Summoned to Justice

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

by Rob Hobart

The Imperial Herald requires your services to deal with gaijin interference in Rokugan’s internal affairs.

Adventure Summary and Background

The Imperial Herald, Miya Shikan, is a fanatic dedicated to the cause of peace at all costs.  So extreme is his madness that he cannot tolerate the thought that the Empire might have to do without his guidance and leadership.  Two years ago, he arranged to learn the secrets of the khadi, the gaijin sorcerers who attain immortality by removing their hearts from their bodies.  This blasphemous power offers Shikan and his most loyal servants the chance to watch over the Empire forever, long after the current wave of wars and chaos has ended.

Shikan’s activities have not gone unnoticed, however.  The gaijin order known as the Doomseekers, who task themselves with killing those who cannot be killed, are aware that knowledge of the khadi has come into Rokugan.  They have dispatched one of their agents to search the Empire for signs of a khadi and his heart.  

Shikan is not unaware of the presence of the Doomseekers.  One of his agents, the magistrate Tsuruchi Shin, has brought him word of the gaijin order’s activities.  He has directed his chief hatamoto, Miya Reisei, to assemble a group of samurai to hunt down this “gaijin interloper” and end his improper activities within the Emerald Empire.  The PCs will be assigned to this task.  In the course of scouring the Empire for this mysterious gaijin, however, they will come across evidence of Shikan’s true nature, and to meet two crucial individuals who can point them toward the dark truth about the Imperial Herald.   

Some of the PCs may have Miya Shikan as a Sworn Enemy.  Such PCs will also be recruited for this mission, but in their case, Shikan has an additional motive – he plans to use this mission as an opportunity to quietly dispose of these troublesome samurai, obstacles to the peace he is desperately trying to restore and preserve.    

Introduction

The adventure begins in the Imperial Capital, Toshi Ranbo.  Clan and Imperial PCs have all been summoned here by the order of the Office of the Imperial Herald, a request which their daimyo will not readily ignore.  Ronin PCs have been informed that the Herald has work for able wave-men who are willing to undertake an important and dangerous mission.  

The Imperial City

Toshi Ranbo, once a minor castle quarreled over by the Lion and Crane, is in the year 1503 of the Imperial Calendar the largest city in the Empire, a sprawling metropolis of almost 20,000 residents.  At the center of the city, close to the Drowned Merchant River, lies the Imperial Palace itself, a massive walled compound.  Immediately outside of the Imperial Palace is the Old City, built on the lands of the original city of Toshi Ranbo.  The castle which traded hands between Lion and Crane so many times is now renamed Shiro Okite, the Castle of Law, and houses the offices of the Emerald Champion, along with the Imperial Guard who protect the city.  Other buildings include the residences of the Imperial families, garrison barracks, the Imperial libraries, and other such facilities.  

Outside the walls of the Old City is the New City, a sprawling expanse of urban territory which is home to most of the population.  The most prestigious part of the New City is the Noble District, located close to the walls of the Old City – here can be found the embassies of the various Clans, as well as the private homes of many wealthy and influential samurai.  Close by the Noble District is a separate walled compound with guards posted at its single gate – the Foreign Zone, where the ambassadors from the Thrane, Senpet, and Ivory Kingdoms stay with their staffs.

Arrival at the Imperial Palace

The PCs pass through the mighty gates of the Old City and into the great central square of the Imperial district.  On one side is Shiro Okite, the Castle of Law, where the Emerald Champion and his servants reside.  On the other side is the Imperial Palace itself, ten stories of splendor and magnificence, its gold-plated tiles shining in the summer sun. 

The PCs are greeted at the gates of the Palace by Imperial guards, who politely ask them to leave their weapons (and spell scrolls, for shugenja) in their care.  Any PCs who conceal weapons in order to carry them into the Imperial Palace lose 1 point of Honor.  

Once they are disarmed, the PCs are escorted into an outer wing of the Imperial Palace, passing through several hallways with beautiful artwork on display in corners and on sideboards.  At one point they pass a double shoji (paper interior double-door) painted with a huge image of the blue mon of the Sapphire Magistrates – PCs who have played the adventure “Assigning Blame” will recognize this as the door to the office of Miya Shikan himself.  

Eventually, the PCs reach a smaller interior room, with a single plain writing desk and shelves full of scrolls on both walls.  Seated behind the desk is Miya Reisei, a woman in her early twenties, dressed in a simple kimono in the Miya family’s colors of brown and black, with an Emerald Magistrate’s badge on her kataginu.  She is not unattractive, but is no great beauty, and has the slightly weathered look of someone who has done much traveling in her young life.  She wears her hair in a short, practical cut.  

The PCs may have previously met Miya Reisei in the adventure “Touch of Obsidian” – much as in that adventure, she has summoned them to perform a task for the Imperial Herald.  Reisei introduces herself with a polite smile, and makes some minor small talk before explaining the reason why the PCs are here.  “My lord Miya Shikan, the Imperial Herald, has learned of a dangerous problem within our beloved Empire.  He has need of brave samurai to deal with this troubling development.  I am sure you are all brave samurai, are you not?”  

Refusing the request of the Imperial Herald is a severe breach of etiquette – a PC who does so will earn an eyebrows-lowered stare from Reisei, who will say, “I am sure I did not hear you correctly, samurai-san.”  If the PC still refuses, she will order him to leave the Imperial Palace.  The PC suffers a loss of 1 point of Honor and 1 full Rank of Glory, and is out of the adventure, earning only 1 XP.

Presumably most PCs will be less foolish and recognize their duty to the Imperial Herald.  Reisei will explain the mission in a businesslike manner, reviewing some notes on scrolls as she speaks. 

“One of the Tsuruchi bounty hunters who often works for lord Miya Shikan-sama has recently sent us some disturbing reports.  It seems that an unauthorized gaijin is traveling through the Empire.  Tsuruchi Shin-san encountered rumors of this man in several provinces.  This is a very troubling development.  The presence of unauthorized gaijin represents a threat to the peace of the entire Empire.  Lord Miya Shikan-sama wishes this gaijin tracked down and dealt with.  The task has be assigned to me, and I will require escort, assistance, and protection by honorable samurai.  I trust this task is not too difficult for you.”  

Reisei will answer the PCs’ questions briefly and explain this task in more detail if the PCs ask.  

· The report from Tsuruchi Shin describes several rumors of a dark-skinned man with round eyes, dressed in ill-fitting Rokugani clothing.  

· No solid information is available on this gaijin’s purpose, but supposedly he tells those he meets that he is looking for some sort of evil spirit or demon.  He apparently claims this demon has invaded Rokugan from his own land.

· Shin picked up rumors of this man over the last four months in the provinces of the Unicorn, the Dragon, and the Phoenix.  The most recent reports are from the Phoenix lands, and it is there Reisei intends to begin her search.  

· If the PCs ask why the Imperial Herald considers this man to be a threat worthy of such attention, Reisei will look shocked.  “Surely the presence of an unauthorized gaijin, polluting our land with his presence, is a cause for concern to all loyal samurai? This man is spreading rumors of foreign demons invading Rokugan, spreading fear and foreign superstition among our heimin.  The peace of the Empire, the first and most important cause for any samurai, is at stake.”  

· Some of the PCs may have Miya Shikan as a Sworn Enemy, and wonder why he would request their help.  Reisei will smile in a generous and kindly manner.  “Our beloved Imperial Herald believes that all honorable samurai, even those whose beliefs are misguided, should be allowed the chance to prove their worth to Rokugan.”  

Some PCs may suspect, correctly, that Reisei is not being altogether truthful with them.  She is lying about Shikan’s reasons for hunting down this gaijin, about the scope of their knowledge of this gaijin’s activities, and about why any PCs who are Sworn Enemies have been invited.  In order to realize she is lying, however, the PCs will have to express suspicion to the GM and then make a Contested Roll of their Perception/ Investigation (Interrogation) against her Awareness/Deceit (Lying).  Of course, if the PCs do realize she is lying to them, this does not make their lives much easier.  They do not have the social status to accuse Reisei of lying – she is, after all, a personal vassal to the Imperial Herald.

If the PCs actually make an accusation – or even an implication – of falsehood, Reisei will coldly tell them, “You presume far above your station, samurai.  Do you imagine you can say such a thing to a personal representative of the Imperial Herald?”  If the PC immediately backs down, role-plays a fulsome apology, and rolls Awareness/Etiquette (Sincerity) at TN 25, Reisei will accept the apology and allow the PC to remain within the adventure.  Otherwise, the PC loses 2 Ranks of Glory, gains Bad Reputation: Slanderer, and is out of the adventure, earning 1 XP.

Violence?

Some PCs may feel such deep enmity toward the Imperial Herald that they decide to attack Miya Reisei.  This is extremely unwise.  She will fall to the ground, shouting for help, and within moments the room will fill with elite Seppun guardsmen.  The offending PC will be immediately cut down and killed, along with any other PCs who attempt to defend this criminal, or to excuse or justify their actions.  (No die-rolls needed – these are elite Rank 5 Seppun bodyguards, backed by the power of Hidden Guard shugenja, and they are more than powerful enough to overwhelm any conceivable PC or group of PCs.)   

Departing the Imperial City

Assuming the PCs do not issue some terrible insult to Miya Reisei or her lord, they will presumably join her for her investigation into this sinister gaijin.  Once they are through asking questions, Reisei announces they will depart in the morning. She is heading for Phoenix lands, where Tsuruchi Shin was located when he sent his last reports. “Shin-san has many demands on his time, but hopefully he can remain there long enough to give us a detailed report in person. From there we will attempt to pick up this gaijin’s trail.”
The PCs are escorted back out of the palace and granted rooms at one of the city’s more prestigious inns, where they spend their evening in pleasant relaxation. The innkeeper will inform them that Miya Reisei-sama has not only paid their bill, but has arranged mounts for those PCs who do not possess horses of their own.

The PCs can make whatever preparations they would like for their upcoming trip. 

Part One: The City of the Honored Treaty 

The PCs and Reisei travel northeast from the Imperial capital for two days, using one of the two new Imperial Roads which have been built over the last two years.  It is a huge thoroughfare built of packed gravel over stone, wide enough for two or three caravans to pass abreast, and traffic is quite brisk. Clearly the wars ravaging some portions of the Empire have not yet impeded trade.   
Their destination is Honored Treaty City, a lesser city in the Phoenix lands. Reisei explains that Tsuruchi Shin’s last report came from this city.

