A Long Journey

Part Four of “Shipping Lanes”

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

by Rob Hobart

The Tortoise Clan seeks your help for an investigation into sinister happenings in a foreign port.  If you can endure such barbaric surroundings, you may learn about a plot that threatens to shatter the Empire.

Adventure Summary and Background

Senior leaders in the Mantis Clan has been plotting for years to place a Mantis-controlled Emperor on the throne of Rokugan. Now their plans are close to reaching fruition. The Emperor’s eldest surviving son, Toturi Hizatoru, has lived as a ward of the Mantis for nine years, and is secretly married to the daughter of the Mantis Champion, Yoritomo Rinsei.  The fortuitous death of the two eldest Toturi princes has opened the door for prince Hizatoru to make a legitimate claim on the throne, and the Mantis and their allies have worked to promote the wars currently wracking the Empire, ushering in a time of chaos in which young Hizatoru can demand his father’s retirement.  The final step of this plot will be the arrival of a foreign fleet, pledged to support Hizatoru’s claim and “restore peace and order” to the Emerald Empire.  In support of this scheme, the Clan Champion’s uncle, the revered sensei Yoritomo Ogawa, has gone overseas to coordinate the gaijin fleet’s actions.

However, the plot of the Mantis has not gone wholly unnoticed.  The Tortoise Clan, long charged with watching for threats from outside the Empire, has begun noticing strange patterns to gaijin shipping in overseas ports, and frequent visits from prominent Mantis samurai. Yoritomo Ogawa’s journey has set off alarm bells in the Tortoise Clan’s leadership, and they have decided to take action.  The PCs have been enlisted to support a Tortoise mission to investigate the gaijin fleet massing at the foreign port of Chienzhan.  The PCs will discover first-hand the nature of what the Mantis are planning.  Whether they can do anything with their knowledge before it is too late, however, is another question.  

Restrictions on Mantis Characters 

This adventure puts the PCs in direct opposition to the plans of the Mantis Clan.  As such, it is normally not an adventure in which Mantis Clan characters can participate.  (There are no restrictions on characters from other Clans who have trained with the Mantis.) Exceptions can be made for Mantis characters who have an Obligation to the Tortoise Clan or who have one or more Allies or Favors in the Tortoise Clan.  Such characters are considered to expend (lose) the Obligation/Allies/Favors by playing this adventure. 

Introduction

The adventure begins with the PCs arriving in Otosan Uchi, the former Imperial capital, which now serves as one of the primary ports for trade with the Thrane.  They are here at the invitation of the Tortoise Clan, and have been told by their lords that the Tortoise have need of “able samurai” to assist with a matter important to the safety of the Empire.  Ronin PCs have received a promise of employment from the Tortoise Clan.  

All of the PCs have been told that they will meet with representatives of the Tortoise at Otosan Uchi’s port. 

Centuries ago, Otosan Uchi was the capital of the Empire, but today only a gray, rubble-strewn wasteland remains, scattered with the houses and small castles of the Tiger Clan.  On the shores of the Bay of the Golden Sun, the Tortoise and Tiger Clans maintain a port for trade with the barbarian Thrane peoples.  A port town thrives here, interrupting the bleak landscape.  Strange Thrane ships, as tall as a small castle, dock here to unload their alien goods and take aboard shipments of silk and rice.

PCs may have been here before if they played the adventure “Devoured by the Sea.”  If so, they can roll Perception/Commerce at TN 20 to realize the port is less active than it was the last time they came.  The Mantis have taken control of a share of the Thrane trade, reducing the number of ships which come to Otosan Uchi.  

The port town here offers a couple of dozen businesses (inns, teahouses, gambling dens, etc). The Tortoise are officially in charge of the port, and assign a magistrate to serve as Harbormaster. Tortoise and Tiger bushi jointly police the port, patrolling regularly and using jo staffs to beat troublemakers into submission. (Due to the presence of so many uncouth gaijin, with the corresponding possibility of a violent international incident, the authorities try to avoid using lethal violence – the patrols will only use blades if they are given absolutely no other choice.) 

The Thrane barbarians are tall, pale-skinned, hairy men who dress in bizarre, gaudy outfits. They do not wash regularly, and a rancid stink hangs around them. They are allowed ashore in small groups so long as they do not leave the port, and throughout the day and evening they can be seen wandering around, visiting the inns, teahouses, brothels, and gambling dens. The Tiger and Tortoise bushi keep a careful eye on the barbarians’ activities, and intervene quickly if they make trouble – such dishonorable visitors are beaten into unconsciousness and then returned to their ships with stern warnings not to come ashore again. 

The Thrane find Rokugani to be arrogant, bad-tempered, and snobbish, and tend to make fun of them, especially of their short stature, slanted eyes, speech, and manners. Few of them speak more than a handful of words in the Rokugani language. Disagreements and altercations thus take place easily. (Essentially, the GM should feel free to depict any classic cliché of crude, insensitive Westerners in a foreign society.)
Meeting with Kasuga Takuma 

Shortly after the PCs arrive at the port, they are approached by Kasuga Takuma, a Tortoise diplomat.  Takuma is a slightly portly man in his thirties, balding and a bit jowly, obviously not a warrior, and dressed in a fine but understated kimono of green and dark brown. He wears no weapons.  His usual expression is one of cheerful good humor, with a pleasant smile and a twinkle in his eye. He is accompanied by a pair of fawningly obsequious young maidservants who hold parasols to shade him from the sun, fan him when it is hot, blot sweat from his forehead with soft cloths, and otherwise cater to his needs. 

Takuma greets the PCs with a sweeping bow.  “Greetings, samurai-samas!  I am Kasuga Takuma, a humble servant of the Tortoise Clan.  I am tasked with escorting you to meet with my lord Kasuga Magoro.  Please accompany me – it is a modest trip to our appointed meeting place.”  
If the PCs ask Takuma for additional information, he will smile and shrug while his handmaidens dab his forehead.  “Lord Kasuga Magoro-sama has been most cautious in explaining the matter, so doubtless it is of tremendous importance.  The sooner you are able to accompany me to his residence, the quicker he can explain things to your satisfaction.”  

Once the PCs agree to accompany Takuma, his maidservants will clap their hands, summoning a palanquin carried by a quartet of heimin laborers.  Takuma and his maids will ride in the palanquin as he leads the PCs to the meeting place.  

The Tower

Takuma leads the PCs northward out of the port town, along the shore of the Bay of the Golden Sun.  After a brisk two-hour’s walk, they reach a small, modest-looking tower on the northern point of land that overlooks the bay.  The tower appears to be little more than an ancient watch-post, a stone pillar with a crumbled top that is still blackened by ancient fires. A single grubby-looking ronin sits by the open gate to the tower, a sheathed sword leaning against his shoulder, and a large wicker basket at his side.  

The guard looks up at the PCs and pulls out the piece of straw he is gnawing on with brown teeth.  “Hey,” he says to Takuma, “this them?”  At the answering nod, he turns to the PCs and kicks off the top off the wicker basket.  “Leave yer weapons here,” he says, gesturing with the well-gnawed piece of straw.  “The scrolls too, for you shugenja types.  Can’t have you whistling up the spirits in there.”  

If any PCs object to this rude behavior, the man grins, giving the PCs a full and detailed view of his rotten teeth.  “Come on now, samurai-san!  Can’t be taking yer weapons into the daimyo’s quarters.  Don’t be troublesome, I’d hate to have ta kill you.  Then we’d have to get a new batch of samurai in here and start all over again!”  


This man is Kasuga Kujiro, the sworn personal yojimbo of Kasuga Magoro.  He is actually a high-ranking samurai with Status 6.0, but he looks more like a grubby ronin.  He is crudely spoken and casually profane, but is not actually interested in fighting the PCs – he merely wants to make sure they don’t go armed into his lord’s presence.  

· If the PCs get strongly offended or belligerent, he will shrug and smile.  “Come now, no need to get all exercised.  You wouldn’t go into some other lord’s presence armed, would ya now?  You think we’re any different just because we’re Tortoise, hmmm?”  

· If a PC actually tries to challenge Kujiro, he laughs.  “I’ll have to take that up with my daimyo, samurai-san.  Maybe we can meet in a garden somewhere, with lots of cherry blossoms, and a pretty girl playing the samisen while we cut each other apart?” If the PC insists, Kujiro shrugs.  “Just as you like.  I expect my lord will refuse.  Why not ask him yourself, since you’re on your way to see him?”

· If a PC should actually draw steel, this will be a major breach of etiquette, entailing Honor and Glory loss for the PC.  Within seconds, over a dozen Tortoise bushi will emerge from concealment around the tower.  If the PC does not sheath his sword and apologize (with good role-play and a roll of Awareness/Etiquette (Sincerity) at TN 25), the Tortoise will escort him or her away from the tower, ending participation in this adventure.  The PC earns 1 XP.   
Presumably the PCs eventually agree to leave their weapons and spell-scrolls in the care of Kasuga Kujiro.  He smiles, bobs his head in a bow, and settles back to guard the tower.  Kasuga Takuma dismounts from his palanquin, bids goodbye to his simpering handmaidens, and leads the PCs through a low archway in the side of the tower, where a gate once barred access. Inside, the tower is a hollow shell, the upper levels burned out long ago, ashes and dirt covering the floor.  However, the wooden floorboards sound solid beneath the filth, and Takuma leads the PCs to a trapdoor in the center of the floor, a surprisingly new and well-maintained trapdoor.  Below is a solidly built wooden staircase leading down into an underground corridor, lit by multiple glass-and-metal lanterns. 

