The Hidden Heart

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

by Rob Hobart

Kaiu Sumata has stumbled across a secret which may threaten all the Empire.  

Adventure Summary and Background

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

Like all khadi, Shikan had to find a secure place to hide his heart, protecting himself against death.  He arranged this by convincing the Emperor to proclaim a new Fortune of Peace.  The great temple to this new Fortune was built under Shikan’s supervision, with secret chambers beneath to house his greatest treasure – as well as the hearts of two of his minions, Miya Hanzu and Miya Reisei, who underwent the khadi ritual at his insistence.  

Shikan’s activities have not gone wholly unnoticed, however.  The gaijin order known as the Doomseekers has tried to destroy him, so far without success.  More importantly, the Kaiu engineer who designed the Shrine of Peace, Kaiu Shigemori, realized the sinister implications of what he had built.  Although he was killed by Miya Hanzu before he could reveal the truth, he left behind clues for one of his students, Kaiu Sumata – clues which have led Sumata to much of the truth about the Shrine of Truth.  It is through Sumata that the PCs will become involved in this adventure, offering them a chance to discover and destroy the hidden, sorcerous hearts of Shikan and his minions.

GM’s Note: Chronology, Character Backgrounds, and Adventure Play-Order

This adventure functions as a direct sequel to “Summoned to Justice,” and it is strongly recommended that the characters have played that adventure before this one – otherwise, they are unlikely to realize the full significance of the threat from Miya Shikan and his minions, Miya Hanzu, Miya Reisei, and Tsuruchi Shin.

In order for this adventure to run properly, at least some of the characters must have Kaiu Sumata as an Ally, and those characters who do not have this Advantage must be friends or allies of the characters who do.  The GM should discuss this with the players before launching the adventure, and make sure all the characters will have a legitimate reason to participate.  Since players will be frustrated if their characters cannot participate, flexibility and creativity are encouraged.

Finally, from a chronological standpoint, it is important to note that this adventure takes place shortly after the GenCon exclusive adventure “Doom of the Crab.”  

Introduction

The adventure begins in the high summer of 1503.  All of the characters who are Allies of Kaiu Sumata receive a letter from him.  Brief and cryptic, the short note tells them to meet him at the Smiling Bowl noodle shop in Honored Treaty City.  The note says this concerns “matters of vital importance” and suggests the PCs bring along anyone they “trust to protect Rokugan at all costs.”  (This provides an excuse for non-Ally PCs to participate in the adventure.)

Honored Treaty City is located in Phoenix lands, and the PCs will have visited there before if they played the adventure “Summoned to Justice.”  Sumata does not arrange travel papers for the PCs (he doesn’t have that much political pull), so they will have to take care of this themselves.  Obviously, if any of the PCs are Emerald, Jade, or Sapphire Magistrates they can write travel papers for themselves or others.  Otherwise, PCs can get travel papers by “cashing in” (erasing) a Favor or Ally with a family or Clan.  (Favors or Allies with specific individuals can also work, at the discretion of the GM, but “Ally: Kaiu Sumata” should not be usable, for obvious reasons.)  

Honored Treaty City was once the location of a peace treaty between Lion and Phoenix, and is the location for the shrine to the new Fortune of Peace.  It is located in southwestern Phoenix lands, near the borders of both the Lion and the Dragon.  When the PCs arrive, they can see clear signs of the ongoing Phoenix war with the Unicorn Clan:

The northern horizon is smudged with gray-brown smoke, the shadows of war.  Lines of supply wagons are visible heading north up the road toward the war-zone, and mounted couriers occasionally gallop along the road as well.  The open fields around Honored Treaty City are churned by the tread of many marching feet, but whatever armies made those tracks have since departed.  

The PCs will be met at the gates of the city by a squad of doshin (armed peasants) with a single Phoenix bushi, Shiba Hatsuro, in command.  After he reviews the PCs’ papers, he will let them into the city.  

· Hatsuro will make a point of pausing to ask any Unicorn PCs their business in Honored Treaty City. So long as the PCs offer a reasonable purpose (the truth, “We are here to meet with a friend, Kaiu Sumata,” will work just fine), he will let them through with a simple warning: “In these times, Unicorn-san, I suggest you walk with discretion.” 

