The Voice of the Emperor

A One-Round All-Ranks EXCLUSIVE Adventure for Heroes of Rokugan (Champions of the Sapphire Throne)

by Rob Hobart

Adventure Summary and Background

The Emperor’s twin sons are dead.  The PCs have witnessed those deaths in person, and as a result, they will be invited to accompany the Emperor and his late sons back to the Imperial Capital for their funeral.  During this journey, the PCs will have the opportunity for private conversation with the Son of Heaven – a rare and special privilege.  They will also have the chance to deal with a threat to the Emperor’s most trusted advisor, the Imperial Herald, Miya Shikan.

Shikan has gained access to the forbidden magic of the Senpet kingdoms.  This has come to the attention of another actor in Rokugan’s secret power-plays, and this person has dispatched his most potent agents, the Spider’s Fangs, to assassinate Shikan.  Unfortunately, Shikan has already employed a vile Senpet ritual to make himself a khadl, a heartless one, and the assassination attempt will fail.

Introduction

The adventure begins at the inland trade center of Toshi no Aida ni Kawa (the City Between the Rivers) a major trade center and riverine port.  The PCs have arrived here from the Seikitsu Pass, accompanying the caravan which includes the Emperor’s dead twin sons (Hatsu and Kobashi), his youngest daughter Chisa, and the Imperial agent Miya Hanzu.  Here, they report the terrible events they have witnessed to the local magistrates, who send word speeding to the capital.  The PCs are ordered to stay here and await further orders.

The City Between the Rivers is a major Unicorn fortress and settlement, guarding the junctures between the Sleeping River (Kawa Nemui) and the River of the Lost Valley where they merge together to form the Firefly River (Hae Moete Kawa), which in turn heads south toward the Drowned Merchant River and the Three Sides River.  It is a major trade hub, and the shores are lined with warehouses.   Even in the brief two days they are here, the PCs see dozens of kobune and barges arriving and departing, carrying goods up and down the river.  

The front edge of city, facing the juncture of the two rivers, is marked by a powerful fortress, several stories tall.  Mighty towers topped by siege weapons look down on the waters below.  There have been several attempts to capture this city over the years, but with little success.    

The PCs will have few opportunities to observe their surroundings, however, for they are kept sequestered by the local magistrates while they await word from the Imperial Capital on what to do.  

Imperial Arrival

After two days, on the early morning of the 6th day of the Month of the Monkey (the month of Shiba, September), the PCs are ordered down to the riverside, where they find themselves standing on a grassy embankment next to several dozen other samurai.    Looking around, the PCs recognize the Emperor’s daughter Chisa, waiting alongside Miya Hanzu, the envoy of the Imperial Herald.   Behind them, the headless bodies of the Emperor’s two sons wait, wrapped in white cloth, laid on biers to be taken back to the capital.  (After their experiences in “Death of Heroes,” the PCs may well suspect that Hanzu was responsible for the kidnapping of Chisa and the death of the twins.  Unfortunately, they do not have any proof of his villainy.)  

The morning is foggy and cool, showing the first hints of autumn chill.  The crowd seems to be waiting for something, and if the PCs ask around, they learn that a barge from the Imperial capital, Toshi Ranbo, is expected to arrive today.  

There will be a wait of about a half-hour before the barge actually arrives, so the PCs are free to look around and do some polite socializing.  The following persons of note are present in the crowd:  

Miya Hanzu – 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 the 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 willing to do anything to further Shikan’s ideals.  

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.  By this time, the PCs may be starting to see through him, but he will still have the wool over the eyes of everyone else, including Toturi Chisa.  

Toturi Chisa – The Emperor’s youngest child, this girl of eight is normally cheerful and energetic, but the loss of her beloved eldest brothers has left her tearful and silent.  She will try to smile at the PCs, who rescued her from the Tsuno caverns, but it is clear that she is struggling not to burst into tears at any moment.

Shinjo Ketsuji – The governor and daimyo of the City Between the Rivers is a short, stout, balding man in his late thirties, with baggy eyes and a general hang-dog air.  He is clearly very much out of his depth in dealing with a situation like this, and visibly fidgets and worries as he waits for the Imperial barge’s arrival.  If he realizes who the PCs are, he will look alarmed and relieved at the same time, and urges them to place themselves close to the Imperial party where they will be noticed.   

Ide Xhi Shou – The Ide family daimyo, a lean, handsome man in his late forties, with skin that shows the dark tone of foreign blood and hair that remains a rich, luxurious black despite his age.  He wears a long but well-groomed goatee beard and dresses in a magnificent kimono of purple silk with embroidery in white, gold, and red.  Xhi Shou has traveled for forty-eight hours straight to reach here and represent the Unicorn Clan, but despite that he is impeccably groomed and his manners are perfect.  If the PCs mention their encounter with his son, Ide Jhapuul, he will be pleased and expresses his hope that his son will be able to handle the “tricky waters” of the Scorpion lands.  Of course, if the PCs are Scorpions themselves, he will phrase this in such a way as to make it complimentary toward their Clan.   

Bayushi Mamoru – The Scorpion Clan’s ambassador to the City Between the Rivers is an elegant courtier with sharp eyes and a habit of making stabbing gestures with his fan while he speaks.  He wears a half-mask adorned with a curved bird’s beak.  Mamoru is as smooth, charming, and subtly menacing as one would expect a Scorpion ambassador to be, but any PC speaking with him can roll Awareness/Courtier at TN 25 to sense a subtle undertone of unease about him.  The death of the Emperor’s sons, it would seem, has even an unflappable Scorpion on edge.

Doji Keitomaru – A moderately handsome young man with the traditional white hair of the Crane.  Doji Keitomaru is the Emerald Magistrate for the City Between the Rivers, and has been primarily responsible for reporting the tragedy which has befallen the Imperial line.  He is, needless to say, more than a little over his head, and will be visibly sweating as he waits for the Imperial barge.  Some PCs may have met Keitomaru in the adventure “Topaz Championship,” and may even be aware that he is indebted to the Scorpion Clan.  

The Barge Arrives  

Out of the morning fog, a great barge emerges, driven forward by the oars and poles of a dozen men on each side.  Their movements are coordinated by the slow beat of a mighty taiko drum mounted in the front of the barge, struck slowly and steadily by a pair of men in loincloths and headbands.  Behind the drum, four tents in Imperial gold are placed near the center and back of the barge.  Bushi in gold-arrayed armor stand at attention throughout the barge, watching in all directions, and banners with the Chrysanthemum mon flutter from all four corners of the great transport. 

As the barge reaches the shore, armored bushi stride off and form two lines leading toward the waiting biers.  Those aboard the barge come ashore one by one, walking between the lines of soldiers.  First comes a thin bald man with a narrow, ascetic face – Miya Shikan, the Imperial Herald.  Following him is a shugenja in the colors of the Seppun, hands pressed together and head lowered as he recites sutras.     After he arrives, there is a long pause – and then a figure dressed in a white kimono walks off the barge.  He wears a katagina of Imperial gold, embroidered with the Chrsanthemum mon.  Absolute silence falls as the Emperor of Rokugan walks up the aisle between his soldiers.  As one, the crowd falls to its knees and presses its forehead to the earth, prostrating before the son of Heaven.  