A PC who rolls Intelligence/Lore: History at TN 20 (or Lore: Phoenix at TN 15) will know that the city was founded many centuries ago to honor a peace treaty between the Phoenix and the Lion.  It is located close to the border, within a few hours’ travel of the Kintani Valley, and when the Phoenix threatened to intervene in the War of Bleeding Flowers forty years ago, it was here they marshaled their armies.

· If the PCs beat their TN by at least 5, they will also know that it is this city, close to both the Lion and Dragon borders, which the Phoenix chose to house the new shrine to the Fortune of Peace. 

· If a PC asks Reisei about the city, she describes it as “the Phoenix Clan’s noble monument to the ideals of peace, and home to the new Shrine of Peace which the blessed Emperor has constructed.”  

Arrival at the City

When the PCs come in sight of the city, the fields around it are choked with squadrons of Shiba bushi, drilling and maneuvering in the afternoon sunlight. Clouds of dust rise up from marching feet, and the PCs can see a smudgy darkness on the northern horizon – the smoke of war. 

Phoenix soldiers will march up to the PCs, demanding their business, but they quickly bow low when they see Miya Reisei’s sashimono (back-banner) with the mon of the Imperial Herald.  “How may we assist the Imperial Herald?” Reisei politely replies that she needs no assistance, since she already has assistants, and gestures to the PCs.  The Phoenix bob their heads dutifully and trot away.

If the PCs stop any of the Phoenix to ask about the war, they look grim. “The Unicorn are besieging Nikesake,” they say. “Our Champion Shiba Ninto has fallen in battle, but his sacrifice was noble. The Unicorn have come this far, but no further.”  This topic will clearly be painful to Reisei, who will step into the conversation to assure the Phoenix that Miya Shikan will soon bring the war to an end.  The Shiba nod respectfully and reply, “As you say,” but PCs who roll Raw Awareness at TN 15 can tell they do not place any trust in Shikan’s powers.      

Meeting With Tsuruchi Shin

Within the city, Reisei will visit the local magistrate’s office and ask for Tsuruchi Shin. The magistrate’s yoriki point her to the Silver Phoenix Inn, a respectable but not especially luxurious inn located on the city’s south side. 

Tsuruchi Shin awaits the PCs in the inn’s common room, seated at a table in the back corner.  He is a tall, lean man in well-worn clothing of Mantis green and brown.  Shin is cold-hearted mercenary, with no particular sense of honor or justice, and has murdered more than once.  He is loyal to anyone who pays him, and has no particular compunction about killing. At the moment, he has a sheaf of bounties, and is simply waiting to make his report to Miya Reisei before heading out to collect them. Shin speaks briefly and to the point, and offers the minimal politeness needed to avoid a challenge.  He can share the following information:

· He has heard rumors of the gaijin in the Unicorn lands, the Dragon lands, and most recently here in the Phoenix lands.  The last report he had was from this place, Honored Treaty City, about two weeks ago. He could not locate the gaijin when he came here, however.   

· He reiterates the description the PCs have heard before – a slim gaijin man with brown skin, round dark eyes, and black hair – and adds the detail that the man is dressing in Rokugani clothing.  “Plain kimono, no Clan markings – like a merchant.”

· Supposedly the gaijin called himself “Saphiru,” a foreign name which makes Shin curl his lip in disgust. “Saphiru” claims to be in Rokugan looking for some sort of demon which has invaded the Empire from his own lands. 

· Based on the name and description, Shin believes this man came from the Burning Sands. If none of the PCs are Unicorns, he will make some cutting remarks about the lax border security of the Unicorn Clan. “They allow gaijin to travel freely in their markets – small wonder that one was able to slip into the rest of the Empire.”

· If the PCs ask him what, if anything, he did to look for the gaijin here in Honored Treaty City, he shrugs and says, “Asked around, spoke with my usual contacts among the heimin and yoriki. They confirmed he was seen here, wandering around and saying his usual things, but the last time anyone saw him was over a week ago.”  

· If the PCs ask about Shin’s contacts, he will smirk. “Not the sort of people an honorable samurai speaks with, usually.  But I do check in with the local magistrate’s yoriki.  They are often more useful than the magistrate himself, in my experience.”     

Shin has no intention of accompanying Reisei or the PCs – he has many bounties awaiting his attention.  Reisei will wait until the PCs have finished questioning him, then asks a few questions of her own (mainly about what the gaijin was looking for, and who may have seen him here).  Finally she thanks Shin for his efforts, hands him a pouch that clinks faintly, and sends him on his way.  “Always a pleasure, Reisei-sama,” the Mantis replies, collects his bow and quiver from the innkeeper’s safekeeping, and departs with a swagger. 

Investigations in the City

Once the interview with Shin is over, Reisei will heave a sigh. “Well, I suppose it was too much to hope that Shin would already have this interloper in custody.  I will speak with the local magistrate.  See what you can learn elsewhere around the city, and report to me here this evening.”  With that, she sweeps out.  If a PC wishes to accompany her as a bodyguard, she will not refuse, but it will be clear she regards this as unnecessary within a peaceful Phoenix city. 

There are a number of avenues which the PCs can pursue to try to track down Safir. The most obvious is to replicate Shin’s approach and speak with either the yoriki of the local magistrate, or with the local criminal underground. Some PCs may also wish to speak with the magistrate himself, whether alone or in Reisei’s company.

The Magistrate 

The Phoenix Clan magistrate for Honored Treaty City is a thin, ascetic samurai named Agasha Koetsu. He wears his hair shaved like a monk, and regards the world with the narrow, suspicious eyes of a man who considers himself better than others. He is a rigid traditionalist and will treat guests with the respect their station deserves.  Toward those of lower station he is both remote and judgmental, clearly considering himself their better morally as well as socially.

Koetsu knows very little about gaijin in his city.  “I seem to recall a report about such a rumor,” he says with a dismissive sniff.  “You will understand that in these dangerous times, a rumor is of less importance than maintaining good order and punishing known criminals.”  Reisei will frown at that and lecture Koetsu on the dangers he may have unleashed on the Empire by allowing an unauthorized gaijin to roam free.  Koetsu will compress his bloodless lips and take his scolding with honor.  Indeed, PCs may suspect he is inwardly praising himself for enduring this scolding so politely. Once Reisei is finished, he will apologize for his laxness, blame his inept underlings for not making the situation more clear, and assure her he will bend all future efforts to retrieving the gaijin.  

Ultimately, Koetsu has no real information, and will direct the PCs to his yoriki Shiba Akira for more information.  

The Yoriki

Agasha Koetsu has several yoriki, but if the PCs ask about reports of a gaijin, they will be directed to Shiba Akira, a fresh-faced young man with a puppy-dog eagerness and loyalty. He will come across as a man who desperately wants to do the right thing, but often winds up screwing things up somehow. He will be somewhat subdued and tight-lipped around Unicorn PCs (one of his cousins has died in the fighting to the north), but is too idealistically honorable to actually provoke anything. 

Shiba Akira will explain, somewhat nervously, that a couple of weeks ago their office received some reports of a gaijin at the Shrine of the Fortune of Peace. He went to the shrine and was unable to locate the supposed gaijin, but did speak to several witnesses who claimed they had seen him snooping around.  Over the following week several more reports came in of this gaijin being spotted around the town. Akira responded each time but was unable to locate the man.  The last report happened eight days ago, and said he was at the marketplace. Akira found several merchants who claimed to have seen the man but none could point to where he was at that moment.  

Akira feels shamed by his failure to discover the gaijin’s location (especially if he knows his superior Koetsu was scolded for it) and will do his best to cooperate with the PCs.  He can give them the following specific information:

· He can produce his reports on the various sightings of the gaijin, which include the names of the witnesses.  Several of the reports list the gaijin’s name as “Safiru.”

· His collected descriptions of the gaijin match the description from Shin, although he did not inquire as to what the gaijin was saying or doing.  He will be somewhat confused if the PCs suggest he should have learned more.  “What does a samurai care about what a gaijin says?  They are less than eta.  Their words mean nothing.”      

The Shrine of Peace

The shrine to the recently elevated Fortune of Peace is located on the southern side of the city.  It is a huge temple with a three-story pagoda in the center and side-wings extending to the east and west.  The entire thing is built on a high stone foundation to facilitate a broad marble staircase which ascends twenty feet to the main gates. A great bronze bell is mounted next to the gates, and monks toll the bell each hour.  The entire vast structure, as impressive as the greatest temples in the Imperial city, is surrounded by a large and beautiful garden.

When the PCs approach, they will notice a pair of bushi in kimono of orange and black standing guard at the entrance to the gardens. These men are Tiger Clan samurai, assigned to guard the Temple of Peace as part of the treaty which placed the temple in Phoenix lands. They will politely stop any armed PCs who approach the temple.  “Your pardon, honored samurai.  By order of the Imperial Herald, all samurai are to go unarmed within the shrine of sacred peace.”  The samurai will be extremely respectful, but they will not budge – the PCs will not be allowed to enter the temple grounds unless they surrender all weapons they are carrying.  (Concealing a weapon in order to carry it into the temple will cost 1 point of Honor for any PC with an Honor Rank of at least 1.0 or higher.)  

· If the PCs ask the guards about the gaijin, they remember the incident.  “We did not notice the gaijin enter, but the monks told us he was dressed like a merchant, and wore a straw hat that shaded his features.  When they told us he was inside, we sent a message to the city magistrate.”

· If the PCs ask what happened to the gaijin, the guards explain they had to wait here for the magistrate’s yoriki to arrive.  “Our first duty is to guard the entrance to this sacred place, samurai-san.”  They did not see the gaijin leave, but the temple was busy that day and he easily could have slipped out with crowds of other visitors.  “We did not have time to check every commoner with a straw hat,” they say apologetically.

Once the PCs enter the temple, they find a vast chamber with a twenty-foot-tall gold-plated statue of Toturi VI, the Emperor once known as Toturi the Pious, now the Fortune of Peace by his descendant’s decree.  Hundreds of supplicants gather before the statue, lighting incense and praying for the new Fortune to intercede on their behalf. 

There are several monks in the temple and, when the PCs ask around, some of them will quickly approach to offer help.  They recall the gaijin who visited them.  “He spoke of some terrible demon which had invaded our land from his foreign realm.  A thing which could not be killed. He seemed to think it had some connection with our blessed fortune, a blasphemous suggestion!  Naturally we notified the guards.”  They can also recall the gaijin as giving the name “Safiru.”