Part One: Meeting the Tortoise Champion 

The corridors twist and turn beneath the earth, their walls and ceilings covered in oaken boards while thick tatami mats conceal the dirt floor.  Much more normal-looking Tortoise samurai, fully armed and alert, stand guard along the walls of the underground passage, watching the PCs carefully as they pass.  Foreign lanterns light the corridor far better than Rokugani are accustomed to, and PCs may find it difficult to remember that they are underground.  Eventually, they are led into a small but very elegantly arranged room, deep beneath the surface.   

The floor of the room is covered with finely woven tatami, and gaijin lanterns burn in the corners, spreading a warm, even illumination very different from the flicker of candles.  Silk shoji paintings, many of them by very famous artists, are displayed along the walls.  In between the paintings are strange gaijin artworks – life-like marble statues of human nudes, strange wooden carvings of abstract shapes, musical instruments that vaguely resemble a biwa or an over-sized flute, with strings stretched across wooden frames, and so forth.

Seated in the center of the room, resting on a padded coverlet and several pillows, is Kasuga Magoro, the lord of the Tortoise Clan.  He is an old man, probably in at least his late sixties, and suffers from extreme gout, resulting in limbs and extremities which are swollen and red, with cracked skin.  It is an agony for him to move and he makes only the sparest of gestures with his thick hands.  A writing table sits on the floor to his left and he leans heavily on it during conversation.  He does not actually write anything, however, due to his condition.  A young Tortoise scribe, Magoro’s grandson, kneels in one corner with a writing kit, ready to record anything he requires.         

· Some PCs may be suspicious of Magoro’s physical condition, since gout is not a disease well known in Rokugan.  A PC who rolls Intelligence/Medicine at TN 15 will conclude he is suffering from some kind of illness, and hitting TN 25 or better will recall some vague stories of greedy, overweight merchants who suffered from a condition like this.  

Once the PCs arrive, Magoro will make a very slight gesture and Kasuga Takuma will leave, sliding the wooden shoji doors shut behind him, leaving them along in the room with Magoro and his scribe.  He greets the PCs and apologizes for not being able to stand and bow: “My health is quite poor, I am afraid.”  Magoro has a deep, mellifluous voice, a sharp contrast with his rather unattractive outward appearance.  

Magoro will begin by explaining the duty of the Tortoise to the PCs.  “Some of you may be aware of the duty of the Tortoise Clan.  It is our task to endure the shame of dealing with foreigners, gaijin, so that the rest of the Empire need not taint itself with their touch.  We accept this unfortunate task with all due humility and honor, serving the Son of Heaven as he commands.”   

Some of the PCs may express horror or disgust at the task of the Tortoise.  Magoro does not take offense.  “We do not enjoy our duty, samurai-san.  But the command of the Divine Emperor cannot be refused.  If we do not continue this task, danger may threaten Rokugan from overseas once more, just as it did during the battle of White Stag.”

Regardless, Magoro will go on to explain why he has summoned the PCs.  “For some months now, we have been keeping track of certain… disturbing contacts between the Mantis Clan and the foreigners known as the Thrane.  We have come to believe that these contacts represent a threat to the Empire, but this confronts us with a difficult situation.  Although we have the blessing of the Emperor, we are still a Minor Clan, one ill-regarded by most of Rokugan, while the Mantis are a revered Great Clan who have been entrusted to raise the Emperor’s son Hizatoru.  If we are to make our accusations stick, we must have witnesses from outside our Clan, samurai of character who will testify before the courts when the time is right. Thus we have called you here to ask your assistance.”

It is up to the PCs whether they wish to help the Tortoise Clan, and Magoro will await their answers before proceeding on.  

· If any of the PCs refuse to help, Magoro will heave a sigh and apologize for wasting their time.  “This may prove difficult without your help, but perhaps our suspicions will prove to be unfounded.”  The PCs who refuse are out of the adventure, earning 1 XP.  

· If any of the PCs are Mantis who were able to participate in the adventure due to having an appropriate Obligation or Ally/Favor, Magoro will address them directly: “I understand your loyalty to your Clan may form an obstacle to your helping us.  However, testimony from one of the Mantis Clan’s own would be quite potent in court.  I assure you it is not my desire to harm the Mantis Clan, merely to stop those within their ranks who are engaged in improper activities.”

· If the PCs ask what sort of help they will be expected to provide, or what they are supposed to be witnessing, Magoro smiles.  “I assure you, the things you must testify will be seen with your own eyes.  It will require a certain commitment of time, several weeks, on your part, however.  Will that be a problem?”

A Mission Overseas

Assuming the PCs ultimately agree to help the Tortoise Clan, Magoro will explain the situation in more detail.  “As part of our task, we of the Tortoise monitor activities in various foreign ports across the Sea of Amaterasu.  A difficult and unpleasant duty, as you can imagine!  In recent weeks we have heard rumors of several Mantis vessels sailing to one of these ports, and heard rumors of possible meetings between their leaders and Thranish ship captains, who appear to have traveled to this port for just this purpose.  A most disturbing phenomenon, since we have previously heard other reports of Thrane and Mantis negotiations, even before the Mantis gained a share of the Thrane trade.  Most recently we have also received reports from other, more distant ports of a Thrane fleet, loaded with soldiers, setting sail for parts unknown.  We believe some manner of plot is being hatched between the Mantis and the Thrane, and it is out intention to send a mission to this particular port in order to find proof.  You will be part of this mission.”

Magoro will answer the PCs questions, although he will be cagey about it and PCs who roll Raw Awareness at TN 20 will sense that there is much he is not telling them. It should become apparent from this discussion that Magoro expects the PCs to undertake a voyage to a foreign port.  If the PCs inquire about this, he will apologize for the necessity.  “Clearly, you cannot be witnesses unless you see these things with your own eyes, ne?  We have arranged one of our own ships to undertake the voyage.  I trust you can endure this?”  

· Where is this port?  “It is called Sikanu.  An unpleasant foreign name, indeed.  Apparently it is part of some foreign kingdom located far to the south, but ships from many lands visit and trade there.”

· What do the Tortoise suspect of the Mantis?  “I would not wish to speculate, but from the accumulated evidence it appears the Mantis may be thinking of placing young Hizatoru on the throne.  After all, his father is aging, already past the minimum age of retirement, and Hizatoru is the eldest son.”  Magoro will not openly suggest that the Mantis are planning a coup.

· What is the connection between the Mantis and the Thrane?  “That is what we are trying to learn.  It is quite disturbing to hear reports of Mantis nobles speaking with the leaders of what appears to be a Thranish military expedition at a time when the Empire is torn by war and disunity.”  

Magoro will also make it clear that this mission will entail a certain amount of activity which the PCs may find distasteful.  “You will be traveling outside of our beloved Empire, to the lands of gaijin who do not respect the rules and principles of civilized folk.  Thus, a certain amount of… shall we say, deception, will be necessary for you to succeed.”  If the PCs ask for details, he frowns.  “It is difficult to make any prediction of what might be needful, but suffice to say, if you are one who follows Bushido in the strictest and most rigid manner, this task may prove beyond your abilities.”  

If any PCs refuse the mission once Magoro explains the potential for dishonorable activities, he will nod and accept their decision.  “This task is not one which every samurai can handle,” he says, and his bushi escort those PCs back out the tunnels.  They are out of the adventure, earning 2 XP (1 for participation and 1 for good role-play).   

· If any PCs demand a duel with Kasuga Kujiro, Magoro will look irritated.  “The captain of my guard can be a… rough… man, but he is not a foolish one.  If you let yourself be goaded by him, how will you be able to endure the trials of this mission?”  He will refuse permission for a duel.

The Sea Sprite
Assuming at least some of the PCs do agree to undertake the mission, Magoro will send his grandson to fetch Takuma, who leads the PCs away.  

After a further trip through the underground passageways, including descending a couple of staircases, the PCs arrive at a large cave which functions as an underground port.  Most of the cave is full of water and a large exit, on the far side, is shrouded by hanging ropes twined about with weeds and plants.  A wooden dock extends from the side of the cave into the water and several ships with Tortoise mon are floating there.  Most of these appear to be normal kobune, but the PCs are instead escorted to a single ship which is bizarrely different from all the others.  It has a longer, narrower body with a prow that seems less blunt than a Rokugani ship’s prow, perhaps even a pit pointed.  An unusually tall mast is located near the back of the ship, instead of the center.  

· The PCs’ gear from the entrance to the Tortoise stronghold will be waiting for them here, still in the wicker basket.