The Emperor walks slowly up to the two white-shrouded figures on the biers.  He reaches out for a moment as though wishing to touch his dead sons, and his hand trembles for a moment before he pulls it back suddenly.  He speaks in a hoarse whisper that nevertheless carries clearly across the open field of silent, bowed samurai.  “How did this happen?”  

The Emperor’s question is met with silence.  If the PCs roll Awareness/Etiquette at TN 15, they realize that everyone is giving them sidelong glances – as the only living witnesses to what happened (other than the child Toturi Chisa), it is up to them to answer the Emperor’s question.  

Allow the PCs to role-play their story as best they can.  The Emperor listens silently, his face stone-still.  The only other noise is the faint whisper of the breeze as it blows the last of the fog away from the riverbank.

Once the PCs have finished, the Emperor nods once and turns to his guards.  “Make the arrangements.  We will return to the capital tomorrow.”  He gestures at the PCs.  “These samurai will accompany us.”  

With that, he walks past everyone – ignoring the bows from the Ide daimyo and governor Ketsuji, and the faint throat-clearing from Miya Shikan – and enters the governor’s palace.  His daughter hurries after him, plaintively whispering “Otosan, otosan,” as she struggles to keep up.   

Miya Shikan frowns to himself for a moment, then walks over to his underling Miya Hanzu, who bows and speaks to him briefly in a low voice.  (A PC with Read Lips can roll Raw Perception at TN 20 to catch that Hanzu says, “It has happened as you see.”)  The two enter the castle together, followed by the other samurai – and, presumably, the PCs.

An Evening Between the Rivers

The castle is a tense place that evening, all of the samurai painfully conscious of the presence of a grieving Emperor.  The Son of Heaven and his daughter closet themselves in the castle’s guest quarters, but everyone is aware of their presence – courtiers guard their words, and guards are tensely alert.

The PCs are invited to eat dinner with the daimyo, Shinjo Ketsuji, and they find themselves sharing his table with the other dignitaries in the castle, including the two Miya, the Ide daimyo, the Scorpion ambassador, and Doji Keitomaru.  In addition, two members of the Imperial party join the dinner:

Seppun Toshio – The Gunso (sergeant) in command of the Emperor’s military escort.  Toshio is a serious, dedicated man of strict morals and stern dedication.  He is not particularly attractive to look at, and becomes somewhat tongue-tied around any woman he finds attractive.  His family has been placing pressure on him to marry, and his utter inability to make such arrangements for himself has become a concern to them.  Of course, at the moment, his duty to protect the Son of Heaven provides the perfect excuse to continue avoiding this lesser duty.  

Seppun Karaji – The shugenja who accompanied the Emperor is a devout man in his late thirties, tasked with smoothing and protecting the barge’s journey.  Although deeply religious and pious, Karaji also has a mischievous sense of humor and a taste for clever court banter, including the game of Sadane.  Due to the seriousness of current circumstances, he will restrain these tendencies, but the PCs may still gain hints of them in conversation.   

The meal is a stressful affair, as everyone tries to avoid raising the topic of the PCs and their assignment to accompany the Emperor tomorrow.  The Ide daimyo will ask the Seppun about their trip from the capital, and they describe a safe and harmonious voyage down the Drowned Merchant River.  “We left within two hours of the word reaching the Imperial city, sent by the spirits,” Seppun Toshio says.  “I am pleased to say that the journey was without incident.”

If any of the PCs nerve themselves to bring up the topic of tomorrow’s journey, Seppun Karaji will explain that the barge will depart in the morning to return to the Imperial capital.  “Since we will be going upstream most of the way, the journey will take slightly longer, perhaps a day.  Once we arrive…”  He pauses and looks around the table before continuing.  “I believe preparations for the funeral are already underway.”  This mention of the dead Imperial heirs casts an immediate pall over the dinner conversation.  

PCs who observe the other diners over the course of the evening can roll Awareness/Courtier at TN 20 to pick up a considerable increase in tension on the part of Doji Keitomaru.  He avoids speaking and eats without any sign that he tastes his food.  If any PC asks him about this, inquires whether he is well, etc., he will claim that the tragedy of the Emperor’s family has deeply affected him.  However, a PC who defeats his Awareness/Deceit (Lying) with a roll of Perception/Investigation (Interrogation) can tell that this is a lie – something else is troubling him.  He will deny this, of course, and becomes nervously belligerent if the PCs press him. 

Making Observances

After dinner, the daimyo stands and says, “In honor of our beloved Emperor’s presence, I suggest that we attend the city shrines and pray that Heaven shall offer him its guidance and mercy.”  Naturally, everyone agrees.  

A compassionate PC may remember Toturi Chisa’s dedication to visiting shrines, and wish to send a request for her to join them.  If they do, she will appear after a few minutes, accompanied by a Seppun bodyguard.  “Father didn’t want me to come, but I said I had to go… to go pray for Hatsu-oniisama and Kobashi-oniisama,” she says, wiping tears away from her eyes.  

The shrines of the City Between the Rivers are all located in the same region of the town, referred to by the locals as the Sacred District.  Since this is a prosperous city, there are shrines to each of the Seven Fortunes, with the largest being to Daikoku (unsurprising, in a trade town) and Bishamon.  

If Chisa accompanies the PCs, she will pray long and devoutly at each shrine.  Whether or not she is there, the daimyo will lead the rest of the samurai in prayer, offerings, and devotions.  During this time, PCs who observe the NPCs can notice the following:

· Doji Keitomaru seems to pray especially long and hard at the shrine of Jizo, Fortune of Mercy.  

· Miya Shikan and Miya Hanzu both pray at each shrine, but a PC who observes them closely can roll Perception/Theology at TN 25 to realize that they are essentially just “going through the motions” and not praying with true devotion.  Of course, their rank makes them immune to any accusations.    

· Any PC who prays specifically at the Shrine of Fukurokujin (Fortune of Wisdom) may roll Void/Meditation at TN 35 to receive a premonition.  In the depths of devout prayer, the PC sees a brief vision of a jade-green dragon sprawling and coiling beneath the hooves of a demonic horse-like creature.  The vision cannot really be interpreted in any coherent way, although a PC who rolls Intelligence/Theology at TN 20 can guess that the green serpent creature is potentially the Jade Dragon.

Evening Entertainment 

After the trip to the shrines, the PCs and NPCs return to the castle, where they learn that the daimyo has arranged some entertainment for his prestigious guests.  All of the guests are invited to a courtroom on one of the castle’s upper floors, where a stage has been prepared for the performance.  At first it appears that no one else will attend, but shortly before the performance is due to begin, the Emperor enters the room, accompanied by his daughter, and silently takes his place near the front.  

The performance is a Bunraku (puppet) play, accompanied by drums, the wail of a flute, and the chanting narrative of a storyteller.  It is called “Honor and Beauty,” and depicts a tragic-heroic tale of a Crab samurai seeking to rescue his true love from an oni, only to discover at the end that she has become the oni’s lover, forcing him to slay her.  The play is well-done and compelling – the daimyo has done his best to provide quality entertainment.  