The monks did not try to physically detain the gaijin, and if the PCs ask why, they look shocked.  “We are dedicated to the Fortune of Peace, samurai-sama.  It would be inappropriate for us to use force.”  They recall the gaijin left soon after they notified the guards.  They do not know why he wasn’t captured, since as far as they could see he simply walked out the front door of the temple.  

If the PCs ask for any other details of what the gaijin said, the monks recall that he asked about this temple and its history. “We tried to explain to him, about the glories of the Fortune of Peace and the great nobility of our Emperor in choosing to elevate his ancestor to the Heavens.  Naturally he did not understand it at all.  He seemed far more interested in the building and who constructed it.”  The monks shake their heads.  “Small wonder the gaijin do not understand enlightenment or the Fortunes, if they think only of such superficial things.”  

· If the PCs ask whether the monks actually answered the gaijin’s questions, they shake their head.  “We saw no need to educate a foreigner.”

· If the PCs want the answer to the question themselves, the monks can tell them the temple was designed and built by Kaiu Shigemori, one of the senior sensei at the Kaiu Engineering school.  

· PCs can also remember Kaiu Shigemori’s identity on their own by rolling Intelligence/Lore: History at TN 20 or Intelligence/Engineering at TN 15.     

Some shugenja PCs may wish to question the spirits at the temple (there are plenty of Earth, Air, and Fire spirits inside the temple, and Earth, Air, and Water spirits in the gardens outside).  The spirits can confirm the gaijin was there, but do not know how he left the temple.  Safir used gaijin magic to conceal himself, and the kami cannot comprehend its effects.

Other Witnesses 

If the PCs got the list of witnesses from Shiba Akira, they can search through the city for them.  If not, the PCs can simply go around the city asking questions about who might have seen a gaijin – this approach will require a roll of Awareness/Investigation at TN 30 to locate anyone who saw Safir.

Most of the witnesses are commoners who encountered Safir in teahouses, markets, gambling dens, and other mundane places.  They all remember him as a strange foreign man with thick accent, dreadful mispronunciation of Rokugani, and a bizarre spicy body-odor.  Many of them recall that he claimed to be searching the Empire for some terrible evil from his own land.  Some of the witnesses also remember that he was asking questions about the Shrine to Peace and especially about who built it.  At least one of the witnesses, a vassal of the Crab Yasuki, answered that question.  “I told him it was built by the great Kaiu Shigemori, at the command of our beloved Emperor.” 

The key witnesses are at the last location Safir visited – the marketplace. Honored Treaty City is not a major trade center like Nikesake, but it does lie on the great Imperial Road, and its market is a thriving place.  If the PCs check around there and roll Awareness/Investigation (Interrogation) at TN 20, they will find several merchants who remember seeing a gaijin talking to the master of a Yasuki caravan that was preparing to leave the city the next morning.  

· If the PCs inquire where the caravan was going, they can learn it was headed down the Imperial Road toward the Three Sides River.  “There’s a big project there, a bridge they’re building over the river. It’s supposed to be the final step in completing the southern road.”   

· PCs who look into this Yasuki caravan further can roll Intelligence/Commerce at TN 20 to learn it was a large caravan with many goods. Its most prominent cargo was a major load of stone from the Great Wall of the North Mountains to the bridge construction site. 

The master of the caravan (if the PCs ask) is a Crab named Yasuki Futora.  PCs who hear his name and roll Intelligence/Commerce at TN 25 will know he is reputed to be a man who will do almost anything for koku.  He was suspected of involvement in the smuggling cartel, the Armored Crane, which was recently uncovered in the southern Empire.  However, no one ever came forward with testimony of his guilt. 

The PCs should realize that Safir went with Yasuki Futora’s caravan (he was not seen in Honored Treaty City after the caravan left).  If they do not figure this out on their own, Reisei will eventually deduce it so long as they bring her the full selection of information available. 

Underworld Investigations

Some PCs may decide to emulate Tsuruchi Shin and seek information from the city’s underworld.  This will require a PC with the Underworld skill or with personal contacts among criminal elements.  Such PCs can roll Awareness/Underworld at TN 25 to root out some useful information from the lower classes of Honored Treaty City, among the gambling houses and opium dens tucked into the city’s lower-class neighborhoods.  

With a success, the PCs learn that a gaijin called Safir was in the city a little over a week ago, trying to find a way to get himself to the Three Sides River without being caught by the authorities. The local yakuza, who often have to move goods without detection, steered him to a merchant patron named Yasuki Futora who is known to move goods, and people, for a suitable fee.  They haven’t seen the gaijin since then, so they assume he either hired Futora or got caught by the authorities.

Finishing the Investigation

Eventually the PCs should report back to Miya Reisei with their discoveries.  Presumably they will tell her about Safir’s questions about who created the Shrine of Peace.  (If they know but don’t tell her, she will roll Perception/Investigation (Interrogation) to try to see through their omission.)  If, as is most likely, she learns about Safir’s inquiries, she will become even more anxious to hunt him down, although she will not explain her reasons to the PCs. 

More important from the plot standpoint is whether the PCs ascertain that Safir probably took the Yasuki caravan down the Imperial Road.  If they missed tracking down important clues, Reisei will remind them. (For example, if they did not interview the witnesses at the marketplace, she will observe, “Was not the marketplace the last location where this interloper was seen?”)  Eventually, the PCs should be able to ascertain that Safir took the caravan.  Reisei will immediately order their horses readied to set out in pursuit. 

Part Two: On the Road to Three Sides River

Assuming the PCs eventually found the clues pointing toward the Three Sides River bridge and Kaiu Shigemori, they will find themselves once more on the great Imperial Road, but this time traveling southwest, back to the capital and then on across Lion lands toward Beiden Pass.  Reisei will urge the PCs to hurry, traveling from dawn to dusk each day, to try to close the gap.  She will not explain why she is now so much more anxious to hunt down the gaijin.  If the PCs seem suspicious, she will eventually suggest he might be planning to sabotage the bridge project.

On the third day of the trip, when they stop at a teahouse to rest and water their steeds, the PCs encounter Kaiu Sumata, who is doing similar with his sturdy Rokugani pony.  

Kaiu Sumata is a thick-bodied balding man with a jowly face and oddly small, short, plump fingers.  His usual expression is open and smiling, and there is a general aura of childlike innocence and vulnerability about him.  Sumata is the Rokugani equivalent of a nerd – a man so focused on his research that he seems to lose track of everything else (including his own health) and so remote from normal affairs that he doesn’t really grasp the painful realities of Rokugani life.  He is quite friendly in a puppy-dog manner, and almost pathetically attentive and worshipful toward attractive females.  He is oblivious to most forms of rhetorical by-play and takes what he is told literally.  Around pretty women and people of significantly higher social rank (Status 5.0 or higher) he tends to get nervous and tongue-tied, often stumbling over his words and otherwise making a fool of himself.

However, there are hidden depths to Sumata.  This is a man who has been into the Shadowlands repeatedly and survived unscathed.  For all his seemingly wimpy and innocent nature, he carries the blood of Osano-Wo, and he is a samurai at heart, unafraid to die.  When confronted with a threat he understands or a challenge that lies within his field of expertise, he becomes quite capable and self-assured. 

PCs have probably encountered Sumata in previous adventures such as “Stolen Relics,” “City of the Lost,” and “Cursed Gift,” and some of them may have him as an Ally.  He will greet these PCs as friends, and share reminiscences of their past experiences while slurping down a bowl of soup. He will eventually mention his current mission.  This will most likely be in response to a PC asking whether he is hunting another artifact, but if none of the PCs ask he will eventually tell them anyway – he can’t help but talk about whatever he is doing.

“I was doing some research into family histories in the Imperial libraries when I received some very tragic news!  It seems my old sensei from the Kaiu Engineering School, Kaiu Shigemori, has just died!”  He shakes his head sorrowfully.  “An accident at his latest project, it seems.  I am on the way there to collect his ashes and belongings, to bear them back to our lands.”

Sumata is genuinely saddened by the death of his sensei. As a samurai he knows he is not supposed to show emotion, but as long as he is discussing Shigemori with the PCs, he will keep snuffling back tears and choking up, while complaining about dust in the air.  However, he can share the following information with PCs who are curious (or sympathetic):

· He knows Shigemori was the senior engineer working on the Three Sides River Bridge project.  “It would have been a crowning glory to his career, bridging the largest river in Rokugan.”
· He knows Shigemori previously worked as a designer on the Shrine to Peace, although he will not bring this up unless the PCs specifically mention it.  He does not know of any special meaning or significance to this, although it was obviously a prestigious project.

· He does not have any details on Shigemori’s death – he only knows that the man was supposedly killed in some kind of accident.  “Large projects like this are always dangerous, he used to tell me.  A loose rock, a rolling log – the engineer’s life is not a safe one.”

Sumata knows nothing about Safir (or about gaijin in general, for that matter), and will be fascinated if the PCs tell him of their quest, especially since the topic is a distraction from his grief.  He will be very puzzled as to why Safir would be interested in his sensei.  “Perhaps he admires the architecture on the temple?”   

Regardless, Kaiu Sumata will share the road with Reisei and the PCs for the remainder of the trip. Reisei will outwardly not object to this, but treats Sumata with distance and coolness. A PC who rolls Raw Awareness at TN 20 will sense she is not happy about Sumata’s presence.

On to the River

After Sumata joins the PCs, they will travel for another six days to reach the construction site at the Three Sides River.  They reach it at mid-morning on the sixth day, after a punishing final ride.  

You crest a low ridge and see ahead of you the great blue-brown course of the Three Sides River, stretching from north to south out of sight. Beyond the river, the Seikitsu Mountains march along the horizon, shrouded by distance, and you can just make out the cleft of the re-opened Beiden Pass in the middle of them.  

Directly before you, the smooth flow of the great river is interrupted by a vast sprawl of construction.  Great wooden pylons, each made from a single massive tree-trunk, march in tandem into the river from both banks, reaching toward each other.  Laborers swarm over them, attaching cross-beams and laying planks.  An even larger army of workers labors on each bank, building up causeways that will raise the Imperial Road to the level of the bridge.  More than half the river has been spanned, and as you watch, workers on rafts float another massive tree-trunk out into the water to extend the bridge.   

With the bridge still incomplete, traffic bound for Beiden Pass is diverting north of the project to small villages along the Three Sides River which operate ferry services. Only supplies for the construction project travel all the way to the bridge itself. 

