched for the most 
part. Some tables and items have been moved during 
the cleanup. But it is essentially in the same condition 
as before. The sleeping quarters have been cleaned 
and those patrons left alive fled as quick as they could. 
Those that saw the attackers were travellers on the 
road who saw them ride North into the forest.

There is little of value to be found in the Yado. There 
is only a single clue which was forgotten in the battle; 
a kami talisman which belonged to the girl. She 
was holding it when she was taken and dropped 
it. It was intended as a gift to her husband to be. A 
careful search will find it. The talisman is dedicated to 
Hachiman. Details on the use of Kami in the Shukuen 
genre are available in Shukuen: Merchant’s Greed.

 -To find the forgotten talisman: 
Awareness: Tricky - TN 17

The old ashigaru can give the characters supplies and 
any basic equipment that they can think of. He has no 

http://infinite-realities.com/prod03.php
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spare weapons or exotic items.

3. The Northern Road
The road north is relatively easy going. Those travellers 
taking it are scarce, instead taking the more travelled 
main road to the border. An old fisherman is sitting on 
a large rock. He hasn’t seen the riders but he is a good 
source of information of the local area.

The trip has been uneventful. As the road hardened 
the tracks became lost. But there is only one main 
road in this area. Towards the end of the days ride 
you can see an old man resting against a rock. He is 
wearing old peasant clothes.

The man will be pleasant enough if the characters 
are not rude or demanding. He knows his place but 
doesn’t like rudeness. If the characters are polite he will 
volunteer the following or will answer the characters’ 
questions.

• He has not seen any riders in the last day and 
certainly none like those described.
• The fishing is quite reasonable along this area of the 
river. He has been fishing here since he was a boy.
• There were rumors among the gossipers of a cave in 
this area. That pirates used to use it for a base in which 
to raid merchants and nobles along the coast. He has 
never seen it but has never gone looking for it either. 
One day they just vanished. Ghosts, those of wayward 
imagination say.
• He hears it is to the NE of here.

He doesn’t know much more than that about the 
situation. There is indeed a cave and much of the 
rumors are true. Pirates did indeed use the cave and it 

can be found to the NE. 

There are two entrances. The 
river mouth now grown over 
with reeds, and a small hole 
in the rock wall.

 -To find the small 
cave opening: 
Awareness: Tricky - TN 17

If the characters do not want 
to look for the cave they can 
try to pick up the trail. To do 
so requires a Tracking skill 
roll TN:24

 -To pick up the trail: 
Tracking: Demanding - TN 24
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Map: Pirate Cave
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