At the climax of the play, as the Hida executes his wife, the PCs may notice some interesting reactions from the audience:

· Toturi Chisa breaks down in tears, weeping helplessly.  Everyone carefully ignores this unfortunate spectacle.  A PC who watches Miya Shikan or Miya Hanzu during this time will notice a faint expression of distaste on Hanzu’s face.   

· During the same scene, a PC who specifically watches the Emperor can roll Perception/Investigation (Notice) at TN 25 to see an expression of profound misery and despair briefly cross his face, so swiftly that they are uncertain whether they truly saw it.  

After the play is over, while the performers are bowing and accepting congratulations, Doji Keitomaru will approach Miya Shikan.  Bowing low, he requests permission to accompany the Imperial barge back to the capital.  “I must report this incident to the Emerald Champion, and your barge will permit me to do so with the greatest speed.”  Shikan nods briefly and turns away, dismissing the magistrate. 

The Conclusion of the Evening

After the play is over, the Emperor and his daughter return immediately to their quarters.  The other samurai will circulate for a time, trying to engage in normal courtly banter, although their tone is distinctly subdued. 

Doji Keitomaru will take a long walk on the battlements of the castle, thinking deeply, clearly filled with anguish.  If a PC approaches him, he will try to claim he is merely deeply affected by the tragedy which has befallen the Emperor.  However, if a non-Scorpion PC approaches him in a sympathetic manner, and says something to suggest an understanding that he is suffering internal conflict, they can roll Awareness/Courtier at TN 25 to get a moment of truthfulness from him.  (Alternatively, a manipulative PC, or a female PC who employs seduction, could get the same results with a Deceit roll.)  Keitomaru lets out a sigh and stares out into the night, clasping his hands pensively.  “Tell me, samurai… you wish to serve your lord in the way you are best suited, do you not?  So do I.  As an Emerald Magistrate I serve the peace and safety of all Rokugan.  But I fear the price of attaining this may be… higher than expected.”  He will not say more at this time, although he will continue to converse with the PC for a time.  

If any PCs are looking for relaxation and entertainment, Seppun Karaji will be more than willing to indulge in a bout of Sadane over the just-concluded puppet-play.  With a PC who subtly expresses disapproval of Miya Shikan, he may also be willing to take a few jabs at the Imperial Herald.  Karaji has a low opinion of Miya Shikan, who he regards privately as a “pretentious jumped-up courtier who thinks he’s the Fortunes’ gift to Rokugan.”  Of course, he will be careful only to share that opinion with PCs who seem to have a similar view of the Imperial Herald.   

Orders for the Shosuro

If any of the PCs are members of the Shosuro family, when they go to their rooms that night, they will find a piece of folded paper inside their futon.  It is written in a Shosuro-family cipher – any PCs who are members of the family can read it.  (Should other, non-Shosuro, PCs somehow get hold of the letter, they must roll Intelligence/Calligraphy at TN 30 to decipher it.)  The letter is Handout #1.    

Travel with the Son of Heaven

The next morning, while fog still rests on the surface of the river, the Imperial barge pushes off from the shore, driven by the firm muscles of the servants lining both sides of the vessel.  The samurai from the city line the banks and bow low, prostrating themselves in respect for the departing Emperor.  

Besides the PCs, the passengers aboard the Imperial barge comprise the following:

· The Emperor and his daughter, who stay in the largest  tent.  The bodies of Hatsu and Kobashi are also placed within the tent, and each night Seppun Karaji places blessings on them to preserve them for the upcoming funeral.

· Miya Shikan, who stays in his own separate tent.

· Doji Keitomaru.  He will stay in a tent with the PCs.

· The Seppun: Toshio, Karaji, and twelve guards stay in the fourth and final tent.

· There are a total of twenty servants on the barge.  Twelve of these have the task of poling the barge up and down the river.  The other eight servants are in charge of the mundane duties on the barge – cooking and serving meals, cleaning, changing futons, etc.   They sleep on the open surface of the barge, without a tent.

The barge initially moves quickly, as the servants pole it downstream on the Firefly River.  In late morning, however, the barge reaches the juncture of the Firefly and Drowned Merchant Rivers, and turns east onto the Drowned Merchant, traveling upstream.  The famed City of the Rich Frog passes by on the northern bank of the river, and progress slows considerably as the servants must battle the current.

Throughout the day, the barge will pass other barges and occasional riverine kobunes, all of whom carefully steer aside from the Imperials.  

A Note on Weapons

Because the PCs have been personally invited to share the Emperor’s barge, Seppun Toshio will allow them to carry their swords and spell-scrolls with them.  Battlefield weapons, bows, etc., will be allowed on the barge, but must be kept in the PCs’ tent.  Likewise, armor must be kept in the tent unless the PCs are actual members of the Seppun bodyguard school.  

When the PCs eat dinner with the Emperor during the evening, they will be asked to leave their swords and scrolls behind in the care of the Seppun, but the rest of the time they will be allowed to carry them normally. 

The Toturi 

The Emperor will closet himself during the first day, staying within his tent.  His daughter Chisa will emerge from the tent periodically during the day, however, in order to watch the passing scenery and visit with the PCs, who she regards as friends.  If they speak with her, she can share the following information:

· If they ask about her father, she says he is “very sad” and won’t talk with her.

· If they ask about Miya Shikan, she looks around and then says in a low, conspiratorial voice that she doesn’t like him.  “Whenever he talks to anyone, even father, it feels like he thinks he knows best and everyone should just do what he says.  I wish father didn’t let him.”

· If they mention her other brothers and sisters, she will worry about what will happen to her older sisters, Yukihime and Maihime.  “I guess one of them is the heir now, maybe, so they’ll have to get married.  I hope they get nice husbands.  But they won’t… they won’t replace Hatsu-oniisama and Kobashi oniisama…”  At this point, she will dissolve in tears and run back into her tent.  (Something similar will happen if the PCs voluntarily bring up her dead brothers.)  She does not know much about her other siblings – she has never met Gendo (the Monk), Hisako (the Serpant), or Hizatoru (the Rogue), and her nearest brother Kobe is “boring, he never says anything and never wants to play.”  

Miya Shikan

The Imperial Herald will take this opportunity to try to build a few alliances and contacts among the PCs.  

· If any of them are Sapphire Magistrates, he will specifically approach them and inquire as to how they have been upholding peace in the Empire.  He will express clear disapproval of a Sapphire Magistrate who cannot offer concrete examples of how they have worked to maintain peace – this will cost the PC a Rank of Glory.  If the PC shows any disrespect or fails to support Shikan’s ideals, the Imperial Herald will summarily strip the PC of their appointment as a Sapphire Magistrate.

·  With other PCs, Shikan will speechify to them about the importance of peace in the Empire – especially if they are Unicorn, Lion, or Crab – and try to get them to admit that his policies are best for the Empire.  

· If they agree, he smiles and nods, and says he will be counting on them to help protect the Empire in the future.  These PCs gain Miya Shikan as a 4-point Ally (3 points position, 1 point influence).  

· If they are neutral or undecided, he will be disappointed, but expresses confidence that they will eventually recognize the unquestionable wisdom of his position.  

· If they disagree, even in the most polite and indirect fashion, Shikan will frown and turn away, coldly observing that the Empire suffers and bleeds due to such misguided attitudes.  Such PCs gain five points of Infamy, as Shikan does his best to ruin their names in the courts.   