This ship is the Sea Sprite, the vessel the PCs will be boarding for their journey.  The crew is composed entirely of Tortoise samurai, scruffy men (and a few women) dressed in ragged garb that looks no different from commoners’ clothing.  They carry knives and assorted peasant weapons – kama, chains, etc – tucked under their belts.  

The ship’s captain, Kasuga Yotaro, is a portly, swarthy man whose face is wreathed with a scruffy black beard, and who seems to always have a short clay pipe clamped between his teeth.  He seldom actually lights this pipe (and makes a big production out of it when he does), and it usually goes out within a minute.  Yotaro is friendly and boisterous, but also a very experienced sailor and captain, and brooks no disobedience or insolence from his crew.  

The PCs will be assigned to three small rooms belowdecks, and the ship will sail in the fog of early morning, slipping out of the cave mouth and into the Bay of the Golden Sun as the rising sun forms a red ball behind the gray fog.  The crew work the oars with a will, sculling the ship out of the bay into the open ocean, with a single square sail adding only modest assistance to their efforts.  

Around mid-morning, the ship reaches open waters, the shore of Rokugan no longer visible on the horizon.  A that point, the crew pull in and stack their oars, lower the square sail and back it away, then raise a second mast in the front of the boat and hoist two new sails, triangular in shape.  As the new sails swell and fill with wind, the Sea Sprite seems to leap forward, as though driven by all the winds of the world.

Doubtless at least some of the PCs will be bewildered or angry at seeing a Rokugani ship effectively transformed into a foreign vessel.  Yotaro will shrug and grin around his pipe.  “We are outside the Empire now, samurai.  The laws of Rokugan do not hold sway here.”  He looks at the PCs searchingly.  “You have agreed to help the Tortoise Clan in our mission.  This means you’ll have to do many things you find distasteful or dishonorable, samurai, just as we do.  Too late now for second thoughts.”  

Part Two: A Sea Voyage

The Sea Sprite will spend ten days at sea, sailing south and east toward the distant port of Sikan.  This will be a very unsettling experience for most PCs, since Rokugani ships seldom spend more than a day, or at most two, out of sight of land.  The weather is cloudy and stormy for the first two days, but then clears, and the Sea Sprite arcs across the waves under a clear sky and a warm sun.  On the last two days the weather grows cloudy again, but remains warm, with occasional sheets of rain that blow across the water.

The twin triangular sails and long body allow the ship to travel much more quickly and easily than a conventional kobune, although PCs will not realize the full extent of this ship’s superiority to Rokugani design unless they roll Intelligence/Craft: Sailing at TN 20 or Intelligence/Engineering at TN 30.  

During the trip, the sailors put out nets to catch fresh fish, supplementing their dried and pickled rations.  Many of the fish are of unfamiliar types, such as fish with long needle-like noses or broad, flat bodies with bright colors.  The crew are quite adept at preparing these strange fish, many of which prove to be delicious. 

Talking to the Crew

Some of the PCs may decide to speak with the crew about the mission, about the port of Sikan, or some other topics. The Tortoise sailors are a jumbled mix of individuals – young and old, male and female – but they all share a similar rough-and-ready manner and style of speech and behavior.  They will be friendly and personable toward PCs who treat them with respect – they are members of the samurai caste, after all – but cold and remote toward PCs who treat them with disdain.  They know a formidable array of bawdy drinking songs, which they like to recite when off-duty.  (Since the Sea Sprite keeps sailing day and night, the crew is never completely off-duty, but the majority of them work during the day.)  

· If the PCs ask the crew about Sikan, they grin and nudge each other.  “It’s a sight, that’s for sure.  Not like anything you’ll ever gaze on in Rokugan.”  They won’t say more about it – the crew enjoys seeing the reaction to Sikan for new visitors.

· If the PCs ask about the people who live in Sikan: “The folk there look like us, but darker, and shorter.  Soft little people, it’s no wonder they let other gaijin run their ports.”  If the PCs ask what is meant by that, the Tortoise look angry and disgusted.  “The tall pale gaijin, the Thrane and the others like them, they run the port.  Some kind of treaty, and they charge extra fees and taxes to anyone else who comes there, like the Mantis, or us.”  

If the PCs ask about the mission, most of the crew know only that they are supposed to be investigating some kind of deal between the Mantis and the Thrane.  “Some kind of serious business, samurai, or you wouldn’t be here.” 

Yotaro knows the full mission, but will refrain from speaking about it around the rest of the crew.  If the PCs speak with him privately, he chews on his pipe as he regards them cautiously.  “By orders of the Clan Champion, I’m to find proof that the Mantis are conspiring with the Thrane.  Possibly to bring Thranish troops to Rokugan.”  He narrows his eyes.  “If we find proof, we may have to run for our lives to get it back to the Empire.  Any of you have a problem with that?”  

Notable Crew Personalities

Aside from Yotaro, there are several other memorable crew who the PCs can interact with over the course of the voyage.

Kasuga Abunai – the ship’s first mate, Abunai is a huge, hulking brute of a man who habitually goes bare-chested and wears a dark green silk scarf covering his head.  His face has a terrifying squashed-in look and his teeth are thick and prominent, almost bestial.  PCs who watch the crew will notice that Abunai never raises his voice, the crew always leaping to obey him immediately.  Abundai is normally a very calm man, but is capable of ferocious violence when angered, and the crew all have stories of tavern brawls and other such incidents in foreign ports in which he ripped people’s limbs off, crushed skulls with blows from his fists, etc.  If any of the PCs try to needle him, or challenge him in some way, he will not initially rise to the bait – it takes a lot of work to make him lose control – and if the PCs are persistent, Yotaro will intervene, ordering them to lay off (and potentially threatening to throw them off his ship if they don’t listen).  

Kasuga Minako – the ship’s most experience female sailor is a woman in her thirties with tanned skin and a loose, shaggy head of hair that she keeps out of her face with a headband.  She is outgoing and boisterous, with a taste for bad jokes and puns.  She will be the woman assigned to change out clothing for any female PCs (see below).  Minako is married but seldom visits her home, and often takes a “shipboard husband” on long voyages.  If any of the male PCs seem interested in her, and do not have too high a sense of honor, she will propose such an arrangement for this journey.  

Kasuga Omoji – The oldest man on the Sea Sprite is the ship’s carpenter and handyman, who supervises all manner of maintenance, repairs, and improvements.  He is a grizzled, toothless old man, with a chatty and outgoing personality.  He is a sometime weaponsmith of fair skill, and given the chance, he will reminisce about weapons he has made in the past. 

Kasuga Tekku – The youngest member of the crew is a boy of sixteen, on only his third major voyage.  He is thin and fresh-faced, but with an unfortunate tendency to sprout ugly pimples on his nose and forehead, something he is endlessly teased about by the rest of the crew, male and females alike.  If a PC stands up for him, Tekku will be eternally grateful and will regard that PC as a hero and mentor thereafter.       

Preparing for the Mission

After several days at sea, Kasuga Yotaro will call the PCs into his cabin and discuss the requirements of their mission in more detail.  “This place where we are going, Sikan.  It is a gaijin port, a place of trade and commerce.  Distasteful topics, I know, but they have use in this case.  Our ship is a trading vessel, and we have a cargo of silk belowdecks.  This will give us justification to be in Sikan.”  

Yotaro will strongly suggest that it will be unwise for the PCs to visit Sikan as themselves, samurai of Rokugan.  “The Mantis have sailors at this port, and they will notice if a group of Rokugani samurai appear there.”  He will suggest the PCs disguise themselves as Tortoise sailors, since Tortoise are a normal sight at the port. If the PCs propose other disguises, he will consider their ideas, accepting those that seem workable.  Yotaro is an intelligent man, with good judgment, and will reject any plan that seems foolish.  For example, if a PC suggests “playing tourist,” he will point out that while this would certainly deceive the gaijin, it is unlikely to fool the Mantis, who know full well that proper Rokugani disdain to be curious about gaijin.  

If the PCs agree to disguise themselves as Tortoise, Yotaro will bring out suitable garments and assign two members of his crew (one man and one woman) to help the PCs change their outfits, wash dye out of their hair, etc.  The PCs’ own clothing will be carefully and respectfully folded and put away to await their return journey.  

The PCs will also need to conceal the nature of their weapons and gear, much of which may have Clan colors, mons, or other symbols.  For this task, Yotaro will hand the PCs over to the ship’s chief craftsmen, Kasuga Omoji.  He will carefully re-wrap their sword-hilts, re-lacquer armor, and otherwise ensure that any incriminating materials are removed or concealed.  Omoji will comment admiringly on the quality of any exceptional weapons or gear the PCs may have. 