As the PCs draw closer, they can see a huge tent-city to the south of the construction site, where the laborers and their families live.  They can also see a smaller cluster of tents atop a rise close to the road, with banners of the Miya and Kaiu fluttering outside.  Reisei will ride toward this location.  

The Command Center

The men and women in charge of this vast engineering project are gathered outside their tents at a folding table, their plans and reports held down with weights to prevent the summer breeze from blowing them away.  Workers hurry to and fro, carrying orders and delivering reports.  Scribes stand attentive, their sumi-e kits out and ready, waiting to write down anything important. 

The engineers are mainly Kaiu, sturdy and portly men (and a few women) with an air of no-nonsense competence. However, PCs who roll Perception/Lore: Heraldry at TN 20 will also notice a man in the group who wears the colors and mon of the Miya family, with two formidable-looking bushi flanking him. This is Miya Hanzu, accompanied by two veteran Seppun guards.  

Miya Hanzu is a short, slight, unmemorable man, clean-shaven, who wears his hair in a typical samurai topknot. He is very self-effacing, making an art out of appearing as nothing more than a humble, loyal shisha of the Miya family. In actuality, he is a personal and special agent of the Imperial Herald, Miya Shikan.  Hanzu is a fanatic, a slavishly loyal believer in Shikan’s ideals of universal peace.  He is also a khadi, a heartless immortal.

Hanzu is quite adept at manipulating others, and has a knack for presenting himself in whatever manner is best suited to gain their assistance and trust.  However, by this point in the campaign many PCs may have become deeply suspicious of Hanzu’s nature and intentions as a result of previous adventures (most notably “Charge of the Baraunghar” and “A Champion’s Heart”).  They will certainly not have any proof which can overturn the word of the Imperial Herald’s personal assistant, and of course Reisei will also support Hanzu and use her social status to uphold him against anything the PCs might say.  If any PC is foolish enough to try to publicly accuse or challenge Hanzu, he and Reisei will jointly dismiss their accusations with withering scorn (costing them a rank of Glory unless they offer an abject apology and roll Awareness/Etiquette (Sincerity) at TN 25). The Seppun guards will visibly bristle at any suggestion of impropriety on the part of their charge.    

Reisei will appear slightly surprised at seeing Hanzu here, and will initially avoid him in favor of speaking to the Kaiu.  She will introduce herself politely and ask to speak with the senior engineer.  “I apologize for interrupting your important work, but I am here on a matter of some importance to the peace of the Empire.”

A portly middle-aged samurai named Kaiu Chuzo will introduce himself as “acting chief engineer” of the project.  He will start to say more, then his eyes widen and he smiles, albeit sadly.  “Kaiu Sumata-san!  I fear I know why you are here.”  

All conversation will break down as Sumata, Chuzo, and the other engineers commiserate over the untimely death of Kaiu Shigemori.  Reisei will eventually call their attention back to herself and explain her mission: “My assistants and I are looking for an unauthorized gaijin who we believe has come to this location.”  She pauses for a moment and then continues more forcefully, “Indeed, it is possible this gaijin may be responsible for the death of your revered sensei.  We know he came here seeking Kaiu Shigemori-san.”  

· PCs who make note of her pause and express suspicion about her behavior, or who have made a point of watching Miya Hanzu during this conversation, can roll Perception/Investigation (Interrogation) at TN 25 to catch a brief intent look from Hanzu toward Reisei in the moment before she proposes her theory of Safir as responsible for Shigemori’s death.

Kaiu Chuzo will frown and answer, “To the best of our knowledge, Miya-sama, Kaiu Shigemori-sama’s death was due to over-indulgence in sake.  But by all means, please look into matters if you feel it best.  I am not aware of any rogue gaijin in our encampment, but there are thousands of workers here, and I suppose one foreigner might be able to blend in.  You may investigate as you see fit.”

Reisei will turn to the PCs and order them to look into the matter.  “I must speak privately with my fellow Miya and learn what has happened here.”  She and Miya Hanzu retire to his tent.  The PCs are left to their own devices.

Part Three: Investigations at the Bridge

At this point, the PCs are more or less on their own – Reisei will not give them any further immediate directions.  It is probable that at least some of the PCs will wish to look into the death of Kaiu Shigemori – Kaiu Sumata will certainly ask their assistance in this if any of them are Allies.  Other PCs may wish to continue with their original mission and search the camp for the mysterious gaijin.  Still others may be suspicious enough of Hanzu and Reisei to try to learn more about their behavior and intentions.

Seeking the Gaijin

The first step for most PCs searching for Safir will likely be to look for the merchant caravan run by Yasuki Futora.  If they inquire, they can easily learn that this caravan arrived five days ago.  The caravan moved on to Crab lands after unloading stone for the road/bridge project.  Smart PCs will realize the caravan reached the construction site after Kaiu Shigemori died, suggesting that Safir is not responsible for Kaiu Shigemori’s death.  

If the PCs decide to search the construction site for Safir, they have their work cut out for them.  There are over 3,000 laborers on this side of the river alone, and another 2,000 family members and camp followers in the tent city.  Finding a single gaijin in Rokugani clothing within that mass of humanity is a daunting prospect.

PCs who simply walk around searching for Safir will have no chance of finding him, especially since he has gotten more cautious over time.  Clever PCs may come up with a more sophisticated idea, such as posting a reward for information on a gaijin, or speaking with the work-gang bosses.  One approach which will not be possible, however, is to try to gather all the workers in one place – the engineers will not allow their work to be disrupted in this way.     

· If the PCs announce a reward for information, a great deal will be forthcoming, but most of it will be useless, amounting to little more than peasants “informing” on briefly-glimpsed strangers in hope of reward.  It will take three days for this method to yield results – by that time, the adventure should be over.  

· If the PCs speak with the work-bosses, this will take an entire day (there are many work crews).  All of the bosses will deny any knowledge of a gaijin among their crews, but a PC who rolls Perception/Investigation (Interrogation) at TN 25 will be able to tell that one of them, Tako, is lying.  If he is confronted, Tako will sullenly admit that one of the men in his crew has dark skin.  “Thought he might be from Unicorn lands, maybe a blow-by from one of those Moto who have desert blood in ‘em,” he shrugs.  

· Shugenja PCs may think of some clever way to use the spirits to detect the foreigner.  The GM must adjudicate such efforts, but in general, it will be difficult to find a way to locate Safir through magic.  

If the PCs succeed in locating the gaijin’s work crew, when they approach it Safir will spot them and quickly slip away into the crowd, using his gaijin magic to conceal himself.  To the PCs’ perceptions, he seems to simply vanish when passing between two other people. The PCs will not be able to find him, and the local kami will be confused by what happened, unable to describe or understand it.  

In point of fact, Safir is keeping a close eye on events at the construction site – he knows Miya Hanzu is a khadi, and is hoping for a chance to learn more, to retrieve Kaiu Shigemori’s knowledge, and perhaps find some allies.  Whether or not the PCs locate his work-crew, he will eavesdrop on the PCs and try to learn what he can about their intentions and goals.  Although his spoken Rokugani is crude, he understands the language better than he can speak it.     

Kaiu Shigemori’s Death

Kaiu Sumata will ask his fellow engineers for more information on his sensei’s death, and the PCs may well decide to do the same, especially due to the possibility of a connection to their hunt for the gaijin Safir.  

If the PCs ask the engineers for more details of what happened, Kaiu Chuzo explains the event with a sorrowful head-shake.  “Shigemori-sensei was always one for the sake, he liked to stay up late drinking and talking after the day’s work was done.  I suppose he must have gone down to look at the project that night – we were all discussing some of the difficulties with sinking pylons into the riverbank, you see, the soil is very soft near the bank and to get down to bedrock—“ He breaks off and shakes his head before resuming.  “Sumimasen.  The point is, we were all talking about it.  So he must have gone down to look at things afterward.  We found him the next morning in the mud below the pylons.  Looked like he fell down and drowned.”  He sighs.  “The water was only a foot deep. If he hadn’t had so much sake… a shame, a shame.”
The Kaiu will explain that Shigemori has been cremated by the eta at the nearby village, and the urn with his ashes is with his belongings, waiting to be taken back to Crab lands.  Sumata will assign himself that task, but the PCs can accompany him if they wish (see below).

If the PCs ask to see Shigemori’s death site, the Kaiu will assign a commoner worker to guide them there.  It is located in the shallows on the bank of the river, with pylons rising up like great tree-trunks all around.  The water here is shallow and muddy, just as the Kaiu described, and beams criss-cross above as the bridge’s superstructure extends itself out into the river, clinging to the pylons like wooden spiderwebs.  Laborers are at work overhead throughout the day, and new pylons slowly continue to push deeper into the current.

There are almost no physical clues to be found here after almost two weeks’ time.  The water has smoothed away any signs of struggle.  However, PCs who search the area thoroughly and roll Perception/Investigation (Search) at TN 35 will discover one clue: a piece of black silk half-buried in the mud underwater.  It appears to have been torn from a cloak or kimono.

Some of the PCs may decide to hunt for witnesses.  There are no samurai who saw what happened, but smart or thorough PCs may think of questioning the laborers to see if anyone remembers anything from that night.  If the PCs spend several hours questioning the workers about this, they can make a roll of Awareness/Investigation (Interrogation) at TN 20.  With a success, they locate a worker named Miura who shamefacedly remembers seeing something strange that night on the way back to his tent.  “I was up drinkin,’ you see, samurai-sama.  And I went to the latrine pits, you know, because I’d been drinkin’?  And then when I come back, I look up at the moon, it was settin’ behind the bridge. And I saw something there, like a… like a ninja!  He was in a cloak, and had a big straw hat on, just like the ninja in stories.” 

· He saw the “ninja” running along the top of the incomplete bridge.  If the PCs check his story, the location is roughly where Shigemori died.

· If the PCs ask why he never told anyone about this story, he shrugs.  “No one believes in ninja, samuai-sama.  And I was drunk.  Maybe I imagined the whole thing.”     

Magical investigations at the death site can be somewhat productive, although not as much as the PCs might expect, due to Hanzu’s gaijin amulet.  

· If the PCs Commune with the Air or Earth spirits here, they can learn that Kaiu Shigemori (“a large man full of Water spirits”) was knocked off the bridge into the water, and something held him down until he died. They cannot explain how this happened – someone struck him, but they cannot explain who it was or how it happened.  The spirits have not been Banished or otherwise manipulated – they literally cannot perceive Miya Hanzu, due to his gaijin amulet. 