Doji Keitomaru

The Crane Emerald Magistrate will spend the journey pensively watching the passing landscape, and sometimes engaging in meditation or performing kata in an effort to calm and center himself.  

If the PCs speak with him, he will express concern over how his report will be received in the capital.  “Kitsuki Jiro is not known as a forgiving or thoughtful man.  I fear he may find some way of blaming this catastrophe on whoever brings him the report.”

If a PC successfully made an emotional connection with Keitomaru on the previous night in the castle, and now pursue that connection, Keitomaru may open up a little more.  This will require a delicate and sympathetic approach by a PC followed by an Awareness/Etiquette (Sincerity) roll at TN 25 (or a Deceit skill roll if the PC is taking a more deceptive approach).  With a success, he will somewhat indirectly confess that he has done something dishonorable.  “I believed… the price was worth it, to be able to attain a position where I could serve the Empire according to my talents.  But now… there is no escape.  I cannot undo what I have done.”  If the PC suggests that Keitomaru should come clean and accept the consequences of his actions, he will heave a deep sigh.  “Indeed, that would seem to be what bushido demands.  But what then becomes of all the good I have done, and can still do, as a magistrate?  What of the reputation of my family?  Must I destroy those things as well, because of one mistake?”  Even if the PC argues persuasively that he should indeed make that sacrifice, Keitomaru will be unable to bring himself to make such a choice… yet.    

The Seppun

Seppun Karaji will spend the entire day seated in the front of the barge, meditating and communing with the spirits.  He is making sure the river remains calm and the weather clear.  Although he spends much of his time deep in meditation, he will emerge from it periodically and will be more than willing to converse with the PCs. If a shugenja PC wishes to assist him in protecting the barge, he will allow it if the PC has impressed him as honorable and trustworthy.  Otherwise, he will confine himself to pleasant conversation and perhaps a few minor jokes.

Despite his largely serene exterior, Karaji is not without worries.  Having traveled with the Emperor to get here, he recognizes that Toturi XII is a deeply troubled man.  If a PC discusses the Emperor with him, and seems to understand the situation, Karaji will quietly share his fears.  “The Emperor may carry the mandate of Heaven, but while he remains in Ningen-do he is still a man, and tragedy can wound him just as it could any of us.  I fear that the Son of Heaven may succumb to the Sin of Regret if his servants do not watch over him closely.”

Seppun Toshio, the guard commander, will hold himself apart from the passengers and focuses on commanding his troops and ensuring the Emperor’s safety. 

Evening Camp

As evening approaches, the servants pole the ship in to shore, choosing a clear area in the midst of a long stretch of forested shoreline devoid of human habitations.  The servants make the barge fast with heavy ropes, hang lanterns from the nearby trees, and begin preparing the evening meals.  Meanwhile, the Seppun guards take up sentry positions on shore, ensuring that no one can sneak up on the Son of Heaven’s barge.  

The servants prepare simple meals of rice, porridge, vegetables and tea for the Seppun escort, delivering it to them in wooden bowls.  For the Emperor and his samurai guests (Shikan, Keitomau, and the PCs), far higher-quality food is prepared, including fancy soups and elaborately spiced stir-fries, served on china plates, and accompanied by superb sake (both Taka-label and the sweeter White Lotus brand).

Soon after the meal is served, a servant will approach the PCs and inform them that the Emperor wishes them to join him in his tent.  Miya Shikan will clearly be a little unsettled by this, but says nothing.       

Dinner with Toturi XII

The PCs will find the Emperor seated next to a low table, half-heartedly eating from his superb meal while taking frequent drinks from his sake cup – his daughter Chisa, sitting at his side, takes the role of pouring sake for him, while servants silently move in and out of the tent, delivering and removing plates and new bottles of sake.  PCs may notice that the Emperor drinks White Lotus sake – he prefers it over the drier but more flavorful Taka-label sake.

The PCs must now endure a conversation with Toturi XII, a challenging encounter.  The Emperor is the Son of Heaven, the supreme authority of Rokugan.  But he is also a lonely, broken-hearted man in the grips of depression.  Traveling with the PCs, minor ji-samurai who do not have significant power or prestige, offers him a rare opportunity to take off his face and speak openly, to express himself as a tormented man and a grieving father rather than as an Emperor whose every word must be plumbed for oracular meaning.  

The entire conversation will be given a creepy, surreal quality by the presence of the white-shrouded corpse of the Emperor’s twin sons, resting on biers in the back of the tent.  

The Emperor will speak to the PCs about a variety of topics, depending on what they say and how his mercurial moods run.  He will start by asking them about their homelands, how the Empire is faring, and similar questions, and then move on according to how they respond.  The following sections should provide guidance as to how the Emperor will discuss various topics:

The State of the Empire: The Emperor is fighting a constant fear that the Empire is fraying apart, going to pieces under his feet like sand washed away by the tide. “Shikan thinks peace can hold the Empire together, the Lion and Crab believe in force, the Mantis and Unicorn in trade, and the Dragon and Phoenix and Crane think they can pretend nothing is wrong.  But I can feel things… coming apart, slipping through my fingers, like dust.  We are only the shadows of our ancestors.  I awaken in the night and wonder if there is an Empire outside my room, or just a wasteland.”    

The Emperor’s Role: The Emperor feels overburdened by the expectations place upon him, and will complain bitterly that he is expected to deliver prosperity and peace, yet given little real power to effect it.  “All demand that the Son of Heaven bring them prosperity, peace, victory and justice.  All rests on the Emperor’s shoulders.  Yet who is who must enforce peace, spread trade, ensure justice and harmony?  Not I. I am a man in a palace, and I speak words and give commands, yet can never know if they are obeyed.”  

If the PCs show any recognition of his burden, he will expound on the topic.  “All depend on me.  All.  The Empire, the Heavens, all rests on my shoulders.  But whose shoulders am I to rest on?”  If a PC suggests his ancestors, he laughs bitterly.  “My ancestors do not hear me, do not answer me.  They say that every Emperor ascends to the Heavens after death, but I have never heard their answers to my prayers.  Are the ancestors even real?”  If some PCs claim to personally hear the guidance of their ancestors, the Emperor will laugh bitterly.  “You are blessed, then.  How fitting, that the ancestors speak to a ji-samurai, but never to me.”  

If the PCs praise the Emperor’s virtues, or urge him to be strong for the sake of the Empire, he will become slightly hysterical.  “An Emperor must be strong.  If he shows weakness, the Empire is weak.  My sons die, but I cannot grieve, cannot weep.  I am a man, yet I cannot be a man!”    

Trade and the Gaijin: “These gaijin are a curse upon us, yet they are a curse we cannot escape.  Wealth flows wherever they go, and the daimyos come to me and demand more, more!  More trade, more wealth, more gaijin.  Yet if one of these creatures insults them, they protest that the Son of Heaven has allowed foreigners to profane the Empire.”  The Emperor will mention, with the air of one revealing a dangerous secret, that according to the latest census there are now over 47 million citizens living within the Empire.  “We can  barely feed them all even in times of good harvest.  The gaijin trade allows us to bring in extra food… but if there is a famine, they will hold our heads in a noose.”  