Part Three: The Port of Sikan

At the end of ten days, in late afternoon, the Sea Sprite comes in view of the lands to the south, and the port of Sikan:  

You seem to be approaching the tip of a mountainous peninsula which stretches off to the south, vanishing into the haze of rain.  At the head of the peninsula the ground rises up in sheer, rocky slopes cloaked in dark green foliage, the sort of plants and trees normally seen on the Mantis Isles.  You gradually come to realize these slopes are the lower sides of a volcano which blew its peak off in some ancient, cataclysmic eruption.  One side of the broken cone is rent open, as though cleaved by a great mattock, providing access for your ship to pass through into what appears to be a sheltered bay within the ancient crater.  

The PCs can see strange houses with thatch roofs on the lower slopes of the mountain’s exterior slopes, and what appear to be paths roads running along the shore.  Many strange gaijin ships, with long low-slung bodies and single triangular sails, are lying off the shore from the peninsula, hauling vast fishing nets from the waters.  The PCs can make out short bare-chested men with dark hair and yellow-bronze skin on their decks.  

Eventually the Sea Sprite passes through the rent in the side of the volcano.  The sheer stone slopes rise on either side like walls, but the passage between them is wide enough for a half-dozen ships to pass abreast.  The Tortoise crew watch the PCs avidly, waiting to see if anyone gapes or otherwise shows open emotion. (Regardless of whether the PCs show emotion or not, money will change hands between the Tortoise as bets are paid off.)    

Within the extinct volcanic cone, steep walls of gray and black rock rise on all sides.  Most of the cone has become a bay, its deep blue waters placid within the sheltering walls of the volcano.  Dozens of ships are anchored all across the bay, and hundreds more are docked at the piers of a city which sprawls along three-quarters of the shoreline.  Even from this distance you can see the thick pall of smoke which hovers over the city, and smell the foul stench of gaijin.  

The Nature of Sikan’s People 

Sikan is the greatest port of the land of Sianzhu, a vast but weak kingdom.  The city is inhabited primarily by its native people, the Sian.  They appear to be similar to Rokugani (short, slanted eyes, black hair), but with a shorter stature, lighter build, and a darker yellow-bronze color to their skin.  They dress in loose garments of cotton cloth, died in bright colors, and the women wear scarves which cover their hair.  Their language is tonal and musical, making it quite incomprehensible to Rokugani.  

The Sian are generally a friendly and mild-mannered people, which has unfortunately made them easily dominated by foreign powers. In recent years, as foreign control of Sikan has tightened, they have become aware of their weak position in the world, and some of them have become resentful.  PCs may sometimes notice sullen or suspicious looks from the Sian, especially the young men.      

The Nature of Sikan the City

Sikan is built along the shore of the inside of the volcanic cone, circling halfway around the edge of the crater.  It is a low, sprawling city in which almost no structures rise higher than two stories.  The construction is a mixture of wood and stone, the latter primarily basalt, which lends a dark, morose tone to the city’s coloration, a drab background to the brightly colored garments of the inhabitants.  Roofs are primarily thatch, with stone tile on the larger and more prominent structures.  The wealthiest inhabitants of the city (whether native or foreign) dwell in large, well-guarded mansions surrounded by stone walls, located on the upper slopes of the city, above the stink and crowding of the masses.

There are a number of deep channels which run through Sikan, draining rainwater from the upper slopes of the volcano into the bay.  These fuming channels cut through the city in many places, and are crossed by numerous narrow wood-and-rope bridges at street level.  PCs will notice spumes of dirty water coming into these channels from large round holes in the stone walls that line them – the city’s drains, pouring out into the channels and thence to the bay.  Perceptive PCs will also notice holes in the stone tiles at the sides of the streets, where water and waste pour down into the drains.  

Most of the streets in Sikan are narrow and twisting, snaking in between the buildings, but there are occasional broader streets which function as marketplaces.  The larger streets are packed with vendor stalls, most of them set up underneath colorful cloth awnings, and individual merchants and street performers crowd in between the stalls.  Anyone who walks down these streets will be surrounded and endlessly pestered by merchants hawking wares, beggars demanding alms, and thieves looking to pick pockets.     

Sikan is a “treaty port,” controlled by foreigners, primarily the Thrane, the Merenae, and various lesser nations from the same distant continent.  The city is technically ruled by a local nobleman, and his soldiers patrol the streets and putatively maintain the law – however, their authority over foreigners is carefully limited by treaty, making them all but powerless.   

Due to Sikan’s nature as a cosmopolitan port city, there are great numbers of other foreigners present, many of them residing here year-round.  Passing through the densely crowded streets, visitors will see Thrane and Meranae in wool and leather clothing and broad-brimmed hats, bristling with pistols and rapiers; hook-nosed Senpet merchants in long white robes with scimitars at their waists; dark-skinned Ivory Kingdoms nobles in colorful sari, accompanied by guards in chainmail and conical helmets; Mantis sailors in green silk, with kama thrust through their belts; and innumerable other, stranger types, almost any ethnic or racial type the GM can imagine.  

Although Sian is technically the native language of the city, most inhabitants speak a polyglot trade dialect that mixes words and grammar from half a dozen languages, including a few bits of Rokugani.   

Docking

Yotaro maneuvers the Sea Sprite in to an empty berth on one of the hundreds of piers sticking out into the bay.  The surrounding ships are mostly of strange foreign make, long, low-slung vessels with one or two masts and large triangular sails.  As he steers the Sea Sprite in, he looks at the PCs and nods his head toward the far side of the semicircular bay, to where a dozen great Thrane ships are anchored next to piers where three recognizably Rokugani kobune are tied up.

· If the PCs look at the kobune, they can roll Perception/Investigation (Notice) at TN 30 to make out the Mantis mon on their sails.  PCs with spyglasses or other such useful aids can get Free Raises on this roll.

As the Tortoise ship approaches the pier, the PCs can see that the wooden docks are crowded with hundreds of people – laborers, sailors, guards, and others, swarming about like ants.  Most of the visible people are Sian, bare-chested laborers hauling bundles of goods on their backs, guards wearing fancy helmets and holding spears, and so forth.  The sailors, however, are a jumble of different folk, in skin tones ranging from coal black to pale white, and dressed in a bewildering variety of styles. The noise level climbs toward deafening as the ship reaches the pier and ropes snake out to tie it off.

As soon as the Sea Sprite is docked, a small middle-aged Sian in a brightly-colored smock-like garment comes aboard, followed by two guards.  Yotaro speaks with this man in the sing-song language of the Sian, then takes him belowdecks to inspect the cargo.  The two guards stand at the edge of the gangplank, looking around uncomfortably at the crew and the PCs.  Eventually, Yotaro and the Sian official return to the deck, and the man departs with his guards.  If the PCs ask Yotaro about this, he grins.  “This port is really controlled by the Thrane and the Meranae, but officially, it belongs to the local ruler – a sort of daimyo.  As long as you pay off his inspectors, though, he doesn’t give you any trouble.” 

Preparations for an Investigation

Once the Sea Sprite is docked and the local authorities are dealt with, Kasuga Yotaro will meet with the PCs inside his cabin.  “We’re in a place you’ll find very strange,” he says.  “Our goal here is to learn what the Mantis and Thrane are plotting, but we cannot be too… direct… about that.  If we simply go up to the Mantis and ask them questions, we will put them on guard and accomplish nothing.  We must take a subtle approach.  There are many sources of information in this city, and I intend to seek them out.  If you’ll accompany me to one of the local places of business this evening, we can begin.”  

Part Four: Dangers in Foreign Streets

The PCs may wish to leave the ship and explore the city. Yotaro will not stop them, but cautions them to be back that evening to accompany him to his meeting with his local contacts.  He also warns the PCs that while going armed or lightly armored is acceptable, wearing heavy armor and carrying bows or spears/polearms on the street is illegal, a legacy of earlier eras in which the Sian saw those weapons as pre-eminent and most dangerous.  

PCs who explore the city will offer the GM the opportunity to amuse, bedevil, and harass them with strange gaijin encounters.  The crowded streets of Sikan make it all but impossible to avoid touching others, and indeed the beggars and merchants of Sikan habitually grab potential customers by the arm or sleeve.  All manner of goods, both familiar and exotic, are present here, from every corner of the world – and in fact, observant PCs will notice Rokugani silk, jewelry, and artwork for sale alongside everything else.  

· There are many exotic foods for sale, both by street vendors and in small restaurants tucked into the ground floors of buildings, or simply set up under an awning to hide from the rain.  If the PCs eat any of the food here, they must roll Raw Stamina at TN 15 to avoid a debilitating case of nausea and runny guts.  This will inflict a +10 TN penalty on all actions for the first day, and +5 for the next three days, unless the PC is treated with Hands of Jurojin.  (Rokugani medicine does not have effective treatments for food poisoning.)  

The PCs do not speak the Sian language, but they can try to puzzle out the local trade dialect with a roll of Raw Intelligence at TN 20.  If they speak at least one foreign language already (e.g. Thrane, Senpet, Rhuumal, etc), they get a Free Raise on the roll.  

The PCs may run into Mantis sailors in the streets and marketplaces of Sikan.  So long as the PCs play their role as Tortoise sailors (or a similar deception or method of avoiding attention), the Mantis will not pay them special attention, although they will clearly think themselves better than Tortoise.  