· If the PCs Commune with the Water spirits, the spirits show an image of Kaiu Shigemori getting knocked off the bridge scaffolding into the water.  Something hits him in the chest and then holds him down under the water until he drowns.  The Crab claws at his attacker but ultimately succumbs.  If the PC Raised at least twice for clarity, the image will be precise enough to show that at one point a piece of cloth appears in the Crab’s clawing hands. (This is a hint to search the riverbed.)  Again, the spirits are unable to show the attacker – there is literally a blank spot in the image where he should be. A roll of Intelligence/Spellcraft at TN 25 or Lore: Shugenja at TN 30 will tell the PCs that there is no known Rokugani magic which can produce such an effect. 

· PCs who have played the adventure “A Champion’s Heart” may have encountered a similar phenomenon (Kageko, Hanzu’s twin brother, had a similar gaijin amulet), but it will be up to them to make the connection.  

· If the PCs actually recovered the scrap of silk, a clever shugenja PC may decide to speak with the Earth spirit within it.  This will not be very productive, since the spirit cannot describe its owner.  However, a PC with the spell The Ties That Bind can use this scrap of cloth to locate the cloak it came from.  The spell will guide the PC to Miya Hanzu’s tent.    

Kaiu Shigemori’s Belongings 

After the meeting with the engineers, Kaiu Sumata will go to Shigemori’s tent, to collect his belongings and the urn with his ashes.  The PCs may accompany him, or visit later that day or evening to examine the belongings. Sumata will not object to the PCs investigating his old sensei’s belongings so long as they either couch it as part of their hunt for the gaijin, or at least one PC is an Ally to him.  

Shigemori’s belongings are, for the most part, quite mundane – clothing, a wakizashi, various personal goods, etc.  There are several bundles of scrolls containing his notes and designs for the bridge.  If the PCs look through his papers and roll Perception/Investigation (Search) at TN 25, they will find what appears to be an unfinished letter (Handout #1).  This is addressed to Kaiu Sumata and, if the PCs show it to him, he will be puzzled and troubled by its contents.  (He will eventually find the letter on his own if the PCs do not discover it, but he will not share its contents with them unless they find it first.)

· PCs who read this letter may try to figure out what it means.  In general, the contents are vague enough that the PCs will not be able to figure anything out (and Kaiu Sumata will require several weeks to understand it).  However, a PC who expresses curiosity about the letter’s references to the Fortunes can roll Intelligence/Lore: Theology (Fortunes) at TN 20 to be aware that all Emperors have the power to elevate mortals to Fortune status after death.  More than a few Emperors have used this power, although the Fortunes they promote are usually fairly obscure.  The Fortune of Peace is the most recent example of this custom.

Kaiu Sumata will remain in the construction site overnight, sleeping in a tent assigned by his fellow Kaiu, before departing the next morning for the Crab lands. If the PCs have not viewed Shigemori’s belongings by then, they will lose their chance. 

What the Eta Know     

Some PCs may wish to travel to the nearby village (about two hours’ hike away) and ask the eta about the condition of Kaiu Shigemori’s body. 

The eta will report that Shigemori did, in fact, appear to have drowned, and his lungs were filled with water.  The eta are being honest – Shigemori did drown.  If the PCs want to learn more, they will have to specifically ask one of two possible questions:

· Was there anything in his hands or under his fingernails?  The eta will recall that they saw some scraps of heavy black silk under Shigemori’s nails.  They did not keep this silk, since they did not realize it had any importance.

· Were there any bruises or injuries on Shigemori’s body?  The eta recall a number of serious bruises and scraps on Shigemori’s body, consistent with falling off the bridge into the water. However, a PC who rolls Raw Awareness at TN 20 will notice a slight hesitation by one of the eta.  If questioned, he will mention there was also bruising on Shigemori’s chest, which seemed a little out of place.  “Maybe he hit his chest on the way down.” 

Hanzu and Reisei’s Conversation

Some paranoid and dishonorable PCs may decide to try to listen to the conversation between Miya Reisei and Miya Hanzu.  This will most likely require a PC to sneak up to the back of the tent stealthily – a roll of Agility/Stealth (Sneaking) at TN 30 to avoid detection by the Seppun guards watching the front of the tent. Such an act should cost a number of points of Honor equal to the character’s current Honor Rank.  Other characters who are aware of this act and do not condemn it should also lose 1 point of Honor if their Honor Rank is 2.0 or higher.   

· Shugenja PCs may be able to come up with a way of listening in on the conversation, most likely by making themselves invisible.  The GM should adjudicate such efforts.  However, it should be noted that the spell Secrets on the Wind will not be usable, since the PCs have not had the opportunity to become familiar with Hanzu’s tent.

If the PCs do manage to listen to the conversation from outside the tent, they will have to roll Raw Perception at TN 20 to make out the words.  (A PC who manages to somehow get inside the tent itself will not have to roll.)

Reisei: “Hanzu-san.  I had thought you would be accompanying us.”

Hanzu: “Regrettably the other matter could not be delayed. That you are here suggests our master was wise to dispatch me immediately.”    

Reisei: “Indeed.  As we feared, the interloper has come here.  Fortunate that you acted so swiftly.  If we can locate him, we will be able to wrap up all remaining threats and our master’s place will be secure.”
Hanzu: “Excellent.  Will you require my assistance?”

Reisei: “Perhaps.  We do not know how skillful this gaijin may be.”  If any of the PCs are Sworn Enemies of Miya Shikan, Allies of the Doomseekers, or possess a Doomseeker amulet, she will continue: “Some of those with me are also marked by our master for attention.”  Regardless, she concludes: “You will need to watch carefully and be ready to strike at a moment’s notice.”  

Hanzu: “Of course.  All servants of Miya Shikan-sama can always rely on each other.”  

Once the conversation ends, Reisei will leave the tent and make arrangements for a place to stay.  She will ask the PCs what they have learned and will urge them to continue their investigation until they locate the gaijin or learn where he has gone.   

Investigating Hanzu

Some PCs may wish to look further into Miya Hanzu’s activities.  They can easily learn that he arrived at the construction site ten days ago.  His stated reason for visiting was to review the project on behalf of his master, Miya Shikan.  He has been staying here ever since.  

If the PCs speak with Hanzu, he will smoothly repeat this same story: “Lord Miya Shikan-sama is very interested in the progress of the new Imperial Roads, which promise a future of prosperity and peace for all of Rokugan.”  He will of course deny any involvement in the death of Kaiu Shigemori, and expresses sorrow at the loss to the Empire of such a noble man.  If any PC asks about the Shrine of Peace, he will confirm that Shigemori did design that building.  “Lord Shikan-sama was quite pleased to have such a famed engineer design the shrine to the blessed Fortune of Peace.”
· If the PCs ask Hanzu where he was on the night Shigemori died, he will claim he was in his tent, and will be insulted that the PCs would even ask.

· Hanzu is, in fact, lying about a great deal.  He came here to murder Shigemori before he could share his secrets with anyone else, including the gaijin Safir. However, Hanzu is an extremely skilled liar (rolling 10k6+7), and his social position makes it effectively impossible for the PCs to even suggest he is not telling the truth – he will excoriate such PCs and demand an immediate and public apology, which they must offer if they are to avoid massive loss of Glory.

Ruthless PCs may decide to sneak into his tent.  The best time to do this is during the day when he is out and about in the construction site, since at that time one of the Seppun accompanies him while the other guards the tent.  Sneaking into the tent will require either a suitable spell, or a roll of Agility/Stealth (Sneaking) at TN 30 to avoid notice by the guards.  Searching through his belongings and rolling Perception/Investigation (Search) at TN 25 will find a black cloak and a black straw hat hidden under his clothes in his traveling pack. The cloak is ripped and, if the PCs found the scrap at the murder site, it matches. 

Hanzu always wears a gaijin amulet under his kimono which makes him immune to Rokugani magic.  Any spell cast on him or targeting him will fail, the spirits simply refusing to approach him or interfere with him in any way.  

PCs who are beginning to suspect the truth may decide to cast a spell on Hanzu.  This will have to be done covertly, since openly casting a spell on him without his permission is a serious insult at the least, and a crime if it is an attack spell.  If a PC manages to cast a spell on Hanzu, it will fail to have any effect.  The PCs should realize this is an unnatural effect, and may be able to make the connection with events in “A Champion’s Heart.”  

· Crude PCs may try to “reveal” Hanzu’s nature by openly casting an attack spell on him.  Such a spell will have no effect, the kami literally splashing away from him as they are repelled by his gaijin amulet. Hanzu will claim the spirits refused to carry out a dishonorable assault, and will immediately accuse the PC of attempted murder.  The Seppun guards will instantly attack the PC who is responsible, refusing to listen to any excuse or justification. 

Part Four: Safir Makes Contact

As mentioned above, Safir will be keeping an eye on the PCs and trying to determine if he can trust them.  If any of the PCs have the Advantage “Ally: Doomseekers,” or are wearing a Doomseeker amulet, he will automatically conclude he can trust them.  If none of the PCs meet this criteria, he will be more cautious, and will base his conclusion on the PCs’ behavior.  In general, he will be watching for PCs who seem seriously interested in learning what happened to Kaiu Shigemori.  If the PCs pursue an investigation of Shigemori with diligence, it is likely that Safir will contact them.  He will also contact the PCs if they seem to be showing suspicion of Miya Reisei and/or Miya Hanzu, since he knows those two are both khadi.

It should be noted that Safir’s gaijin magic allows him to travel around for short periods of time without being detected. Since it is gaijin magic that operates on completely different spiritual principles than the magic of the kami, there is no real way to detect it or expose him.  The relatively short duration of his abilities makes it difficult for him to travel long distances unnoticed, but it is fairly easy for him to escape immediate capture. Thus, Safir will be able to watch and listen to the PCs without revealing himself.

Safir’s Note

If at least one of the PCs qualifies for Safir’s trust as outlined above, he will arrange to send that PC a note.  He will do this by slipping the note to a worker at the site, paying him one silver bu (Unicorn mint) to deliver the note to the chosen PC.  If several PCs qualify for his trust, he will send separate notes to each PC.  He will not send a note to a PC who does not seem trustworthy to him.

All of the notes are the same: a short message written in dark ink on a piece of strange thick paper (papyrus).  It is written in Rokugani but the kanji are crudely rendered and contain several errors:

“Friend,

Have informations(?) about death of man you are seeing, and also secrets(?) very important bad for you Empire and all peoples in there. Speak with me night when Moons(?) highest in stars, at place where man die.