Honor and Bushido: The Emperor is filled with doubt about bushido, and harbors the secret fear that “honor” is merely a collective delusion maintained by fear.  If the PCs start to speak about the importance of Honor, he will begin querulously interrogating them about the meaning of Honor and demanding to know what Honor has ever done for them.  If the PCs firmly assert the value of Honor, he will become pensive and slightly envious.  “You believe.  It must be a wonderful thing, to be able to believe.” 

Miya Shikan: The Emperor knows he is dependent on Shikan, and believes that Shikan has the best interests of the Empire at heart.  However, he does not believe in Shikan’s ideals of peace any more than he believes in honor.  If the PCs seem to favor Shikan’s ideals, the Emperor will seem envious of their certainty.  If they seem skeptical or hostile to Shikan, the Emperor seems perversely pleased.  “Everyone believes they know the true path.  Shikan thinks it is peace.  What is yours?”  If the PC actually claims to have no certainty and merely be seeking the path, the Emperor is momentarily stilled.  “So the Brotherhood claims, that no one path is the way to Enlightenment.”  He laughs sourly.  “So convenient, that Enlightenment has never been defined, so we can never know if it is found.”   

The Emperor’s Wrath

The PCs are actually in a dangerous situation – the Emperor is in a dark, mercurial mood, and is mildly inebriated as well.  Although he is mainly seeking a chance to vent his loneliness, frustration, and misery, raising certain topics will cause him to suddenly fly into a rage.  The following conversational themes are dangerous:  

Love and/or his Wife: The Emperor’s feelings for his late wife (who died giving birth to Chisa) are deeply conflicted, and if the PCs mention her, particularly in any context related to love, loyalty, or duty, he will erupt.  “You presume to speak of such things?  You know nothing!  Love is an illusion, a trick that destroys honor, if honor exists at all!”  

His living children: The topic of his remaining children will cause the Emperor to suddenly round on the PC who speaks.  “My children?  I have children?  No!  I had two sons, who might have followed after me. Now I have… what?”  

Whenever the Emperor erupts in this manner, his daughter Chisa will curl into herself and begin to silently cry, refusing to watch what is happening.

His father: If the PCs for some reason mention Toturi XI, the Emperor will be suddenly furious.  He feels abandoned by his father’s decision to retire and seek the Shrine of Shinsei, leaving his son to rule the Empire.  “My father?  He abandoned the Empire, abandoned me, for a selfish quest to seek so-called enlightenment!  Do not speak to me about my father!”

If a PC incites the Emperor’s wrath in any of these ways, the only way to appease his anger is for the offending PC to immediately prostrate themselves and offer an abject apology, backed up with a roll of Awareness/Etiquette (Sincerity) at TN 30.  If the roll is failed, the Emperor orders the PC off the barge.  “Do not darken my presence again, on pain of death!”  The PC leaves the adventure and suffers a loss of one full Rank of Glory (two full Ranks if the PC is Glory 5.0 or higher).  

If the PC fails to make at least TN 10 with the apology, the Emperor will be even more enraged, and orders the PC immediately executed for his impertinence.  

These punishments can be averted in one of two ways:

· If another PC makes an eloquent appeal for mercy, accompanied by a roll of Awareness/Etiquette (Sincerity) at TN 35, the Emperor will relent and rescind his punishment.  A creative PC might be able to substitute another skill, such as Storytelling or Courtier, depending on how the appeal is made.  (For example, recounting a tale of a merciful past Emperor would be a Storytelling roll.)  

· Another PC can request to perform kanshi (protesting seppuku) to protest the Emperor’s cruel and unwarranted actions.  If the PC makes this request and carries through with it, the Emperor will be shamed, and will spare the PC he was going to exile/execute.  The player whose character commits seppuku gets the cert “Died for the Toturi Dynasty” for their next character.

The Second Day

In the morning, while the servants and guards are casting off the barge, the Emperor does not initially emerge from his tent.  About an hour after the barge has resumed its journey upriver, Miya Shikan somewhat hesitantly goes inside the tent.  The PCs can hear a murmured conversation within, and after about fifteen or twenty minutes, the Emperor and Shikan emerge together.  They are finishing up their conversation as they come out, and any PC who rolls Raw Perception at TN 15 can overhear their final words:

Shikan: “…would be most important for the health of the dynasty, tenno-sama.”

Toturi XII: “Yes, yes, Shikan, very well!  Make whatever arrangements you choose.  It matters not.”

Shikan: “Surely it does matter, my lord.  You still have seven children, and their status…”

The Emperor interrupts him with a harsh snarl.  “Seven children?  No, I have one.”  

Shikan goes still for moment, and his voice is hesitant when he finally speaks.  “My Emperor?”

Toturi XII waves his hand impatiently and turns away.  “Never mind, Shikan.  Make the arrangements.  Enough, I am weary of your demands.”  He strides away, walking to the edge of the barge and staring out at the passing shoreline.  After a few minutes he gestures for the PCs to join him.

Further Conversation with the Emperor

The PCs should correctly feel somewhat uneasy at the prospect of further conversation with the Emperor.  (If they are carrying weapons, they will also attract the alert attention of the Seppun guards, although the Seppun will not dare to interrupt the Emperor.)  Thankfully, Toturi XII is now in a different mood, one more depressed and fatalistic rather than mercurial and despairing.  As long as the PCs are properly well-mannered, avoid mentioning the previous night, and avoid the three “dangerous topics” from the previous night, they will not be in danger.  

If they do mention any of the dangerous topics from the night before, the Emperor will initially react with cold hostility, giving the PCs a chance to backtrack and apologize.  If they continue to pursue the topic, however, the Emperor will fly into a rage as before.  

Assuming the PCs avoid this, the Emperor will engage in a modest amount of small talk, asking the PCs about their families, their service to the Empire, and so forth.  The PCs should realize that these are some of the same questions the Emperor asked them the previous night – suggesting that he either does not remember their answers, or is simple talking to pass the time.

As the Emperor is speaking, the barge rounds a corner on the river and comes into view of an impressive sight:

About a half-mile inland from the river, you can see a vast construction project. Acres of raw earth have been torn open to the sky, and thousands of peasants are visible, laboring under the blazing heat of the end of summer.  It takes you a moment to realize that this great ant-heap of activity is building nothing more complicated than a road.  Here they at work on a causeway, raising the road above the lowlands so that it will not be in danger from flooding.   

The Emperor gestures at the huge construction project.  “This will be my legacy to the Empire.  The great roads, joining east and west, north and south.  Some praise this for the prosperity it will bring.  Others say – oh yes, they say it, where they think I will not hear – that I will be reviled forever for allowing this.  What do you say, samurai?  Will these roads be a blessing or a curse?”

Allow the PCs to offer whichever side to the argument e as they see fit.  If they speak in favor of the road, the Emperor snorts.  “So you say.  But the Lion and Crane and Phoenix call this road an abomination, and if famine comes, they will say it shows the judgment of Heaven against me for approving it, and curse my name.”  If they speak against it, the Emperor laughs bitterly.  “Indeed, so others have said.  But if I had blocked this road, and famine came, the Unicorn and Mantis and Dragon would say that their people staved because I did not build it, and curse my name.”  