· If any of the PCs are Crab, he will ask them for news from the south.  “We have heard rumors of some terrible event in Crab lands, but nothing of certainty.”  The PCs may or may not be able to answer, depending on whether they played “Doom of the Crab,” but regardless, Hatsuro will clearly be sympathetic and concerned over what has befallen the Crab. 

If the PCs ask for directions to the Smiling Bowl, Shiba Hatsuro will have no idea, but the doshin will break out in smiles.  One of them will say, “Oh yes, samurai-sama, its on the Street of Friendly Commerce on the north side.  You can’t miss it, there’s always a crowd!”

If the PCs do not think of asking at the gates, they can locate the Smiling Bowl by asking around and rolling Awareness/Investigation at TN 20, or by spending at least 1 bu in bribes.   

Part One: Meeting With Kaiu Sumata

The Smiling Bowl is a chain of noodle restaurants run by the children of its founder – PCs may have encountered other outlets in previous adventures. This particular branch of the Smiling Bowl “franchise” is run by a tall, plump, enthusiastic teenager named Budosen, who wears a headband with the kanji for “delicious” and moves like a dancer within the small shop, ladling broth and noodles, chopping vegetables, and taking orders in a continuous stream of action.  The shop is a small building with open sides, with barely enough room for four tables and a bar around the central cooking area – most customers take their noodles out to the street to eat.  

Kaiu Sumata is waiting for the PCs at one of the tables, slurping up an extra-large bowl of noodles with formidable speed.  He is a thick-bodied balding man with a jowly face and oddly small, short, plump fingers.  His usual expression is open and smiling, and there is a general aura of childlike innocence and vulnerability about him.  

Sumata is the Rokugani equivalent of a nerd – a man so focused on his research that he seems to lose track of everything else (including his own health) and so remote from normal affairs that he doesn’t really grasp the painful realities of Rokugani life.  He is quite friendly in a puppy-dog manner, and almost pathetically attentive and worshipful toward attractive females.  He is oblivious to most forms of rhetorical by-play and takes what he is told literally.  Around pretty women and people of significantly higher social rank (Status 5.0 or higher) he tends to get nervous and tongue-tied, often stumbling over his words and otherwise making a fool of himself.

However, there are hidden depths to Sumata, some of which will be revealed in this adventure. This is, after all, a man who has been into the Shadowlands repeatedly and survived unscathed.  Sumata carries the blood of Osano-Wo, and he is a samurai at heart. He fears to fail, but does not fear to die.   

PCs should have encountered Sumata at least once before, if not several times – he has appeared in the previous adventures “Stolen Relics,” “City of the Lost,” “Cursed Gift,” and “Summoned to Justice.”  

Sumata Explains

Kaiu Sumata will greet the PCs with a mumble (his mouth is full) and hurriedly snarf down the rest of his noodles.  If the PCs order noodles of their own, he will order another bowl and eat with them.  Otherwise, he will lead the PCs away from the Smiling Bowl as quickly as possible.  “We should speak privately,” he says, and restricts himself to pleasantries and random gossip.

Once they are through eating, Sumata will lead the PCs away from the Smiling Bowl to the northern edge of the city, where a large garden surrounds a minor shrine to Inari, the Fortune of Rice.  While they walk, he will continue to chat with the PCs in his characteristic nervous fashion.  Once they reach the garden, he looks around carefully, then seats himself on a bench in the center of the garden, where he has a clear view of the surroundings.  “I think I’ve been followed lately,” he says in a loud stage whisper.  “And regardless, with what I’ve learned, its best to be careful.”  