- Safiru.”

Safir will observe the PCs and see how they react to receiving the note.  It is up to the PCs how they respond, and whether they report it to Miya Reisei or Miya Hanzu.  

· If they report the note to Miya Hanzu, he will claim to have no interest in this matter, since the mission is Reisei’s responsibility, not his.  PCs who defeat his formidable Awareness/Deceit (Lying) will suspect he is deceiving them about his intentions, although they cannot prove it. Regardless, Safir will conclude from this choice that the PCs cannot be trusted after all, and will not meet with them.  

· If they report the note to Miya Reisei, she will express delight that the gaijin has been “lured out” and urges the PCs to go to the meeting and arrest him. She will not accompany the PCs in person, and if they ask, she will decline, pointing out that the PCs are here to handle such physical matters on her behalf.  Regardless, once the discussion is over, she will quickly report what happened to Hanzu.  In this case, Safir will consider the possibility that the PCs might be dupes, and will still meet with them unless they actually say things to Reisei suggesting they are her willing allies.  

· If they report the note to Kaiu Sumata, he will be intrigued but will not ask to accompany them.  “This matter of the gaijin is not my business, samurai-san.”  If the PCs invite him along, he will politely decline.  Safir will still meet with the PCs if they spoke with Sumata.

Regardless of who the PCs speak with, Miya Hanzu will become aware of the meeting – he is watching the PCs covertly – and will follow them to the meeting in his “Kageko” guise.  He cannot be detected magically (due to his gaijin amulet).  PCs who actively state they are watching for someone following them can attempt a Perception/Investigation (Notice) roll against his Agility/Stealth (Sneaking).  He will spend a Void point, and gains two Free Raises for his dark clothing and the obscurement of night.  Thus his total roll is 10k8+24, making it all but impossible for the PCs to detect him.  

· In the very unlikely event that a PC somehow makes the roll to detect Hanzu, he will use his Luck to re-roll.

Meeting Safir

As the letter implies, Safir’s chosen meeting place is the murder site, in the river shallows below the half-constructed bridge, at midnight.  Unless the PCs met with Miya Hanzu, Safir will arrive at that location shortly before midnight, using his gaijin magic to make himself invisible, and await the PCs’ arrival.  When they arrive, he will reveal himself – seemingly stepping out of the darkness, and then bowing in a strange, arms-wide motion that is quite unlike a Rokugani bow.  

Safir speaks Rokugani with a very heavy accent that might be described as “Middle Eastern” in our own terms.  He understands the language better than he speaks it, and will do his best to respond to the PCs and to answer their questions.  He is polite and well-spoken in a foreign way, but has a burning intensity that underlies every word and makes his eyes seem to almost glow.    

“I greet you who are great warriors of this place,” he says by way of introduction.  “I am being called Safiru, from lands of hot sand, you call Burning Sands, yes?  We must speak of important things, please.”

If any of the PCs have Ally: Doomseekers, or are wearing a Doomseeker amulet, he will identify himself as “one of those you have already met, who stand against evil who cannot be killed.”  He will lift up his own Doomseeker amulet, which he wears beneath his kimono, for the PCs’ inspection.  It is a small thin disc of gold, carved around the edges with the delicate, sinuous writing of the Senpet.  At the center is a tiny, stylized bas-relief which can be identified, with a Raw Perception roll at TN 20, as a human heart.  If the PC can actually read Senpet, or ask for a translation, they can learn the writing appears to be a prayer to the Senpet gods, calling down curses on “those who walk without souls.”  PCs who saw or acquired a Doomseeker amulet in the adventures “Charge of the Baraunghar” or “Journey to the Burning Sands” will recognize this as a very similar item.

· If none of the PCs have met the Doomseekers before, he will explain himself in more detail.  “I belong to, order, you call, yes?  We fight certain evil things, demons, who cannot die.”  He will show them the amulet as above.  “Many years we fight, but always new evils come.”

Regardless, Safir will try to explain that he is here to locate powerful demons which he calls a “khadi.”  “They are men, but not men.  They take out heart,” he pantomimes reaching into his own chest and pulling something out, “and then, live forever.  Terrible evil, dark magic.  Like, what you call, maho, yes?”    

Safir will die at the hands of Miya Hanzu as soon as he says something too incriminating.  Until then, Hanzu will watch from the scaffolding overhead.  What Safir will say will depend in large part on what the PCs ask him or tell him.  

· If the PCs say nothing, Safir will explain that he is searching the Empire for a powerful khadi.  “Very strong, learn evil magic from bad man in our lands.  He makes others of his kind, to serve.  I sense them close, great danger.”  

· If the PCs ask who this great khadi is, he frowns. “I am not to know.  But he is being very strong, to make others like him.”

· If the PCs ask about these “others of his kind,” Safir nods. “Two of these I am sensing already, one with you.”  Hanzu will attack at this point.   

· If the PCs ask why he was interested in the Shrine of Peace, he says, “I am sensing power of khadi there very strong.  Wish to know who makes this place which is so strong for khadi.  Now this man, who makes this place, is dead.  I am thinking khadi has killed him.”  At this point Hanzu will attack.

· If the PCs say anything to suggest that they suspect Miya Shikan of being a khadi, Hanzu attacks immediately.

Hanzu Attacks

Once Miya Hanzu attacks, he will strike by surprise, dropping silently out of the night-darkened scaffolding overhead.  His first target will, of course, be Safir, who he will stab through the shoulder with his poisoned knife. Safir lets out a choked, strangled cry and collapses into the water with a splash.  At that point the combat will go to normal Initiative.  

What happens next depends on the PCs’ words and actions, both prior to this point and in response to Hanzu.  If they attack Hanzu, try to arrest him, or otherwise show overt hostility, he will immediately do his best to kill them.  He will likewise attempt to kill them if they have said or done anything that makes it clear they know (or strongly suspect) Miya Shikan, Miya Reisei, or Hanzu himself to be a khadi.  

However, if the PCs seem genuinely uncertain or confused, he will tilt back his black straw hat, revealing his face, and announce the “gaijin criminal” has received Imperial justice.  PCs who immediately cooperate can try to convince him of their harmlessness by role-playing sincere agreement and rolling Awareness/Deceit (Lying) (if they are trying to fool him) or Awareness/Etiquette (Sincerity) (if they are actually genuinely confused/ignorant).  If the roll defeats his Perception/Investigation (Interrogation), he will allow them to leave. Otherwise, he will attack them as above.  

Once the fight begins, the PCs will be facing a khadi.  Hanzu cannot be killed – his wounds heal with unnatural speed (6 Wounds per round), and even if he is hacked apart or burned to ashes, he will slowly heal back until fully restored.  However, Hanzu does suffer debilitation from injuries, so if he is injured or reduced to Out or Dead, he will suffer the corresponding penalties.  Thus, the PCs’ best chance is to simply hack him to pieces and then leave before he can regenerate.  

· As mentioned, Hanzu heals at the rate of 6 Wounds per round.  He bleeds when injured, but does so sluggishly, and does not feel pain as severely as mortals – hence, his Down Wound Rank is considered a second +20 Wound Rank instead.  

· Miya Hanzu is immune to Rokugani magic, due to his gaijin amulet.  If a spell is cast on him, it goes off properly, but then simply fails when it reaches its target.  If the spell has a visual component, the PCs can literally see it “splash” away from the target and vanish.  A roll of Intelligence/Spellcraft at TN 20 suggests the spell was somehow Counterspelled or otherwise dispelled.  However, a roll of Intelligence/Lore: Shugenja at TN 25 confirms that a normal Counterspell does not work this way, and no other known magical effect produces this result. 

· If the PCs somehow figure out the source of Hanzu’s magic immunity (perhaps due to encountering a similar phenomenon with his brother Kageko in “A Champion’s Heart”), they might be able to get the amulet off him.  Cutting it off during combat will require six Raises, since it is worn underneath his clothing.  

· Hanzu is armed with a poisoned knife.  The heaviest dose has already been delivered to Safir, but some poison remains on the blade, enough to deliver a partial dose to the next person hit with the knife.  The first PC struck by the knife will experience debilitating muscle spasms as the poison courses through his veins.  Since it is only a partial dose, the poison will not be lethal, but the victim will suffer a +20 TN penalty to all actions for the next 10 rounds.  

Safir’s Fate

Safir suffers a full dose of poison at the start of the combat.  He will immediately fall to the ground, twitching and frothing, his limbs jerking violently as the poison destroys his nervous system.  It will not be possible to save him with medicine or magic – by the time a PC can act on the first round of combat, the poison has already inflicted fatal damage, although it will take a few minutes for his life to actually expire.  In theory, the spell Peace of the Kami could save him, but since this is a Mid-Rank adventure, no character will have that spell.

If the PCs manage to end the fight within four or fewer combat rounds, Safir will live long enough to speak with them briefly.  “You must… kill demon…” he gasps.  “They are… hidden… hearts… somewhere.  Paper… in sleeve.”  He waves one jerking, twitching arm.  “Please.  Must kill… what cannot die.”  

If the PCs look in his sleeve – or if they search him, regardless of whether they heard his words – they find a rolled-up piece of gaijin paper, similar to the paper in the notes he sent them.  The paper is covered in Senpet writing.  If a PC knows Senpet (or spends the Experience Points to learn it), that PC will be able to read the scroll. Otherwise, any PC may “cash in” (erase) an Ally or Favor with the Unicorn Clan or Tortoise Clan to get the scroll translated.

The scroll contains a ritual to destroy the heart of a khadi if that heart has been magically protected.  PCs who learned the ritual in the adventure “Journey to the Burning Sands” will recognize this as the same one.  Other PCs can learn the ritual from this scroll by spending 2 XP.  

Aftermath of the Fight

Once the PCs defeat Hanzu, they will have some time, at least a few minutes, before regeneration puts him back on his feet.  (Clever PCs may take more drastic measures, such as burning the body or chopping it into small pieces.  This will buy more time, maybe even a day or more, but will still not destroy Hanzu.)  The PCs must decide what to do next. They will be able to hear and see a group of people approaching from the camp, so they have only a few minutes to act alone.   