After this incident, the Emperor will allow the conversation to trickle on for a time before finally succumbing to gloom and going back inside his tent for the rest of the day.  However, if the Emperor exiled someone during the previous night, the other PCs can use this conversation as another chance to plead for mercy, under the same restrictions as before.

Other Activities

The rest of the day will pass uneventfully, as the barge continues to slowly work its way up the Drowned Merchant River toward the Imperial Capital.  The behavior and attitudes of the other passengers will be unchanged from the previous day.

If a PC has succeeded twice in making a connection with Doji Keitomaru, he will avoid that PC for much of the day.  Regardless of whether a PC has made the connection or not, in late afternoon Keitomaru will slip into the servants’ tent and plant a drug (supplied by Scorpion agents) in the porridge of the Seppun guards.  This will employ his Stealth skill – the PCs will not notice this act unless they are specifically watching Keitomaru and can defeat his Agility/Stealth with their Perception/Investigation.   

After he plants the drug, Keitomaru will approach any PC who has made a connection with him.  He will quietly ask that PC for forgiveness.  “I am sorry… but I must choose the greater good of the Empire, even if that means to do something that is… that some would think dishonorable.”  He will not say what it is he is doing and will certainly not admit that he has already drugged the guards’ meal.  If the PC refuses to offer understanding or forgiveness, Keitomaru will be sorrowful, but ultimately steels himself with the belief that he has made the right decision.  

The Evening Camp

That evening, the barge will again come ashore – this time at the edge of a grain field, next to a small copse of trees.  As before, the servants will tie up the barge, hang lanterns, and begin serving meals.  This evening, the Emperor remains cloistered in his tent with his daughter and the bodies of his sons.  Miya Shikan remains outside and eats with the PCs and Keitomaru.

The porridge served to the Seppun guards (including Seppun Toshio and Seppun Karaji) has been drugged by Keitomaru.  The drug will take effect around the time that the PCs are finishing their meal.  By then, night will have fallen, and a group of Spider’s Fangs infiltrators will be slipping in to position to attack the barge. 

Preventing the Drugging

It is possible, though unlikely, that the PCs may intercept Keitomaru’s attempt to plant the drug.  If they catch him in the act, this will prevent the food from being drugged.  Whether they confront him then or later, he will deny everything and insist they are mistaken – potentially to the point of escalating to a duel, if the PCs are of sufficient Status to challenge him.  

Alternatively, paranoid PCs might actually be checking the food for poison.  A roll of Perception/Poison at TN 30 will detect the contamination of the food.   

Either way, if the PCs prevent the guards from being poisoned, the Spider’s Fangs will not attack.  The Tsuno will still attack, and in somewhat greater force – see the appropriate section under “The Attack.”

The Attack

The action begins when the drugged Seppun all begin to topple over, clutching their stomachs and vomiting uncontrollably.  If the PCs examine them, they can roll Perception/Medicine at TN 20 to confirm that they have been poisoned.      

There will be little time for them to react to this, however, since the Spider’s Fangs will attack within moments, sprinting forward out of the darkness.  The are twelve of them, all dressed identically in nondescript commoner garb, with dark gray scarves wrapped around their faces and heads to conceal their features.  PCs who encountered the Spider’s Fangs in the adventure “Stolen Relics” will recognize them.  They carry long, sharp knives and manriki chain weapons.  

The helpless Seppun guards will gasp weakly, “the Emperor,” begging the PCs to protect the Son of Heaven.  Any honorable PC will presumably already be moving to do so.  Six the Spider’s Fangs will make a feint toward the Emperor’s tent, in order to pin down the PCs in defensive positions – however, the other six Fangs will go after their true target: Miya Shikan.  Shikan will not be near the Emperor’s tent when the attack comes, and will simply back-pedal with a confused expression when the Fangs appear.

Doji Keitomaru will be stricken with horror at the realization of what he has done and will rush to defend the Emperor’s tent.   

The Tsuno Strikes 

One round into the Fangs ambush, the PCs will all feel the hairs on their necks prickle.  Any PC with a sensitivity to the spirit realm – shugenja, henshin, tattooed orders, etc – will be able to roll Perception/Theology at TN 20 to sense the sudden presence of a rift in the spirit realms.  

A blue light flickers and coalesces into the form of a monstrous Tsuno.  Two smaller Tsuno crouch on either side, but your attention is drawn inexorably to the leader, for the shoulder spikes on his bizarre armor are adorned with bloody human skulls.  He lifts a jagged, saw-edged sword and rests it on his shoulder as he looks around at the chaotic scene.  “Treachery,” he says in a voice like a snarling trumpet. “Such a lovely human vice.”  He turns toward the Emperor’s tent.  “I have the skulls of your sons, little Emperor!  Now I will take your head, and the head of your little girl-brat, scion of the cursed Akodo!”

This is, of course, Aka, the same Tsuno warlord the PCs encountered in “Death of Heroes,” and the skulls mounted on the shoulder spikes of his armor are indeed the skulls of Hatsu and Kobashi.  If the PCs know of any comrades who died alongside the Imperial twins, their skulls are also mounted on the Tsuno’s armor.  

The PCs will have to fight this formidable Tsuno and his two cohorts on their own, since the Seppun are disabled.  Given that this creature fought the Emperor’s sons to a standstill, this should give the PCs some pause.  However, they do have a significant numerical advantage.  Also, the Ravager will not use his Roar ability (Rank Three technique) until he is seriously wounded (+20 Rank). 

Doji Keitomaru will fail his Fear roll against the Tsuno (his Honor is broken) and will cower dishonorably by the Emperor’s tent, trembling and doing nothing.  

Reactions of the Fangs

Once the Tsuno appears, the Spider’s Fangs will abandon their feint toward the Emperor’s tent and will focus all their attention on their true mission: killing Miya Shikan.  They will trap Shikan in the far corner of the barge and knock him to the ground, stabbing him repeatedly – only to discover that weapons cannot slay him.  By the time the PCs defeat the Tsuno, the Fangs will be in retreat, and Shikan will be picking himself up and dusting himself off.

If any of the PCs specifically mention they are watching Shikan during the fight, or trying to protect him, they can roll Perception/Battle at TN 20 to see what happens to him.  He is knocked down by the blow from the first Fang, and several others quickly gather around and stab at him viciously, only to retreat a few moments later.  

No Drugging?

If the PCs managed to avert the drugging, the Spider’s Fangs will not initially attack.  However, the Tsuno Warlord will still attack, and this time he will be accompanied by a large warpack: sixteen Tsuno will “warp in” with him.  Two of them will accompany him to attack the Emperor’s tent (and the PCs) while the other fourteen engage the Seppun, including Toshio and Takaji.  

Once this fight is underway, the Fangs will spot an opportunity and will swarm aboard the barge to attack Shikan, killing any guards who get in their way.  Their assassination attempt will resolve in the same manner as outlined above.

Assuming the PCs succeed in defeating the Tsuno warlord and his two cohorts, the Seppun will defeat the remaining Tsuno warriors.     

Aftermath

Once the Tsuno attack is over and the Fangs retreat, the PCs will have to pick up the pieces.  Any PCs who died defending the Emperor have perished in the service of the Toturi dynasty, and their players receive the “Died for the Toturi Dynasty” cert for their next character.  