Sumata pulls out a piece of paper from his sleeve.  “Last month, my old sensei Kaiu Shigemori died while working on an engineering project at the Three Sides River.”  If the PCs participated in the adventure “Summoned to Justice,” he will remember their visit to the site and will reminisce briefly about it before continuing.  “When I collected my old master’s ashes and belongings for the trip back to Crab lands, I found this letter.”  He reads the letter aloud to the PCs: 

“Sumata-san, you will forgive me for burdening you with this. The puzzle which lies before me is one with no ready solution, but I know you have always loved puzzles, and since leaving our academy you have shown a perseverance worthy of your Crab blood.  You will recall the story I told you in the garden on the first day of the Hare. Concerning certain architecture of the ancient Empire, and those who built it.  The relevance of this will become more apparent when you consider which influences I have expressed in my own work, and of course my well-known piety and devotion to the Fortunes.  Even those obscure Fortunes elevated by Emperors past are worthy of our veneration, or so I was taught by the monks at Koten.  The knowledge which weighs on me is something I am sure you will understand.”

Sumata ponders for a moment, takes a deep breath, and wipes his sweaty hands on his hakama before continuing.  “I did not understand these remarks at first, and the letter was clearly unfinished.  But I thought about it carefully as I took his property back to Shiro Kaiu, and I remembered that we had once discussed something when I was a student – the construction of the Tomb of the Bloodspeaker.  Shigemori-sama spoke of how the Kaiu who built the tomb committed seppuku afterwards, but nevertheless some of them left notes behind which were passed down to their descendents – and those notes proved vital to the safety of the Empire when the Bloodspeaker threatened to escape.”  He frowns.  “The rest of the letter was strange, although I know as all do that the Emperors are empowered to elevate Fortunes to the Celestial Heavens, much as our own Emperor elevated his ancestor to become the Fortune of Peace.  And Kaiu Shigemori-sama worked on the designs of the Shrine of Peace, here in this very city… um, I’m getting ahead of myself.  I’m sorry.”

Sumata will be embarrassed by his own ineptness in telling the story and will require some encouragement from the PCs before he continues.  Eventually he resumes: “I remembered something else Shigemori-sama had told me, about how the Kaiu would preserve their notes by hiding them in secret compartments they designed themselves.  So when I visited his family in Kaiu lands, I searched his room,” Sumata gulps and shoots anxious looks at the PCs as he confesses to this questionable act, “and I found his notes in a hidden box under the floor.  Very well designed, Shigemori-sama was truly a fine engineer!”  He shakes himself back on topic.  “It contained his notes about the construction of the… of the Shrine of Peace.  They were wrapped up, and my name written on the outside.”  
At this point, Kaiu Sumata will become very anxious indeed, and looks around the gardens carefully for some time, giving an especially close look to the distant monks who are sweeping the gravel paths.  If any of the PCs offer to take steps to prevent them from being heard (such as casting Quiescence of Air) he will accept the offer with evident gratitude and relief.  Eventually, he will continue his story.

“Shigemori-sama said, in his notes, that by the orders of the Imperial Herald he built a set of hidden chambers beneath the Shrine of Peace.  Chambers filled with traps and obstacles, but clearly designed to let… to let someone who knew them pass through.  He did not say exactly why the Herald commanded this strange construction… but from what he said, I think he suspected the worst.  His notes seemed to say he thought he might not be allowed to live, and he mentioned some of the other engineers who worked on that part of the project had already died.  Which they have, I checked.”  

Sumata pauses and fidgets for a time.  This will be a good time for any PCs who have knowledge about khadi in the Empire (specifically Miya Hanzu, whose nature was most likely exposed in “Summoned to Justice”) or who have suspicions of the Imperial Herald himself to speak up.  Sumata will listen to their words carefully.  

Ultimately, Sumata is very reluctant to reveal his final information, even to these PCs who are his Allies.  If the PCs do not at some point in the conversation reveal their own suspicions of the Imperial Herald, they will have to show sympathy for Sumata’s story in some other way, such as by displaying shock that a secret trapped complex could be placed below the Shrine of Peace.  If the PCs seem hostile, or accuse him of maligning the Imperial Herald, he will break off the conversation and hurriedly depart, effectively ending the adventure.

Assuming the PCs do say something to convince Sumata they are “on his side,” he will eventually take a deep breath, wipe his hands again, and pull another scroll from his sleeve.  “This was the final note, at the bottom of the pile.”  He hands it to the PCs to read.  This is Handout #1.   