Some PCs may decide to search the body.  Most of Hanzu’s gear is mundane, but PCs can potentially find his gaijin amulet.  It is made from brass and carved in a strange, alien style, unfamiliar to the PCs, but appears to resemble a heavily stylized human face.  PCs who saw Kageko’s amulet in “A Champion’s Heart” will recognize this as the same style and design.  A PC who rolls Intelligence/Lore: History at TN 15 will realize the item is foreign, but cannot tell what culture produced it.  Shugenja who Sense spirits or try to Commune with the amulet will discover there are no spirits whatever in it, and other spirits in the area will see the amulet as a “hole” in their reality.  The item will only function for Hanzu (it is tied to his life-force), although if the PCs take it he will lose its benefits.  

Some PCs may try to take Hanzu prisoner, or interrogate him.  This is very unwise.  He will be completely defiant and will gloat that the PCs have committed treason by attacking a member of the Imperial family.  He will absolutely not tell the PCs anything useful, and will continue to threaten the PCs with dire consequences until they give up.

Smart PCs may simply decide to “bail out,” leaving the scene before others can arrive.  In some ways this may be the best course of action for them, especially if they suspect Reisei is a khadi as well. 

Arrival of the Authorities

A few minutes after the PCs finish the battle, Miya Reisei will come striding up, accompanied by the two Seppun guards. A crowd of a dozen Kaiu engineers and their assistants follows her, Kaiu Sumata among them. Reisei will demand to know what has happened and will try to accuse the PCs of attacking an Imperial official (Hanzu).  If Hanzu is conscious, he will likewise accuse the PCs of assaulting him while he was trying to arrest the gaijin.   

The PCs will have to think fast.  Their best option is simply to accuse Hanzu of attacking them and maintain their claim firmly and uniformly.  If all the PCs testify to this together, Reisei will have to back down and accept their story. If the PCs do not speak uniformly, however, they will be in danger, as Reisei will call them liars and demand they be arrested.  In this case, if and only if the PCs role-play speaking out eloquently in their own defense, they can roll Awareness/Etiquette (Sincerity) at TN 35 to force Reisei to back down.   

· Some PCs may decide to try to accuse Hanzu of being a khadi, or of using black magic. Reisei will have an immediate reponse: “Both Hanzu and myself, as loyal servants of the Emperor, are watched over by the Hidden Guard.  Doubtless their blessings are ensuring his survival in the face of your assualt.”  This angle of attack will fail completely – the Kaiu, it should be remembered, do not have any knowledge of khadi or what their abilities would be.

· If the PCs are facing arrest, they can potentially demand a duel to prove their innocence.  Reisei carries only a wakizashi, so she will order one of the Seppun to accept the duel on her behalf.  Since she is an Emerald Magistrate and the duel is to determine guilt or innocence, she will order that it be to the death.  If the PC champion wins the duel, she will be forced to concede the truth of their story. Otherwise, she will order the surviving PCs arrested.

If the PCs cannot offer unified or convincing terstimony, or lose a duel, Reisei will demand they be arrested.  The Kaiu will be hesitant, but the Seppun will obey her. The PCs can force a halt to these proceedings if one (or more) of them can cite a higher authority on their side, in the form of a Favor from the Toturi dynasty or an Advantage like Sacrosanct.  In the latter instances, the PCs can “cash in” (erase) these Favors/Advantages  to force Reisei to back down and halt her arrest order.

A few points worth keeping in mind, if the PCs do try to make accusations against Reisei and/or Hanzu:

· The PCs are lower Status than Reisei, who is a direct personal vassal to the Imperial Herald.  Hanzu is probably higher Status as well.  The individual word of a PC cannot outwigh hers.  The PCs must all speak together to have even a chance of accomplishing anything.    

· Some of the PCs may be Emerald or Jade Magistrates, but this does not give them social superiority to Hanzu and Reisei.  Legally arresting Hanzu would require an Order of Appearance from his lord – from Miya Shikan, in other words.  Reisei will point this out to the PCs with a cold smile.

· Nobody in Rokugan knows what a khadi looks like or what its abilities might be.  The only known khadi from Rokugani history was the Bloodspeaker Iuchiban and Hanzu certainly look nothing like that.  Furthermore, when a khadi is cut down, it is not automatically obvious that it is still alive or that it is regenerating unless one looks closely.  Thus, publicly attacking one of these individuals in front of the Kaiu will not be immediate proof of their nature, especially since they can offer excuses (as outlined above) for their survival.   

The End of the Investigation

Regardless of whether the PCs wind up arrested or not, Reisei will declare her investigation to be at an end, and orders the body of the gaijin Safir to be burned by the local eta.  If the PCs are not under arrest, she dismisses them to return to their lords, offering perfunctory words of thanks.  

More importantly, regardless of what the PCs do, Reisei will take possession of Miya Hanzu.  If the PCs make accusations of black magic or similar things, she will repeat her claim that Hanzu’s healing abilities are the result of magical protection from the Imperial shugenja. (PCs who are shugenja themselves may try to argue otherwise, but Reisei will not brook such questioning of her word.  “You presume to tell me what I know, samurai?”)  If some of the PCs try to claim jurisdiction over Hanzu on the basis of being Emerald or Jade Magistrates, she will rebuff them, pointing out that she is also an Emerald Magistrate as well, and again denying any claim of maho that might grant a Jade Magistrate jurisdiction over the incident.  

If the PCs made persuasive claims that Hanzu attacked them, she will have him placed in chains, and promises a full investigation once she returns to the Imperial City. “Doubtless our lord Miya Shikan-sama will be greatly interested in why he behaved in such a fashion.”  

Violence Against Reisei?

It is possible that the PCs may be desperate enough to try to use violence against Reisei, hoping to somehow “expose” her in some way.  This is a very bad idea.  Reisei’s “magical protection” gambit will work just as well for her as for Hanzu, and the Seppun guards will immediately attack the PCs with all their strength.  The Kaiu will be horrified by the PCs’ actions, and it is possible some of them will take action against the PCs – Kaiu Sumata will refrain from doing so, however, unless none of the PCs have him as an Ally.

The most likely outcome of this choice is that the PCs either surrender (in which case they are convicted for assualting an Imperial official, as in “Conclusions” below) or are forced to flee and become ronin.  

Conclusions

This adventure is deliberately designed to conclude in what amounts to an ominous cliffhanger.  The most likely outcome is that the PCs are aware of Hanzu’s nature, and in fact have earned his direct enmity by fighting him, but cannot do anything about it.  They may well suspect Reisei’s nature as a khadi as well, but have even fewer options there.  The rules, laws, and customs of Rokugan make it almost impossible for the PCs to take action without destroying themselves.  Wise PCs will realize that if Reisei and Hanzu are both khadi, this implies the real threat is Miya Shikan himself… a threat that will have to wait for the next adventure.  

Kaiu Sumata 

The PCs may decide to meet with Kaiu Sumata again, or even to tell him the full truth as they understand it.  Sumata will listen very carefully to what the PCs say, with little to none of his usual nerd-like behavior.  Once the PCs have explained things, he will say, “I must… think about this, samurai-sans, and make some inquiries of my own.  I will speak with you again soon.”  All PCs who do not have Sumata as an Ally will gain him as one now.  

PCs Who Fled

Clever PCs may simply have fled the scene of their battle with Hanzu, reasoning that he cannot condemn them without exposing himself.  This is actually an effective choice.  

However, the next day the PCs will have to explain what happened at the meeting to Miya Reisei, while Hanzu lurks behind her glaring at the PCs.  So long as the PCs “play dumb” and do not reveal their knowledge, Reisei will be forced to accept their explanation in order to maintain appearances.  If the PCs try to make accusations or even strong implications, however, Reisei will condemn them for slandering an Imperial official, costing them a full Rank of Glory. Either way, she will declare the investigation closed, and dismisses the PCs to return to their lords (while Hanzu glares a promise of dire retribution).  

Arrested PCs

If Miya Reisei successfully arrested the PCs, they will be charged with assaulting an Imperial official (Miya Hanzu).  At this point, the PCs can try to call on their political allies and connections to save them.  

· Clan or Imperial PCs can save themselves by “cashing in” (erasing) a total number of Favors and Allies equal to Reisei’s Status Rank (6).  These will need to be Favors or Allies with Clan or Imperial individuals or organizations – gaijin, monks, ronin, or other such types will be of no help in this situation.  

· Ronin PCs will have to cash in an additional 4 Favors or Allies (for a total of 10) in order to save themselves.

· PCs can expend Favors or Allies to help other PCs if they wish to do so.  Any PCs who are saved in this manner are considered to be under a 4-point Obligation to the PC who saved them.

PCs who are saved through the expenditure of political capital still suffer serious damage to their reputations.  They gain Bad Reputation: Thug (with the usual associated Rank of Infamy) and lose two full Ranks of Glory, as the Miya do their best to make them unmentionable in court.  If they are members of the Imperial families, they also lose a full Rank of Status as the Miya arrange for them to be demoted within the Imperial ranks.    

If the PCs do not manage to save themselves in this way, they will be convicted of assulting Miya Hanzu.  For Clan or Imperial PCs, this will be a choice between seppuku or going ronin.  Ronin PCs will get no choice – they will be executed outright.    

Rewards for Completing the Adventure 

At the end of the scenario, any PCs with Shadowlands Taint must make a Simple Earth roll with a TN of 5 + (5 x Taint Rank).  If the roll is failed, the PC acquires one additional point of Taint.  

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs defeat Hanzu:


+1 XP

PCs avoid getting arrested:


+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

As outlined in the adventure, PCs could face very serious consequences if they are ultimately arrested for assaulting Miya Hanzu (or Miya Reisei).  

If the PCs avoid these unfortunate events, Reisei will eventually declare the case resolved, but she will not offer the PCs any public praise – hence, no Glory gain.

PCs who discover the paper in Safir’s sleeve can learn the ritual for destroying a khadi’s heart by spending 2 XP.

PCs can potentially gain Kaiu Sumata as an Ally if they do not have him as one already.

Appendix: NPCs

Miya Reisei, Sworn Vassal of the Imperial Herald

	FIRE 4
	  AIR 4

	
	

	EARTH 2
	WATER 2

	
	Perception 4

	VOID 3


TN to be Hit: 32 (35 with ashigaru armor)


School/Rank: Miya Herald 2 / Emerald Magistrate 2 


Miya Rank One: 2 extra rolled dice on Etiquette and Heraldry rolls.  Movement figured at 12’ x Water Ring instead of 10’ x Water Ring.  Adds Air Ring to TN to be hit.