Presumably the PCs prevented the Tsuno from reaching the Emperor’s tent – if not, the Emperor is dead, the adventure is over, and any surviving PCs should be preparing do commit seppuku.  

Assuming that dire outcome was avoided, the PCs have performed heroically.  The Emperor and his daughter emerge cautiously from their tent and review the scene. The handful of surviving servants rush over to assist him.  

If the Suppen were poisoned, the survivors recover after a couple of hours (the Fangs knifed about half of them during their attack).  If the Seppun were not poisoned, half of them died fighting off the Tsuno.  Either way, Seppun Takaji is among the slain.  

If the PCs killed the Tsuno warlord, they have recovered the skulls of the Emperor’s sons (and possibly some fellow PC skulls as well).  The Emperor kneels by the skulls and looks at them for a long moment, while his daughter Chisa weeps silently at his side.  Finally he straightens and gestures to the servants, who collect the skulls and place them in the biers with the bodies, so that they may be cremated properly at the upcoming funeral.

The Fangs cannot be taken prisoner – any seriously wounded ones fall on their own knives.  If the PCs examine any Fang corpses, their clothing and gear is nondescript and has no markings or other identifiers.  The only signifier of their identity is a small, almost unnoticeable tattoo which each of them wears on their neck: a black outline of a spider, fangs extended.  The tattoos can be spotted with a roll of Perception/Investigation  at TN 20.  The only roll which can gain any information about these tattoos is Intelligence/Underworld at TN 35, which can recall some very vague rumors about some sort of gang or covert group that wears such tattoos.   If the PCs played “Stolen Relics,” they may have seen these tattoos before.

PCs can, if they wish, choose to keep one or more of the Fangs’ excellent sharp knives (which allow a Void point to be spent on their damage rolls).  However, this is robbing the dead – a disgusting and dishonorable act.  Such PCs lose a number of points of Honor equal to 1 plus the PC’s current Honor Rank.  (Thus a PC of Honor Rank 5 loses 6 points for this deed.)  The PC also gains 4 points of Infamy (since the vile deed was done in the presence of the Emperor).

Miya Shikan’s Status

Some of the PCs may wish to check on Miya Shikan after the fight.  He is, to all appearances, uninjured, and will insist that he managed to dodge the attacks of those “miserable ninja.”  However, any PC who looks at him carefully can roll Perception/Investigation at TN 20 to notice several slits in his garments.  They are the sort of cuts which would be made by stabbing knives, but there is no blood.

If any PC questions Shikan about the fight, he will absolutely refuse to admit that he was hit.  If the PCs mention the cuts in his garment, he dismisses them as the marks of “near misses.”  Given his immense Status, the PCs cannot really contradict his word – if they insist on doing so, they are publicly calling the Imperial Herald a liar, an extremely unwise thing to do.  Shikan will condemn them for their disgraceful behavior and demands their immediate seppuku.  The only way for such a PC to survive is to make an abject, stomach-crawling, completely submissive apology and roll Awareness/Etiquette (Sincerity) at TN 40.  With a successful roll, Shikan relents and allows them to live, but each such PC loses two full Ranks of Glory (three Ranks if their Glory is 7.0 or better) from being publicly upbraided by the Imperial Herald.  

Doji Keitomaru’s Fate

Doji Keitomaru will initially attempt to live with his shame and go on with his life, comforting himself with the thought that ultimately, he still can do much good in the world and the Son of Heaven survived.  

However, if a PC who previously established a rapport with him now confronts him about his cowardice and his possible complicity in this near-disaster, he will break down and confess: “I compromised my Honor to win fame at the Topaz Championship, and to gain appointments and prestige!  Now my sins have endangered the Emperor himself.”  He will request permission to commit seppuku, permission which the (still somewhat dazed) Emperor will grant.  

If the PC who accomplished this did so out of a genuine sense of Honor (e.g. was not seducing or manipulating Keitomaru for their own gain), they gain 2 points of Honor for successfully restoring Keitomaru to the path of Bushido.  

Conclusion: On to the Capital

The next morning, a heavily-armed Imperial kobune arrives from the capital – the Hidden Guard have been monitoring the Emperor’s journey, and dispatched the ship as soon as they saw trouble.  The barge resumes its journey, towed by the kobune.  Late that afternoon, it arrives in Toshi Ranbo, the Imperial Capital.

The Emperor, his daughter, and Miya Shikan will spend the remainder of the journey in their respective tents, under heavy guard from the tripled numbers of Seppun troops.  The PCs will have no further contact with any of these notable individuals.  However, their efforts on behalf of the Son of Heaven have not gone unnoticed – see “Rewards for Completing the Adventure” below.

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 the Tsuno:


+1 XP

Total Possible Experience:

3 XP



Other Awards/Penalties

PCs who successfully defend the Emperor and make it to the Imperial capital gain one point of Honor, five points of Glory, and two points of Status.   In addition, each such PC gains a Favor from the Toturi Dynasty.   

Any player whose character dies defending the Emperor, or committing kanshi to save other PC from the Emperor’s wrath, gains the “Died for the Toturi Dynasty” cert.

Appendix: NPCs and Villains

Doji Keitomaru, Morally Compromised Emerald Magistrate

	FIRE 3
	  AIR 4

	Intelligence 4


	

	EARTH 3
	WATER 2 

	
	Perception 4

	VOID 3


TN to be Hit: 24 (29 in light armor)


School/Rank: Doji Magistrate 2


Rank One: TN to be Hit is always increased by twice his Perception rank.


Rank Two: When using a non-Bugei school skill, spending a Void point or making a Raise produces double the normal benefit.  

Honor/Glory/Status: 1.3/3.0/4.5

Skills: Athletics 2, Calligraphy 2, Courtier 2, Defense 4, Etiquette 3, Games 1, Horsemanship 2, Hunting (Tracking) 2, Iaijutsu 4, Investigation (Interrogation) 3, Kenjutsu 4, Kyujutsu 3, Lore: Heraldry 3, Lore: History 2, Lore: Law 3, Medicine 2, Stealth 4, Storytelling 2, Theology 1.

Mastery Abilities: Add Defense skill ranks to TN to be Hit.  Add +5 to TN of any social roll made against him.  

Advantages/Disadvantages: Social Position (Emerald Magistrate), Wealthy/Dark Secret (owned by the Scorpion), Driven (to prove himself as a magistrate). 
Equipment: Kimono and sandals, light armor (usually not worn), daisho set, jitte, badge of office, 10 koku.

Elite Seppun Guards (interchangeable)

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	Willpower 4
	

	VOID 3


TN to be Hit:  23 (28 in light armor)

School/Rank:  Seppun Guardsman 2



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.

Honor/Status/Glory:  3.4/2.0/3.2

Skills:  Athletics 3, Battle 2, Courtier 1, Defense 3, Etiquette 3, Hunting 2, Iaijutsu 4, Investigation 3, Kenjutsu (Katana) 4, Knives 1, Kyujutsu 3, Lore: Heraldry 2, Medicine 1, Spears 2, Storytelling 1, Theology 1.

Mastery Abilities: TN of any contested Social Skill roll made against them is increased by 5.  Add Defense skill rank to TN to be Hit (except when incapacitated/unaware, or in Full Attack).  