After the PCs read the note, Sumata waves his hands helplessly.  “What else could I do but return here?  I feel ashamed now, for terrible things have happened in the Crab lands, within days of my departure.  But if my poor master was right, the threat to the Empire here at the Shrine of Peace is as terrible as what has happened to the south.”  He is sweating profusely, wringing his hands, looking pale and almost sickly despite the bright sun and clear skies.  

· Some of the PCs may ask the meaning of the poem at the end of the note.  Sumata is not sure, but suspects it is intended as a hint or clue of some kind.  A PC who rolls Intelligence/Storytelling (Poetry) at TN 25 can deduce that the first line may refer to a direction.

Making a Decision

Kaiu Sumata is sitting on dynamite, and he knows it.  His preferred choice of action is to go into the Shrine of Peace and try to prove that his master’s suspicions were correct, but he does not want to do that without help (the PCs).  He is painfully aware that there is no chance of confronting the Imperial Herald through normal legal or political channels when the only evidence is a note written by a dead man.  

He is also somewhat paranoid, having become convinced during his journey back to Honored Treaty City that someone is following him.  He does not have any concrete evidence of this, but claims to have seen a “sinister Mantis” several times in different towns.  PCs who remember the appearance of Tsuruchi Shin in the adventure “Summoned to Justice” may find this ominous, and rightly so, but they will not see any signs that Sumata is being followed now.  

Ultimately, it is up to the PCs whether to accompany Kaiu Sumata into the Shrine of Peace.  Those PCs who refuse to do so are effectively out of the adventure, earning a maximum of 2 XP (for participation and role-play).  

Part Two: Entering the Shrine of Peace

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

Kaiu Sumata has no idea from Shigemori’s notes where to find the entrance to the alleged tunnels beneath the Shrine of Peace.  He will suggest that he and the PCs attend the Shrine as pilgrims and look around once they are on the site.  Some PCs might potentially have other ideas, and Sumata will listen to anything that seems better than his own suggestion.

Getting Inside

The entrance to the gardens around the Shrine of Peace is continually guarded by a pair of Tiger bushi in kimono of their Clan colors, orange and black. These men are assigned to guard the Temple of Peace as part of the treaty which placed the temple in Phoenix lands. They will politely stop any armed samurai who approach the temple.  “Your pardon, honored samurai. By order of the Imperial Herald, all samurai are to go unarmed within the shrine of sacred peace.”  The Tiger samurai will be extremely respectful, but they will not budge.

Sumata and the PCs will not be allowed to enter the temple grounds unless they surrender all visible weapons they are carrying.  Heavy armor will also be regarded as an insult to the temple, although light armor will be tolerated.  Sumata will be willing to accept this limitation, since he believes they will only be facing traps inside, but if the PCs make a solid argument otherwise (for example by reminding him of his suspicion that he was followed) he will go along with them.  

· Concealing a weapon (whether deliberately or by omission) in order to carry it into the temple will cost 1 point of Honor for any PC with an Honor Rank of at least 1.0 or higher.

Some PCs may decide to consider a stealthy approach (e.g. sneaking in at night).  Unless they have concealing magic, this will be a more difficult option than they might believe.  The Shrine is guarded day and night by bushi from the Tiger Clan, and there are always at least one or two monks in the main chambers to tend to the needs of late-night supplicants.      

That being said, night and the absence of crowds can make infiltrating the Shrine easier – PCs who try to sneak in at night will get at least one Free Raise for the darkness (more if they employ additional precautions such as wearing dark clothing, blackening their faces, etc).

If the Tiger guards detect intruders, by beating their Agility/Stealth (Sneaking) with their Perception/Investigation (Notice), they will chase them down and try to subdue them with staves and sasumata – in considering for the Shrine of Peace, they will not draw steel unless the PCs do so first.  PCs who kill these samurai – who are, after all, merely carrying out their duties – should lose a significant amount of Honor, at least one full Rank, possibly more if they are high-Honor characters.  

Shugenja PCs may be able to find ways to get some or all of the party into the Shrine undetected.  The GM must adjudicate such efforts – invisibility will not suppress sound, for example – but since there are no shugenja assigned to guard the shrine, most magical approaches will tend to be successful.   