The PCs may also notice large groups of Thrane soldiers wandering around the markets, staring openly and pointing.  In contrast to the well-dressed and individualistic Thrane merchants, these men are all dressed in fairly uniform clothing: pants and jacket of dark blue, worn over a white shirt.  These soldiers are  coming ashore from the anchored fleet, and they are unarmed save for knives and the occasional pistol stuffed into a boot.  They have no understanding of politics or international affairs and are simply enjoying the exotic sights and experiences of Sikan.   

It is possible that PCs may get into a violent situation on the streets of Sikan, particularly if they are strict traditionalists who are insulted or outraged by the locals violating their taboos.  If any violence takes place, the local guards will appear after a few minutes and attempt to take everyone into custody.  They will not actually try to tie up or disarm anyone, but simply request that all involved accompany them to their barracks.  If the PCs refuse, the guards will reluctantly employ violence, although they will always try to avoid inflicting lethal damage.  

· PCs who violate local laws by wearing heavy armor or openly carrying bows, spears, or polearms will likewise eventually draw the attention of the city guards, who ask them to return to their ship or face arrest.

If the PCs do submit to arrest, they will be kept at the guards barracks (a large thatch-roofed wooden building with multiple interior chambers), where a scowling guard captain berates them loudly in Sian, waving his finger in their faces.  Eventually Yotaro will arrive and have a private discussion with the guard captain, after which the PCs are released.  Yotaro explains that crimes by foreigners are usually resolved by paying a fine.  “The treaty allows any foreigners to resolve legal difficulties by payment of a suitable fine.  Convenient, since the foreigners would otherwise use force to protect their imprisoned fellows.”    

A Dangerous Meeting

As evening falls, Kasuga Yotaro will open an umbrella and lead the PCs out into the rain-soaked streets of Sikan.  He winds his way through the narrow, grubby alleys of the city’s less reputable districts, eventually ducking through a low doorway into a tavern located in the basement of a house.  

The tavern floor is packed earth, and a low wooden ceiling presses down on the PCs’ heads.  Light comes from small oil lamps set on corner stands, and the air reeks of smoke, oil smoke from the lamps and tobacco smoke from customer pipes.  The clientele are a mixture of Sian and lower-class foreigners, hunching around dirty tables and clutching tankards.  Yotaro leads the PCs to a corner table, and a silent elderly woman of Sian blood, wrapped in a dark red garment, brings several tankards to the table.  PCs who investigate the drink discover a thick, earthy, bubbly liquid – beer.  

Yotaro sips his drink and waits.  If the PCs ask, he explains that he is waiting for his local contact to arrive. If they ask for more information on this contact, he smirks.  “A fellow called Suyanu.  A sort of smuggler and merchant, much like a Tortoise, truth be told.”  If any of the PCs are Yasuki courtiers, he will add, “Your sort of person.”  Regardless, he continues: “He knows a great deal about what is happening in Sikan.  He has to, to make sure his own business goes well.  If anyone knows what the Mantis are up to here, and where they’re doing it, he will.”

Clever PCs may think of checking the area for possible ambushes.  A roll of Perception/Stealth (Ambush) or Battle (Ambush) at TN 20 will note that there are only two exits from the room (the front door and the kitchen). If the PC makes TN 30 or better, s/he notices that a table of four burly, muscular foreigners with darker skins – possibly men from the Ivory Kingdoms – are covertly keeping an eye on their table.  If the PCs mention this to Yotaro, he nods and murmurs for them to keep an eye on the table.     

After the PCs have been here for about a quarter hour, an elderly Sian man enters the tavern, accompanied by two lean, tough-looking younger men of the same type.  The man looks around for a moment, then comes to the PCs’ table and makes a Sian greeting gesture (waving his hand horizontally across his face). The two begin to speak in Sian.  Although the PCs cannot understand what is said, they can roll Awareness/Investigation to try to pick up information on the discussion:

· If the PCs make TN 15, they can tell that Yotaro and the Sian are greeting each other as friends.

· If they make TN 20, they can make out that the Sian gentleman’s name is Suyon.

· If they make TN 30, they detect an undercurrent of tension, and on Yotaro’s part, unease.

A couple of minutes into the conversation, Suyon will shake his head, stand up, and head for the door.  Yotaro calls after him, trying to ask a question, and the man turns at the exit, looks back, and makes a short bow with his hands over his eyes.  PCs who have been watching Yotaro can roll Raw Perception at TN 15 to see him turn pale.  PCs who have made a point of observing Sian behavior and manners can roll Raw Awareness at TN 20 to realize that Suyon is apologizing.  

Ambush in the Tavern

The instant after Suyon’s bow, the table of Ivory Kingdoms thugs springs into action, leaping up and hurling strange missile weapons, chakram, at the PCs’ table.  These appear to be flat bronze loops, their outer edges razor-sharp, which slice into flesh and bone with lethal ease.  (See the Appendix for stats and mechanical details of these assassins and their weapons.)  However, Yotaro will not be their primary target – they will hurl the weapons at the PCs, distracting their attention. 

Simultaneously, an assassin at another table will pull out a blowgun and shoot Yotaro in the neck with a poisoned dart.  There should be no chance of detecting or stopping this attack – the PCs’ first warning will be when Yotaro makes a choking noise and falls over, dead before he hits the floor.

The rest of the patrons at the tavern panic and flee, elbowing each other through the single door or fleeing into the kitchens (PCs will hear the proprietor shrieking curses at them as they rush through her place of work).  The four Rhuumal assassins from the table will unlimber razor-edged katars (punch-daggers) and attack the PCs, attempting to slay all of them.  They will fight fearlessly and to the death.  The blowgun-using assassin (who is smaller and less physically noticeable than his allies) will try to join the customers in their exodus, but if the PCs chase him down, he will draw knives and fight as well.  (He has only one poisoned dart, and thus will be unable to use poison on the PCs.)       

The city guards will not respond to this brawl – they do not venture into this neighborhood at night.  It will be up to the PCs to deal with the situation.  

Chasing Suyon

Smart PCs will realize they should chase down Suyon.  If they set out in pursuit immediately, they will be able to see him up the street.  If they fight the assassins first, he will be out of sight, and they will have to search the area and roll Perception/Hunting (Tracking) at TN 30 to locate him.  

If the PCs lost track of Suyon, they can try to locate him later by asking around and rolling Awareness/Underworld at TN 30.  Spending a koku or more in bribes will reduce this TN to 25.  With a success, they track him to a shady-looking restaurant elsewhere in the district, where he is busy cutting a deal with other locals.

Regardless, when the PCs confront Suyon, his reaction will vary depending on how much force they can bring to bear.  If only one or two PCs approach him, he will order his bodyguards to deal with them, hoping to dispose of these inconvenient foreigners quickly.  If the bodyguards are defeated, or if all of the PCs approach him together, self-preservation will take over.  

Communicating with Suyon can be challenging, since he speaks only a smattering of Rokugani.  He does speak Rhuumal (the Ivory Kingdoms language) and the PCs can communicate with him in that tongue.  Otherwise, the PCs can try to puzzle out a conversation in the local trade dialect with a roll of Raw Intelligence at TN 20.  If they speak at least one other foreign language (not Rhuumal, e.g. Thrane, Senpet, etc), they get a Free Raise.  

Suyon will try to be uncooperative, claiming ignorance, accusing the PCs of tormenting an old man, etc.  However, any sort of serious threat – or, conversely, a willingness to treat the whole thing as just business, perhaps backed up with a bribe – will gain his cooperation.  He can share the following information:

· Suyon deals with both the Mantis and the Tortoise when they are in the city, arranging deals and setting up purchases and sales of different goods.  He has been doing this for many years.  

· Suyon knows the Mantis are up to something unusual.  They have sent more ships than they normally do, but they are not making any deals or sales.  

· It is very unusual to see a large Thrane fleet in Sikan – normally only one or two ships at a time arrive from them.  Suyon knows there are many Thrane soldiers on their ships here, and all of the ships have arrived in the last few days.

· Suyon knows the Mantis leader is meeting with the Thrane.  He identifies the Mantis leader as an old man called “Yoraytamu Ogaywa.”  

· If the PCs ask about the attack, Suyon will explain that the old man “Ogaywa” warned him the Tortoise might come asking questions, and paid him generously to kill them.  He regrets this, because Yotaro was his friend, but money is money!  He hired the “Chandra brothers” (the Rhuumal assassins) to do the deed.  

If the PCs demand to know where the Mantis and Thrane are meeting, or where Suyon met with the Mantis, he can point them to the House of Bright Wings (see Part Five below).  

Clever PCs may think of asking Suyon to set up a meeting with the Mantis.  He will do this if they bribe him generously (if they try to threaten him into it, he will pretend to agree until he can get away from them).  See “Meeting Ogawa” in Part Five for details of what will happen if the PCs take this route.    

Part Five: Further Investigations

With Yotaro dead, the burden of the investigation falls on the PCs.  They must find evidence of what the Mantis and Thrane are up to, preferably by witnessing something they can testify about after they return to the Empire.