Advantages/Disadvantages:  Irreproachable, Social Position (Emperor’s guard).

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

Seppun Toshio, Imperial Guard Officer

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 4
	WATER 3 

	
	

	VOID 4


TN to be Hit:  30 (35 in light armor)

School/Rank:  Seppun Guardsman 3



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).

Honor/Status/Glory:  4.4/4.0/3.2

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

Mastery Abilities: TN of any contested Social Skill roll made against him is increased by 5.  Add Defense skill rank to TN to be Hit (except when incapacitated/unaware, or in Full Attack) and may enter Full Defense as soon as Initiative is rolled.  Gains a Free Raise when using Kenjutsu, and Wound Penalties are reduced by Kenjutsu rank.

Advantages/Disadvantages:  Irreproachable, Social Position (Imperial Guard officer)

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

Seppun Takaji, Imperial Shugenja

	FIRE 2
	  AIR 6 

	Intelligence 4


	

	EARTH 3
	WATER 4  

	
	

	VOID 5


TN to be Hit:


School/Rank: Seppun Shugenja 4


Technique: Affinity for Air and Water, Deficiency for Fire and Earth.

Honor/Status/Glory: 3.7/2.0/1.9

Skills: Calligraphy 3, Courtier 3, Defense 4, Etiquette 6, Hunting 2, Investigation (Notice) 2, Kenjutsu 2, Knives 2, Lore: Heraldry 3, Lore: History 2, Lore: Kami and Spirits 4, Lore: Shugenja 5, Medicine 6, Meditation 5, Spears 2, Storytelling 4, Theology 6.

Spells: Sense, Commune, Summon, (Air 1) By the Light of Lady Moon, Quiescence of Air, Yari of Air, (Air 2) Benten’s Touch, Secrets on the Wind, Whispering Wind, (Air 3) Essence of Air, Summon Fog, (Air 4) Wall of Air, (Air 5) Command the Clouds, (Earth 1) Earth’s Touch, Force of Will, (Water 1) Path to Inner Peace, Purify Water, Reversal of Fortunes, (Water 2) Rejuvenating Vapors, Wisdom and Clarity, (Water 3) Regrow the Wound, Way of Still Waters.

Mastery Abilities: Add Defense skill ranks to TN to be Hit.  Add +5 to TN of social rolls made against him.  Recovers an additional Void point from meditation.  Heals an additional rolled and kept die with Medicine.

Advantages/Disadvantages: Innate Abilities (By the Light of Lady Moon, Secrets on the Wind, Whispering Wind), Social Position (Imperial guard)
Equipment: Wakizashi, tanto, kimono and sandals, medicine kit, scroll satchel, traveling pack, 20 koku.

Spider’s Fangs Assassins

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 30


School/Rank: Shosuro Shinobi 2


Rank One: Roll and keep dice equal to School Rank on Stealth rolls.  Move normally while in Full Defense.  Always in Full Defense unless declared otherwise.


Rank Two: Raises on Stealth rolls and attacks on unaware opponents are not limited by Void/skill rank.  Gets two Free Raises when using skill with which he has Great Potential.  May add twice his Fire Ring to TN to be Hit when not wearing armor.

Honor/Status/Glory: 1.5/na/1.0

Skills: Acting 3, Athletics 3, Chain Weapons 3, Deceit (Lying) 5, Defense 4, Etiquette 2, Investigation 5, Kenjutsu 2, Knives 4, Lore: Heraldry 2, Stealth (Sneaking) 6, Underworld 3.

Mastery Abilities: Add Defense skill to TN to be Hit.

Advantages/Disadvantages: Bland, Strength of the Earth (rank 1)/Dark Secret (real identity), Social Disadvantage (ronin).
Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), kusarigama, 3 bu in coins. 

Aka (“Bloody”), Tsuno Warlord

	FIRE 3
	  AIR 2

	Agility 5


	Reflexes 5

	EARTH 5
	WATER 3 

	
	Strength 5


TN to be Hit: 35 (30 without armor)

Attacks: 10k5+5 (Tsuno blade) or 9k5 (unarmed)

Damage: 8k3 (Tsuno blade) or 5k2 (unarmed)

Carapace Armor: 4 (bypassed by spells)

Wounds: 12 per rank.  Wound penalties as per humans.
Skills: Anatomy (Torture) 4, Athletics 4, Battle 5, Defense 4, Heavy Weapons (Tsuno Blade) 5, Iaijutsu 3, Jiujutsu 4, Lore (Shadowlands) 5, Lore (Spirit Realms) 6, Stealth 4. 

School: Tsuno Bushi 4


Rank One: TN to be Hit is increased by his Wound Penalties, to a maximum of Insight x 5.


Rank Two: Can make two attacks per round.


Rank Three: Terrifying roar once per day.  All enemies within 50’ affected by Fear 5.  All allied Tsuno gain +1k0 to attack and damage rolls.  These effects last a number of rounds equal to his Insight Rank.    


Rank Four: If he kills an opponent, on the next round he gains a number of Free Raises on his attack roll equal to his Insight Rank.

Special Abilities: Fear 3.  Spirit Qualities: take half damage from normal weapons and attacks.  Full damage from crystal, nemuranai, and magical effects.  Speed: moves as if Water Ring is 6.  Spirit Armor: PCs with Taint, or who are not native to Ningen-do, suffer +10 TN penalty when attacking them.  Spirit Weapon (Tsuno Blade): Gains Free Raise against opponents who are Tainted or are not native to Ningen-do. 

Tsuno Warriors

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 4
	WATER 3 

	
	


Shadowlands Taint Rank: 4.0

TN to be Hit: 25 (20 without armor)

“Honor”: 2.0

Attacks: 7k3+4 (Tsuno blade) or 6k3 (unarmed)

Damage: 6k3 (Tsuno blade) or 3k2 (unarmed)

Carapace Armor: 2 (bypassed by spells)

Wounds: 8 Wounds per rank.  Wound penalties as per humans.

Skills: Athletics 3, Battle 2, Defense 3, Heavy Weapons (Tsuno Blade) 4, Iaijutsu 1, Jiujutsu 3, Lore (Shadowlands) 3, Lore (Spirit Realms) 4, Stealth 3. 


Special Abilities: Fear 3.  Spirit Qualities: take half damage from normal weapons and attacks.  Full damage from crystal, nemuranai, and magical effects.  Speed: moves as if Water Ring is 6.  Spirit Armor: PCs with Taint, or who are not native to Ningen-do, suffer +10 TN penalty when attacking them.  Spirit Weapon (Tsuno Blade): Gains Free Raise against opponents who are Tainted or are not native to Ningen-do.  

Handout #1: Ciphered Note

Loyal Shosuro,

A dangerous traitor has managed to get close to the Emperor.  During this journey, agents will strike against him.  On the second night of your trip, one who serves us will arrange to disable the guards on board the Imperial barge – be prepared for this to happen, and do not interfere with it.  Do not fear for your own Honor, for when we strike, you need only fulfill the duty of every samurai and protect the Emperor.  Our agents will strike at the traitor, and retreat once their task is done.

Your service to our family will not be forgotten.  

Voice of the Emperor
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