Surveillance on the Temple

Paranoid PCs may decide to check around the Shrine of Peace to see if anyone is watching the place or following them.  In point of fact, the temple is being watched by Tsuruchi Shin, a ruthless and mercenary bounty hunter who the PCs may have encountered in the adventure “Summoned to Justice.”  He is perched on a rooftop across the street from the Shrine of Peace, watching everyone who passes in and out.  To spot him, the PCs will have to specifically say they are checking the surrounding area for danger, and defeat his Agility/Stealth (Sneaking) with their Perception/Investigation (Notice).  He gains a Free Raise for concealment, and two more Free Raises if it is night.  

If the PCs do spot Shin, and do anything to show they have noticed him, he will smirk and nod at them.  If they confront him or question him, he will unhesitatingly say that the Imperial Herald has hired him to protect the Shrine of Peace against “criminal attack.”  He will not actually confess that he is watching for Kaiu Sumata and the PCs, though his smirking, knowing attitude should make it clear this is the case.  He is openly wearing his Emerald Magistrate’s badge, and PCs who attack him pre-emptively are committing an Imperial crime.

· If the PCs point Shin out to Kaiu Sumata, he will confirm that this is the “sinister Mantis” he has seen several times in the last few weeks.  Shin will of course deny that he is following Sumata, although that is exactly what he has been doing.

Shin is in communication with Miya Hanzu, who is waiting elsewhere in Honored Treaty City.  Once Shin is sure the PCs have found their way into the tunnels under the Shrine, he will go fetch Hanzu and the two of them will come into the tunnels in pursuit.  The PCs can potentially obstruct this by leaving some of their number to watch Shin – however, if they leave only one person to watch him, his most likely response is to simply shoot the PC dead and then go to fetch Hanzu.    

Inside the Temple

Inside the main temple building is a vast chamber with a twenty-foot-tall gold-plated statue of Toturi VI, the Emperor once known as Toturi the Pious, now the Fortune of Peace by his descendant’s decree.  During the day, hundreds of supplicants gather before the statue, lighting incense and praying for the new Fortune to intercede on their behalf.  At night, the chamber is dim, lit by a few scattered candles, and only a few dedicated pilgrims visit. 

There are several monks in the temple during the day, and at least two at night, to see to the needs of the pilgrims.  They will not bother PCs who do not approach them, but if the PCs engage in obviously strange or puzzling behavior, such as visibly searching the temple, the monks will approach, politely asking what is wrong and whether they can help.  

In point of fact, the entrance to the secret tunnels is located in the stone base of the Fortune of Peace’s statue.  Locating it will normally require carefully searching the statue (specifically) and rolling Perception/Investigation (Search) at TN 25 or Perception/Engineering at TN 25.  Alternatively, a shugenja PC can locate the concealed entrance by casting By the Light of the Moon.

Smart PCs may be able to figure out on their own that the statue is the most likely location, or they can simply search systematically through the whole temple, although this will quickly attract the monks’ attention.  Alternatively, clever PCs may think of asking whether Miya Shikan has ever visited the Shrine, and if so where he has gone.  The monks will confirm that Shikan has visited the temple several times, and always spends a night in solitary meditation before the Fortune’s statue. 

Shugenja PCs may also think of other ways of searching the temple, such as by Communing with the local Earth or Air spirits for information on secret entrances or tunnels.  In general, it will require at least three Raises for Clarity to find Earth spirits which are aware of the tunnels (four Raises for Air spirits).  The spirits know the location of the entrance but do not understand the mechanisms that open it. 

The Entrance

The door to the hidden tunnels is barely detectable, set flush into the back of the statue’s stone base.  It is opened by pulling on a lever which is cunningly concealed within the elaborate fretwork along the top of the base, encircling the feet of the golden Fortune.  The PCs can locate the lever by searching carefully and rolling Perception/Investigation (Search) at TN 25, by casting By the Light of the Moon, or rolling Intelligence/Engineering at TN 20 (which will deduce the location of the lever). 

Once the PCs find the lever and pull it, the statue vibrates slightly and they faintly hear the rumble and grind of gears and counterweights inside.  The door slides inward and down, revealing a ladder descending into a dark, cramped vertical shaft.  