If the PCs speak with the crew of the Sea Sprite about what has happened, they will clearly be shaken by what has happened.  Abundai in particular will be alarmingly angry, and suggests going ashore to “crack a few heads” before the other members of the crew (especially old Omoji) calm him down.  The crew will acknowledge that the PCs are now effectively in charge of the investigation, and will follow their directions so long as they are not suicidal.  

The PCs have several possible courses of action.  The most obvious choices are outlined in the following sections, but if they take an unusual path, the GM may have to engage in a certain amount of improvisation.

Yoritomo Ogawa will have a final meeting with the Thrane commanders at the House of Bright Wings on the evening after the PCs arrive in Sikan.  Thus, after Kasuga Yutaro is killed, the PCs will effectively have one day to find out where the meeting is taking place and find a way to either listen in on the conversation, or meet separately with Ogawa.  

Talking With the Thrane

Clever or inventive PCs may think of trying to get information out of Thrane crewmen or soldiers who are ashore on leave – as mentioned earlier, there are many groups of soldiers going ashore, and smaller groups of sailors as well.  Of course, the PCs will most likely need to be able to speak Thrane to follow this option, since none of the sailors speak Rokugani.  PCs can try to communicate through pidgin (in the manner outlined before with the Sian), or if they speak another foreign language, they can track down a Thrane who speaks it.  

Talking to these Thrane will typically entail sharing a few drinks with them and getting their tongues to wag.  PCs should come up with a suitable plan and then roll Awareness/Investigation at TN 30 or Awareness/Deceit at TN 20 to get the Thrane to drop something important.  If the PC is communicating through pidgin, the TNs are increased by 10.

If the Thrane spill some useful information, they will reveal they know their fleet is about to head somewhere – they don’t know where or why, but based on past experience, they expect its to set up some local “panjandrum” as a Thrane-backed ruler.  With probably a lot of money to be made by the Thrane in the process.  This is something that happens regularly and some of the soldiers have participated in past missions of this nature.

If the PCs ask about meetings or discussion between the Thrane and the Mantis, the soldiers and sailors all know that their commanders are meeting with the “old slant-eye” from Rokugan.  They can identify the meeting-place as some kind of fancy restaurant located on a pier.  “Called something like the home of shiny birds, or some such nonsense.”  

A few PCs may be willing or interested to speak with Thrane merchants in the city.  These merchants will not readily speak with Rokugani, and will not speak at length with anyone whose language they do not share.  A commerce-oriented PC who speaks Thrane can try to chat with one of them about trade and business, preferably in a friendly atmosphere (such as while sharing a drink).  If so, the PC can roll Awareness/Courtier (Gossip) at TN 30 to get one of them to spill some useful information.  If so, the merchant will share some rumors that “Oldarsson” is setting up some kind of very lucrative arrangement in a country called “Rokujan.”  He describes it as setting up a “client government” which will sign agreeable trade treaties.  “Oldarsson got himself appointed ambassador there a few years ago, he’s already tied in to all their power structures.”  The merchants do not know anything about the meetings between the Thrane and the Mantis, but they know that the Thrane fleet here is part of the rumored plot, and that Oldarsson has “allies among the natives.”  

Talking With the Mantis Sailors

Some PCs may try to talk to the Mantis sailors while they are on shore.  This is hazardous, since the Mantis are rightly suspicious of Tortoise samurai.  However, if one of the PCs is Mantis himself, or can disguise himself effectively as a Mantis, they can try to “fake” being here on other Mantis business.  

If a PC can approach the Mantis in this way, the sailors will speak readily and openly of how their master, Yoritomo Ogawa, is here meeting with the Thrane to win their support for placing Toturi Hizatoru on the throne.  They cheerfully proclaim that the “young Rogue” will be a fine Emperor, married to the son of the Clan Champion, Yoritomo Rinsei.  

If the PCs ask about meeting with Ogawa, they sailors can identify the House of Bright Wings as where he meets the Thrane.  They can even set up a meeting with Ogawa if the PCs ask for it.  See “Meeting Ogawa” for details.  

Speaking with the Sian Authorities  

Some of the PCs may think of trying to approach the local gaijin officials for help or information.  This will not be productive.  The Sian do not know anything about the Thrane plans or their negotiations and plots with the Mantis.  The local potentate, a fat, corrupt little nobleman named Amaya, has no interest in what the Thrane might be doing and no intention of provoking them.     

Speaking with the Meranae 

Attentive PCs may have realized that not all the pale-faced gaijin in Sikan are Thrane.  The Meranae wear clothing of a different and more florid style than the Thrane, and have darker complexions and hair colors.  PCs who roll Intelligence/Lore: Gaijin at TN 20 or Lore: History at TN 30 will know the Meranae are rivals to the Thrane.  They can also learn this by asking the Tortoise crew or asking locals.  

If the PCs decide to approach the Meranae, they will need to speak either the Meranae language or the Thrane language.  None of the Meranae here speak Rokugani, and they will not trouble themselves to speak pidgin with foreigners.  If the PCs do approach the Meranae and speak a language they recognize, they will take the PCs to meet their consul, Eduardo del’Sanchez. 

Sanchez is a smooth-faced, elegant man who dresses in gorgeous velvet and lace, and spends his days sipping wine and reading correspondence.  He is gravely concerned about the Thrane fleet assembling here, and suspects the Thrane are preparing some kind of military campaign or conquest, apparently in conjunction with local allies.  

· He can identify the Mantis as the “local allies” and can point the PCs to the House of Bright Wings as the place where they are meeting.  “One does one’s best to keep track of such things.”  He has not been able to arrange surveillance on these meetings, however.  

· He knows the Thrane fleet is commanded by men who are beholden to the Oldarsson family, a line of wealthy merchants and politicians from the Thrane homeland.  If the PCs identify Sven Oldarsson as the Thrane ambassador to Rokugan, Sanchez smiles. “Well, of course.  If the ruler of your land is beholden to him, his wealth will grow considerably. Many Thrane have risen to wealth and power through such campaigns.”

· Sanchez can describe previous Thrane campaigns to take control of foreign nations.  Typically, they install a suitably plaint local ruler, often one who is backed by a weak local faction, and keep him in power with Thrane troops.    

Sanchez does not have any specific help he can offer the PCs, and explains that his country is not currently in a position to oppose the actions of the Thrane.  “The time of my people’s greatness is passing, and the Thrane are ascendant.  Such is the way of the world.”  

The House of Bright Wings

The PCs should eventually be able to learn where the Mantis leader, Yoritomo Ogawa, is meeting with the Thrane commanders.  This is the House of Bright Wings, a Sian restaurant and tea-house.  Yoritomo Ogawa will have his final meeting with the Thrane commanders here on the evening after the PCs arrive in Sikan.  

The House of Bright Wings is an open-sided building with a broad thatch roof held up by wooden posts.  The floor is polished wood, with tables and chairs set up to allow groups of 3 to 6 people to share a meal.  Cages full of large, brightly colored insects are hung throughout the place, creating a droning undertone that muffles sound, allowing each table to speak without being overheard.  The House is located on the end of one of the city’s piers, surrounded on three sides by the waters of the bay, affording an excellent view of both the city and the ships docked in Sikan.  

The House is a preferred gathering-place for the movers and shakers of Sikan, mostly foreigners, and is managed by an elderly Sian gentleman named Kular.  The food served here is mostly stir-fries and soups, accompanied by flat bread.  It is quite spicy, in a strange exotic flavor that will be unfamiliar even to Unicorn.  Tea is served in abundance, a tea very different from that found in Rokugan – it has a light flavor, and is infused with fruit and honey.  

Spying on Ogawa and the Thrane

Yoritomo Ogawa will arrive here in the early evening, as the sun lowers behind the rim of the volcano’s cone and casts the city into shadow.  Kular and his workers (mostly pretty young Sian women) are circulating around lighting glass lanterns as Ogawa strolls up the pier and sits at a table in one corner of the restaurant.  Ogawa is an old man in his seventies, bald save for a few wisps of white hair, but his eyes are clear, his teeth intact, and his lean frame is all ropy muscle and sinew.   He is escorted by two formidable-looking Mantis sailors, who wait outside the restaurant on guard.

About twenty minutes later, four middle-aged Thrane arrive, dressed in dark blue military uniforms with golden decorations on the shoulders and chest.  They speak with Ogawa for about an hour, while eating and sipping tea, then depart cordially and return back to their respective ships.   

· Mantis PCs can recognize Ogawa with a roll of Raw Intelligence at TN 10.  All PCs can recognize him by rolling Intelligence/Lore: Mantis at TN 20 or Lore: Heraldry at TN 30.  

PCs who wish to listen in on Ogawa’s conversation with the Thrane will have several options:

· Sneaking in underneath the building to listen to the conversation through the floorboards.  The House of Bright Wings is built on wooden pylons, like the rest of the piers, and a PC willing to swim in the bay can easily slip under the restaurant unnoticed by rolling Agility/Stealth at TN 25.  A PC underneath the restaurant will need to roll Perception/Investigation (Notice) at TN 30 to overhear the conversation between Ogawa and the Thrane.  