Miya Rank Two: Spend a Void point to get Way of the Land advantage for the current province.  Gains Free Raises each day equal to Water Ring on any Perception or Hunting roll.  Adds Water Ring to Perception rolls.


Emerald Magistrate One: Spend a Void point to gain Free Raises equal to Insight Rank on all rolls for Hunting, Courtier, Etiquette, Investigation, Lore: Heraldry, and Lore: Law.


Emerald Magistrate Two: You may spend a Void Point as a Sim​ple Action to negate the damage reducing abilities of any opponent within 50 feet. This negates Carapace, Advantages, Techniques, the abilities of Shadowlands Creatures, and both maho and elemental spells. This effect lasts for a number of rounds equal to your Honor.
Honor/Status/Glory: 1.4 (3.4)/6.5/4.1

Skills: Athletics (Running) 3, Battle 1, Calligraphy 2, Courtier 4, Craft: Sailing 1, Deceit 3, Defense 4, Engineering 1, Etiquette (Conversation) 5, Horsemanship 3, Hunting 3, Iaijutsu 1, Investigation 3, Jiujutsu 1, Kenjutsu 4, Lore: Gaijin (Thrane) 2, Lore: Heraldry (Foreign) 2, Lore: History 3, Lore: Imperial Houses 1, Lore: Law 3, Lore: Shadowlands 1, Medicine 1, Meditation 1, Navigation 1, Performance: Song 2, Stealth 1, Storytelling 2, Tea Ceremony 1, Theology 1

Advantages/Disadvantages: Allies (many), Apparent Honor (rank 2), Benten’s Blessing, Clear Thinker, Daredevil, Fleet (rank 2), Khadi, Languages (Ruumal, Senpet, Thrane), Precise Memory, Social Position (Emerald Magistrate, vassal of Miya Shikan)/Contrary, Driven (keep Miya Shikan’s peace in the Empire), Fascination (Gaijin), Dark Secrets (many), Sworn Enemies (several).

Equipment: Wakizashi, ashigaru armour, seal of office, sashimono, steed.
Miya Hanzu (sometimes ”Kageko”), Agent of the Imperial Herald

	FIRE 4
	  AIR 5

	Agility 5


	Reflexes 6

	EARTH 4
	WATER 3 

	Willpower 5
	Perception 5

	VOID 4


TN to be Hit: 51


School/Rank: Otomo Courtier 3/Herald’s Assassin 4 (Insight Rank 7)


Otomo Rank One: No involuntary loss of Honor for using the Deceit skill.  Any time he successfully uses the Deceit skill against someone, he gains a Free Raise on a future Contested Social Skill Roll against that person.  These Raises may be “saved up” and used together, but he may not use more at one time than his School Rank.


Otomo Rank Two: If an opponent in an Opposed Social Skill Roll makes a Test of Honor, he may spend a Void point to force the Test to fail.  He does not need to spend the Void point if he is speaking on behalf of the Emperor.


Otomo Rank Three: May roll Awareness at a TN of target’s Insight x 5 to learn all of a target’s Allies and Enemies.  May publicly demand Allies from the target by making three Raises on a Contested Courtier roll.


Herald’s Assassin Rank One (Darkness is My Ally): Adds his Stealth Skill Rank to his TN to be Hit at all times (unless unaware/helpless).  When striking a surprised or unaware opponent, he gains a number of Free Raises equal to his Herald’s Assassin School Rank.    


Herald’s Assassin Rank Two (None Shall Know Me): By spending a Void point, even if he is at Down or Out, he can take an action to physically destroy his own facial features – using a weapon if one is available, or his bare hands otherwise.  This act will also automatically inflict enough Wounds to kill him, regardless of his current Wound Rank.   


Herald’s Assassin Rank Three (Strike Without Mercy): Gains an additional attack per round.


Herald’s Assassin Rank Four (Deception is Death): His whirling, spinning attacks, combined with the concealment afforded by his cloak, makes it extremely difficult to defend against him.  He ignores all bonuses to his target’s TN to be Hit from Skills, Skill Mastery abilities, and the Full Defense maneuver.  (TN bonuses from Techniques and Void expenditure still apply.)  

Honor/Status/Glory: 0.5 (2.5)/6.0/1.6

Skills: Acting (Disguise) 5, Athletics 3, Battle 2, Calligraphy (personal Cipher) 5, Courtier (Manipulation, Political Maneuvering) 5, Deceit (Intimidation, Lying) 7, Defense 6, Etiquette (Bureaucracy, Sincerity) 7, Forgery 4, Games (Go) 2, Horsemanship 4, Investigation 6, Knives 6, Lore: Heraldry 5, Lore: History 4, Medicine 2, Meditation 4, Peasant Weapons 4, Stealth (Shadowing, Sneaking) 9, Storytelling 4, Tea Ceremony 2, Theology 3, Underworld 4. 

Mastery Abilities: May disguise himself as a member of another Clan/profession/social caste/gender.  Adds 10 to the total of any Contested social roll he makes.  May go into Full Defense as soon as Initiative is rolled.  When using Knives, Wound penalties are reduced by Rank in Knives skill, and gains a Free Raise.  Free Raise with all other skills at Rank 5 or higher.  

Advantages/Disadvantages: Allies (many), Apparent Honor (rank two), Blackmail (many), Bland, Heartless, Higher Purpose (to serve Miya Shikan), Khadi, Luck (Rank 1), Multiple Schools, Social Position (sworn vassal to Miya Shikan)/Dark Secrets (many), Driven (to serve Miya Shikan). 
Equipment: Fine kimono, fine court dress, “Kageko” outfit (dark clothing, cloak, black-painted straw hat) tanto (poisoned), fan, steed, 20 koku.

Special Item (Gaijin Amulet): Hanzu’s gaijin amulet is imbued with power that protects him from all forms of Rokugani magic.  Any Rokugani spell (including Meishodo spells) cast against him will simply fail, the spirits scattering away from him as though repelled by a magnet. It is worn on a chain around his neck, beneath his clothes. 

Kaiu Sumata, Nerdy Treasure Hunter

	FIRE 3
	  AIR 2

	Intelligence 4


	Reflexes 3

	EARTH 4
	WATER 3 

	
	Strength 4

	VOID 4


TN to be Hit: 15 (25 in heavy armor)


School/Rank: Kaiu Engineer 3 (Path of Stone)


Rank One: Gains a Free Raise on attack rolls when operating a siege engine.  Gains Free Raises equal to School Rank on Engineering rolls.  


Rank Two: Sieges engines gain 25% range.    


Rank Three: Five free Raises on all Engineering rolls.  Siege engines roll two extra dice for damage.

Honor/Status/Glory: 2.5/1.0/3.8

Skills: Athletics 1, Battle (Shadowlands) 2, Calligraphy 4, Craft (Armorsmithing) 1, Craft (Weaponsmithing) 1, Defense 4, Engineering (Siege, Construction) 4, Etiquette 1, Heavy Weapons 2, Hunting (Survival) 2, Investigation 4, Jiujutsu 1, Kenjutsu (Katana) 3, Lore (History) 4, Lore (Relics) 5, Lore (Shadowlands) 4, Lore (Weapons and Armor) 2, Medicine 2, Storytelling 1, Traps 1.

Mastery Abilities: May add Defense skill to TN to be Hit except when immobile or unaware.  

Advantages/Disadvantages: Allies (various), Death Trance, Higher Purpose (recover artifacts and knowledge)/Benten’s Curse, Frail Mind, Meddler.
Equipment: Kimono, heavy armor, daisho set, traveling pack, two fingers of jade, pouch of jade powder, writing kit, various scrolls.

Seppun Bodyguards (matching set of two)

	FIRE 4
	  AIR 4

	
	Reflexes 5

	EARTH 4
	WATER 3 

	
	

	VOID 4


TN to be Hit:  37 (42 in light armor)

School/Rank:  Seppun Guardsman 4



Rank One: May spend a Void point to re-roll any Test of Honor, as many times as he has Void points to spend.  Adds Honor Rank to total of all attack, damage, and initiative rolls.



Rank Two: During the first round of a skirmish, gains a number of bonus dice equal to Perception.  These may be spent on any roll made that round, including initiative, attack, damage, and defense rolls.  Adds his Earth ring to the total of any roll made to resist disease, poison, or harmful magic.



Rank Three: May take an additional action per round (may be used for an attack or a complex action).  Honor bonus from Rank One technique is doubled (two times Honor added to attack, damage, and initiative).



Rank Four: Any attempt to deceive the Seppun requires an additional Contested Awareness Roll to which the Seppun gains a +10 bonus. Bonus to resist poison/disease/harmful magic is now Earth x2.

Honor/Status/Glory:  4.4/2.0/1.2

Skills: Athletics 5, Battle 3, Courtier 2, Deceit (Intimidation) 2, Defense 6, Etiquette 3, Heavy Weapons 2, Hunting 3, Iaijutsu (Assessment) 6, Investigation 3, Kenjutsu (Katana) 6, Knives 3, Kyujutsu 3, Lore: Heraldry 3, Lore: History 2, Medicine 3, Meditation 2, Spears 4, Storytelling 1, Theology 2.

Mastery Abilities: Bonus to all Contested Social Skill rolls of +5. May enter Full Defense as soon as Initiative is rolled.  Free Raise with all Skills at Rank 5.  Wound Penalties are reduced by Kenjutsu rank.  May focus an additional time in an Iaijutsu duel.  

Advantages/Disadvantages:  Strength of the Earth (rank 1).

Equipment: Daisho, light armor, badge of office, kimono, 20 Koku.

Player Handout #1: Unfinished Letter from Kaiu Shigemori

Sumata-san,

You will forgive me for burdening you with this. The puzzle which lies before me is one with no ready solution, but I know you have always loved puzzles, and since leaving our academy you have shown a perseverance worthy of your Crab blood.  

You will recall the story I told you in the garden on the first day of the Hare. Concerning certain architecture of the ancient Empire, and those who built it.  The relevance of this will become more apparent when you consider which influences I have expressed in my own work, and of course my well-known piety and devotion to the Fortunes.  Even those obscure Fortunes elevated by Emperors past are worthy of our veneration, or so I was taught by the monks at Koten.  The knowledge which weighs on me is something I am sure you will understand—

Player Handout #2: The Note

Friend,

Have informations(?) about death of man you are seeing, and also secrets(?) very important bad for you Empire and all peoples in there. Speak with me night when Moons(?) highest in stars, at place where man die.

- Safiru.

Summoned to Justice
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