If the PCs locate the entrance while others (pilgrims, monks) are around, which is quite likely, their actions will cause a stir.  Pilgrims gasp and recoil from the sight, and monks will quickly converge from all directions, demanding to know what is happening and insisting the PCs cease their vandalism of the Fortune’s statue.  PCs of significant social rank (Status 4.0 or higher) can cow the monks easily enough, but otherwise the PCs will have to role-play a suitable response and roll Awareness/Courtier (Manipulation) or Awareness/Etiquette (Sincerity) – depending on their approach – at TN 30 to persuade the monks to back off. Otherwise, the monks will try to fetch the Tiger guards from outside.  

The Tiger will try to demand the PCs back off and allow them to deal with the situation – after all, the safety of the temple is their responsibility.  Once the Tiger arrive, the PCs will no longer have the option of simply overawing them with Status – the Tiger take their responsibility seriously and will not be easily dissuaded.  The PCs must present a solid, well role-played reason to explore the tunnels, and then roll Awareness/Courtier at TN 30 to persuade the Tiger.

· A confrontation with the Tiger could potentially escalate into violence, although this should be an unusual outcome.  The GM should adjudicate such unusual and dishonorable situations, but it should be noted that Kaiu Sumata will have no desire to end things with violence.   

Weapons and Armor

Some PCs may wish to use the discovery of the tunnel as justification to bring weapons or heavy armor into the temple.  This will be extremely difficult, since the mere discovery of a hidden tunnel will not be sufficient justification to the Tiger to allow weapons into the temple grounds, and they will certainly not believe any stories about hidden khadi hearts, even if the PCs are Emerald or Jade Magistrates.  If the PCs come up with a very clever and plausible argument for why they should be allowed to carry weapons, and role-play their argument extremely well, the GM may choose to allow the PCs who spoke to roll Awareness/Courtier at TN 40 to persuade the Tiger to let them carry weapons into the temple.  Otherwise the Tiger will adamantly refuse, declaring that such gear will violate the temple’s sanctity.   Unless the PCs are willing to fight the Tiger (an action which should cost them significant Honor and Infamy), they will have to do without their weapons (except for any weapons they may have concealed).

Heavy armor cannot be worn while climbing down the ladder into the tunnels – it adds too much bulk and size – although it could be lowered/dropped down the shaft and then put on after the PCs are down below.  

 Part Four: The Tunnels of Peace

The tunnels beneath the Shrine of Peace are completely unlit, so the PCs will need to bring light sources (torches, lanterns, candles) unless they want to go through the passages by feel.  This will become relevant when certain traps are triggered, as explained later in this section.  

All of the tunnels are identical in design, being five feet wide and made from stone, large smooth blocks fitted together with the precision of a master engineer.  The ceilings, also stone, are low, barely six feet high, but more irregular, with thick cross-beams of stone interspersed with smaller paving stones.  The walls are very smooth, although the cracks between the fitted stones are clearly visible, and climbing them is nigh-impossible without magical assistance.  The floors are composed of uniform square plates of stone, each five feet square and one foot thick, thereby making the various traps quite difficult to spot.

Area 1: Entrance Chamber.  The wooden ladder from the statue of Peace descends sixteen feet to the floor of this chamber.  The first ten feet is through a narrow claustrophobic stone tube, just wide enough for larger characters to squeeze their way down – PCs with a Phobia for enclosed spaces will suffer a Fear 4 effect as a result of descending this tube.  

The entrance chamber is a plain square room with two open passageways leading away – one to the east, the other to the west, although the PCs will not know these directions unless they have Absolute Direction, go back outside to check, or try to remember and roll Raw Intelligence at TN 20.  (A PC with a gaijin compass can also tell.)  A heavy wooden wheel is set into the south wall – rotating this wheel will open (or close) the entrance to the tunnels.  


There are no marks or other clues to suggest which way the PCs should go, nor can the PCs tell anything by examining the floor – the tunnels have not been here long enough to accumulate much dust, so tracking or looking for signs of earlier passage is impossible.   