· Some PCs may go into the restaurant on the pretext of eating a meal, and try to listen from an adjacent table.  Ogawa will notice this unless the PCs disguise themselves as non-Rokugani, and will make sure he and the Thrane turn their backs so their lips cannot be read.  Listening in on the conversation will require a roll of Raw Perception at TN 40.  If the PCs successfully disguise themselves (their disguises will have to overcome Ogawa’s Perception/Investigation), the TN is 30.  Of course, using this method might cost Honor for high-Honor PCs.  

· Magic can be used to listen in on the conversation in a number of ways.  For example, a PC could become invisible (with spells like The Eyes Shall Not See) and then approach very closely to the conversation.  Clever PCs may find many other possible ways of using magic – the GM should adjudicate specific cases.  

· Exceptionally clever PCs with a gaijin spyglass could try to watch the conversation from another pier, perhaps even reading lips.  This would require the PCs to have a spyglass and roll Raw Perception at TN 20 to make out the words.       

If the PCs do manage to overhear the conversation, it is half in Rokugani and half in Thrane.  If the PCs do not speak Thrane, they will only get a fragmentary version of the conversation, but will still be able to puzzle out that Ogawa and the Thrane are discussing some sort of military action in Rokugan – the PCs can hear the names “Toshi Ranbo” and “Toturi Hizatoru-sama.”  

If the PCs do speak Thrane, they can clearly make out plans for a joint Mantis-Thrane military action to secure the Imperial capital (Toshi Ranbo) and place Toturi Hizatoru on the throne.  They expect to capture the capital with little fighting, and Ogawa seems confident their move will gain support and the current Emperor will retire.   

Meeting with Ogawa

Some PCs may decide to try a more direct approach, by either setting up a meeting with Yoritomo Ogawa, or simply confronting him at the House of Bright Wings (or while he is traveling to or from the restaurant).  It should be remembered that he is escorted by two bodyguards, who wait right outside the restaurant during his meeting and stand at his side when he is anywhere else.   

Ogawa is an old man in his seventies, bald save for a few wisps of white hair, but his eyes are clear, his teeth intact, and his lean frame is all ropy muscle and sinew.  He is normally quite serene and pleasant, and it is difficult to frighten him or make him angry – he is the sensei of Dojo Raiden, after all, and extremely formidable (especially for his advanced age).    

Some PCs may take a very aggressive approach, directly accusing Ogawa of treason, demanding he account for his activities in Sikan, etc.  If the PCs have not actually witnessed anything, Ogawa will laugh at their claims.  “I do not know what you are talking about, samurai-sans.  I am here on the business of the Mantis Clan – as you well know, we are authorized to trade with both the Thrane and the Rhuumal, and this port is a major center for such trade.”  Ogawa is intelligent, ambitious, and fearless – he cannot be tricked or intimidated into confessing anything.   

Smart PCs will listen in on the Mantis-Thrane negotiations first, then accuse Ogawa once they can claim to have overheard him plotting treason.  In this case, Ogawa will adopt a simultaneously relaxed and very alert attitude, smiling at the PCs and listening to their accusations until they are finished, and then replying: “Do you really expect to accomplish anything with this accusation?  The fleet will sail with the tide.  Even if you returned to Rokugan this very night, there would be no time for you to warn anyone.  You would be wise, samurai, to align yourself with your future Emperor Young Hizatoru-san is already on his way to the capital to press his claim on the Emperor’s throne.  When our troops and those of our allies arrive, his position will be unassailable.”  

· Ogawa will absolutely reject the notion that he is guilty of treason.  “I am acting to secure the rights of the rightful heir, Toturi Hizatoru, eldest son of the Emperor. Rokugan is in chaos, and a strong young Emperor is desperately needed.  It is past time that Toturi XII accepted retirement and allowed his son to rule.”

· If the PCs attack him for allying with the Thrane, he shrugs.  “The Clans are at war with each other, tearing the Empire asunder.  Even we of the Mantis have been drawn into the conflicts.  Where then would we turn, if not to the Thrane?”  He laughs off any suggestions that this is a plot by the Thrane or by Sven Oldarsson.              

Some PCs may think of trying to approach Ogawa as allies – perhaps they are Scorpion or even Mantis themselves.  He will be cagey and cautious, avoiding committing to anything, and trying to get a read on their intentions and goals, making an Opposed Roll of his Perception/Investigation (Interrogation) against their Awareness/Deceit (Lying) to see if they are truly allies. If the PCs do seem sincere, he will start trying to find out why they are here, which may require some additional Opposed Rolls for the PCs to maintain their deception.  If the PCs can come up with a reasonable or coherent story to explain their presence (perhaps claiming to be working as double-agents?) and can make their Deceit rolls, Ogawa will accept them as allies and will share the plan (basically the same information as the PCs can learn by overhearing his conversation with the Thrane, plus the knowledge that Sven Oldarsson is the organizer of the Thrane efforts.  

Arresting/Killing Ogawa

It is quite possible that some of the PCs will try to arrest Yoritomo Ogawa for treason, challenge him to a duel, or simply draw and try to kill him.  This is more dangerous than it might look.  Ogawa is the sensei of Dojo Raiden and an extremely capable warrior in his own right, and of course he has two formidable bodyguards.  If Ogawa is in serious danger, he will leave his guards to wage a delaying action and try to retreat to the Mantis ships. 

· It should be noted that Ogawa is an excellent swimmer, and may try to jump into the bay and swim back to the Mantis ships.

· Ogawa also has Great Destiny, and can potentially survive in a situation where the PCs think he is dead (such as being “killed” while swimming away – his body would float, keeping him alive at 1 Wound). 

Assaulting the Mantis ships or the Thrane ships is definitely a bad idea – there are a couple of hundred Mantis sailors, and the Thrane have over 6,000 troops here along with hundreds of cannon.  In general, any physical attack on the ships will be suicidal.  Shugenja may try to get ambitious with magical attacks, but this will not be wise either – each of the Mantis ships has a Rank 4 Yoritomo shugenja on board, and the Thrane ships are largely immune to Rokugani magic, due to their nature as artifacts of a scientific civilization.  

The PCs in Danger

The flip side of any attempt to arrest Ogawa is that, if he realizes the PCs are a threat and can get away (or is not attacked), he will warn the Thrane – who will send one of their ships to attack the Sea Sprite. If the PCs capture or kill Ogawa, his underlings will likewise warn the Thrane, who take action.  Fortunately, this is a fairly obvious action. 

If the PCs are ashore when this happens, they can roll Perception/Battle at TN 20 to notice the Thrane ship moving.  If the PCs are already on board the Sea Sprite, the crew will notice this on their own and warn the PCs.

· If the PCs fail to notice the Thrane ship’s movement, there is a chance the Tortoise crew will send a runner to warn them.  This will happen if the PCs formed a positive connection with at least one other crew member besides the captain.

The Thrane ship unfurls its sails, edges away from the pier, and then turns to cross the bay toward the Sea Sprite.  If the PCs return to their ship as soon as they have warning (either from spotting the ship or the runner delivering the news), they can make it back to the Sea Sprite in time for the ship to weigh anchor and flee. 

If the PCs do not realize their danger, the GM should allow them to make a final Perception/Investigation (Notice) roll at TN 25 to realize the Sea Sprite is casting off.  At this point the PCs will not be able to reach the Tortoise ship directly, but they can swim out to it by rolling Strength/Athletics (Swimming) at TN 25, fly out with magic, or hire one of the local fishing boats to race out into the bay and meet up with the Sea Sprite before the Thrane can reach it (this will probably require role-playing to communicate with the fishermen without a shared language).     

· If the PCs try to convince the Tortoise to fight against the Thrane ship, they will absolutely refuse, and bend all their efforts to escaping. 

If the PCs get aboard the Sea Sprite in a timely manner, they will be able to escape the bay well ahead of the Thrane ship. However, if they did not make it aboard until the last second (swimming out, flying out, etc), the Sea Sprite will have to run the gauntlet of a cannon broadside from the Thrane ship.  Roll one die for each PC.  If the roll is 6 or higher, the PC takes 4k2 damage from splinters and fragments.  If the roll is 10, the PC takes 5k5 damage, which cannot be reduced with Void, Carapace, magic, or other protective effects.  Several of the crew also go down, but then the Sea Sprite manages to slip past the Thrane ship and make for the open sea, leaping far ahead before the larger vessel can come around.  

Conclusion

This adventure will usually end with the PCs fleeing Sikan aboard the Sea Sprite.  They may or may not have proof of the Mantis conspiracy, and likewise may or may not have managed to capture or kill Yoritomo Ogawa.  

If they captured Ogawa, he will refuse to confess to anything and will do everything in his power to escape (or die trying).  

The Thrane/Mantis fleet will sail with the tide that night. The PCs will be able to get back to Rokugan less than a day ahead of the fleet, and reach the Imperial capital too late to warn of the impending attack.  The resolution of the attack will be seen in the Interactive “Allegiance of the Emperor.”

Marooned?  

It is possible that the PCs may find themselves stranded in Sikan while the Sea Sprite sails back to Rokugan.  If this happens, all is not lost.  The PCs can try to hire a gaijin ship to carry them back to Rokugan (this will probably cost around 100 koku).  They can also wait for a Mantis or Tortoise merchant ship to come into port and hire passage on it – this will cost about 30 koku normally, but PCs of high Status (4.0 or better) can demand passage for free.  

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 overhear the conversation:

+1 XP

PCs escape Sikan (not marooned):

+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

The PCs can potentially lose Honor at a number of points during this module, although this should be keyed to how high their prior Honor might be and how conscious they are of serving the Empire by their actions.  PCs who recognize necessity and endure it should not be penalized as much, if at all, compared to PCs who treat their actions casually or without significance.  

The PCs do not gain any Glory for this adventure, and thus suffer the inactivity penalty if their current Glory is higher than their Insight Rank.

Appendix: NPCs 

Sikan City Guards

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER 3 

	
	

	VOID 2


TN to be Hit: 21 (26 with light armor)


School/Rank: Sikan City Guard


Technique: Subtract Water from your Wound penalties, your opponents’ Tides of Battle rolls, and the TN of all Fear rolls you must make.  Add Void Ring to total of all attack rolls.

Honor/Glory: 1.5/1.0

Skills: Archery 2, Athletics 3, Deceit 2, Defense 3, Investigation 2, Knives 2, Lore: Sikan 3, Swordsmanship 2, Spears 4, Underworld 2.

Mastery Abilities: May enter Full Defense when Initiative is rolled.

Advantages/Disadvantages: Social Position (Sikan city guard)
Equipment: Light armor (chainmail), helm, cotton clothing, sandals, spear, sword.  

Rhuumal Assassins (the Chandra Brothers)

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3 
	WATER 3 

	
	

	VOID 3


TN to be Hit: 35


School/Rank: Dacoit 2


Dacoit Rank One: Add your Stealth Rank to the total of all Deceit rolls and attack rolls.  If you attack an opponent with a lower Initiative score than you, you gain a Free Raise on your attack rolls.


Dacoit Rank Two: Add Stealth Rank to your TN to be Hit.  When striking an unaware opponent, your Raises are not limited by your Void.  

Honor/Glory: 1.5/1.0

Skills: Acting (Disguise) 3, Athletics 3, Deceit 3, Defense 5, Jiujutsu 5, Knives (Kukri) 5, Ninja Ranged Weapons (Chakram, Blowgun) 4, Poison 4, Stealth 5, Underworld 3.

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  Subtract Knives skill rank from Wound penalties.  May declare Full Defense when Initiative is rolled.  

Advantages/Disadvantages: The four primary assassins all have one rank of Strength of the Earth.  The blowgun assassin has Small and Bland.
Equipment: Clothing, chakram (1k1), katar (1k2), sandals.  One assassin has a blowgun with one poisoned dart.

Suyon’s Bodyguards (matched set of 2)

	FIRE 2
	  AIR 1

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 2 

	
	Strength 4

	VOID 1


TN to be Hit: 30


School/Rank: None

Honor/Glory: 1.0/1.0

Skills: Athletics 2, Club 5, Deceit (Intimidation) 3, Defense 3, Jiujutsu 3, Knives 3, Stealth 2, Underworld 2.

Mastery Abilities: Free Raise with all skills at Rank 5 or higher.  Subtract Clubs rank from Wound penalties.  May declare Full Defense when Initiative is rolled.

Advantages/Disadvantages: Large.
Equipment: Clothing, sandals, knife, club (0k2).

Yoritomo Ogawa, Sensei of Dojo Raiden

	FIRE 3
	  AIR 4

	Intelligence 5


	Awareness 5

	EARTH 3
	WATER 3 

	Willpower 6
	Perception 5

	VOID 6


TN to be Hit: 36


School/Rank: Mantis Bushi 5/Yoritomo Kobune Pilot/Whirlwind Duelist


Rank One: No penalties for off-hand fighting or two-weapon fighting when using a peasant weapon in the off-hand.  Uneven terrain penalties less than (School Rank x 5) are negated.  Opponents gain no advantage for flanking or higher ground.  Add Water Ring to damage roll totals.


Rank Two: May throw a weapon up to 20’ per Rank in Strength, gaining one kept die for damage on the hit.  In melee, may choose to sacrifice rolled damage dice for kept damage dice (number of dice switched cannot exceed School Rank).  


Rank Three: Make an additional attack per round.  Gain a Free Raise with off-hand for a Knockdown attack (only).  When making a Knockdown attack, roll extra unkept dice equal to School Rank. 


Rank Four: All bonuses for flanking, attacking a prone opponent, or attacking an opponent on lower ground are doubled.  Gain a Free Raise on all attacks which can only be used for the Extra Attack maneuver.


Rank Five: When rolling for attacks or damage, re-roll any die the rolls less than your Water +1, but you must keep the second result.  


Kobune Pilot: Ignore penalties for adverse conditions.  When opponent flanks you or attacks from higher ground, increase your TN to be Hit by twice your Insight Rank.  While aboard a ship, once per round add Water x 2 to one Skill roll or Initiative roll.  


Whirlwind Duelist: Add a bonus equal to either Agility or Reflexes (your choice) to all skill rolls with knives, tonfa, and kama.  

Honor/Status/Glory/Infamy: 1.8/6.5/8.8/4.0

Skills: Athletics 5, Battle 2, Commerce 5, Courtier 4, Craft (Sailing) 8, Deceit (Intimidation, Lying) 5, Defense 8, Etiquette 4, Games (Shogi) 5, Hunting 3, Instruction 10, Investigation (Interrogation, Notice) 5, Jiujutsu 6, Kenjutsu 3, Knives (Tanto) 6, Know the School: Mantis 5, Lore: Heraldry 5, Lore: History 3, Lore: Mantis Clan 6, Medicine 3, Meditation 5, Peasant Weapons (Kama, Tonfa) 9, Stealth 3, Underworld 5.

Mastery Abilities: Free Raise with all Skills at Rank 5 or higher.  May go into Full Defense when Initiative is rolled.  Subtract Skill Rank in Weapons skills at Rank 5 or higher from Wound Penalties when using those skills.  Add 5 to total of Opposed Social Rolls.

Kata: Striking as Void (May use two kata at once – usually prepares Twin Mantis Strike and Whirlwind Storm). The Cresting Wave (Add 5 to Initiative.  If you inflict damage with a Full Attack, roll 2 fewer damage dice and your TN to be Hit is reduced by 5, but opponent is automatically knocked prone.)  Twin Mantis Strike (Gain two Free Raises per round that can only be used for the Extra Attack maneuver.  Initiative is increased by 5, and Damage rolls are increased by 10.  Must be used with knives or peasant weapons.)  Whirlwind Storm (Add Reflexes + Agility to all Attack rolls, but cannot use the Full Defense posture.)  

Advantages/Disadvantages: Allies (many, including Yoritomo Rinsei), Bishamon’s Blessing, Combat Reflexes, Great Destiny, Social Position (Sensei of Dojo Raiden, Storm Legion), Strength of the Earth (rank two), Wealth/Driven (Attain the Ambitions of the Mantis)
Equipment: Kimono, sandals, twin kama, four knives (concealed around person), traveling pack, 12 koku. 
Tough Yoritomo Bodyguards

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 3


TN to be Hit: 30


School/Rank: Mantis Bushi 3


Rank One: No penalties for off-hand fighting or two-weapon fighting when using a peasant weapon in the off-hand.  Uneven terrain penalties less than (School Rank x 5) are negated.  Opponents gain no advantage for flanking or higher ground.  Add Water Ring to damage roll totals.


Rank Two: May throw a weapon up to 20’ per Rank in Strength, gaining one kept die for damage on the hit.  In melee, may choose to sacrifice rolled damage dice for kept damage dice (number of dice switched cannot exceed School Rank).  


Rank Three: Make an additional attack per round.  Gain a Free Raise with off-hand for a Knockdown attack (only).  When making a Knockdown attack, roll extra unkept dice equal to School Rank. 

Honor/Status/Glory: 2.0/2.5/3.0

Skills: Athletics 4, Battle 2, Commerce 2, Craft (Sailing) 4, Deceit (Intimidation) 3, Defense 5, Etiquette 2, Games (Gambling) 2, Hunting 2, Investigation 2, Kenjutsu 3, Knives 3, Medicine 2, Peasant Weapons (Kama) 5, Stealth 1,  Underworld 2.

Mastery Abilities: May go into Full Defense when Initiative is rolled.  Free Raise with all Skills at Rank 5.  May subtract Peasant Weapons Skill Rank from Wound Penalties when using that skill.

Advantages/Disadvantages: Social Position (Storm Legion), Strength of the Earth (rank one)
Equipment: Kimono, twin kama, knife, traveling pack, 2 koku. 
A Long Journey
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