Area 2: The First Trap.  Both corridors leading away from the entrance chamber are identically trapped.  A floor section is actually a pressure plate – it will drop a few inches when a PC steps on it, releasing a counterweight that drops heavy spears down through holes in the ceiling.  The spears will strike the area where the pressure-plate is located – any PCs there (e.g. those PCs in the lead) must roll Raw Reflexes at TN 25 to jump out of danger. Failure means 4k2 damage as the heavy iron spears slam into them.  

The PCs can spot this trap if they specifically mention they are examining the floor, the walls, or the ceiling as they advance down the corridor:  

· PCs who are examining the walls can roll Perception/Investigation (Notice) at TN 30 to notice a small square stone that seems a little different from those around it.  Pressing this stone inward (which makes a low grinding sound) will deactivate the trap for one hour.

· PCs who are examining the floor cannot notice anything unless they are tapping, probing, or otherwise searching for dangerous footing.  In that case, they can roll Perception/Traps at TN 20, or Perception/Investigation (Notice) at TN 30, to detect the pressure plate before it drops far enough to discharge the trap.  

· PCs who are examining the ceiling can roll Perception/Traps or Perception/Engineering at TN 25 or Perception/Investigation (Notice) at TN 35 to spot the round holes tucked in among the ceiling blocks.

These traps have been deliberately made identical in order to offer no clue to intruders as to whether they are taking the correct route or not.  

Jumping across the pressure plate without stepping on it requires a roll of Agility/Athletics at TN 10.  

Area 3: The Wheel Room.  This square chamber has two apparent doors leading out (in the north and south walls) – however, these doors are sealed with large slabs of stone.  In the center of the room is a stone pedestal topped by a large wooden wheel.  The wheel can be turned counter-clockwise with some effort (a character with Strength 3 or more will be needed).  Turning the wheel will slowly lift both slabs, opening the doors – however, it will also activate the traps in areas 6, 7, and 8.  Once the doors are fully open, the PCs will hear a loud click inside the pedestal and the wheel will lock in place.  

If the PCs trigger the traps in either Area 7 or Area 8, the wheel will be released and unwinds, lowering the slabs back into place blocking the door.  Thus, if the PCs take the incorrect route, they will most likely have to find a way to get past the sealed doors from the other side in order to escape.

Barring that eventuality, the PCs may still decide to try to get past the sealed doors on their own (without turning the wheel).  Either way, opening one of these doors physically will require some way of prying the slab up enough to get a grip on it – hammering a knife underneath might work – and then a Raw Strength roll at TN 40 to lift the slab.  Two PCs can work on a slab at the same time (one assisting the other).  Once lifted, the slabs will have to be braced in some way to keep them from dropping back down.

It is impossible to batter or smash through the slabs unless the PCs have stone-carving tools (in which case it will take twelve hours to chisel a hole large enough for a person).  Some spells might be able to open these doors – Shatter would work, or casting Wall of Earth on the floor beneath the slab to forcibly raise it.  A shugenja PC might also be able to find ways to get past the closed doors without opening them – such as by casting Embrace of Kenro-ji-jin.      

Area 4: The Puzzle Room.  This room is similar in overall design to area 3 – a square room with doors to the north and south, sealed by stone slabs.  However, instead of a wheel on a pedestal, this room has a stone frame built into the eastern wall, with a series of wooden plaques mounted in grooves that run across the frame.  The plaques are painted with the kanji for various personal names (such as “Sotorii” and “Kenji”) and can be moved around through the grooves.  Examining the wall carefully shows that the number of plaques perfectly matches the number of slots at the bottom edge of the frame, allowing all of them to be lined up in order.  There are a total of 49 plaques.

The second through fourth lines of Kaiu Shigemori’s poem are designed to provide clues to this puzzle.  The plaques carry the given names of all those children of the Hantei and Toturi dynasties who became Emperors.  Thus there are 38 names from the Hantei (the original Emperor Hantei had no given name) and 11 from the Toturi (likewise, since Akodo Toturi became Emperor Toturi and forsook his given name).  Figuring this out will require a roll of Intelligence/Lore: History at TN 30, or Lore: Imperial Families at TN 25.  If the PCs guess that the names are those of Imperial children, they gain two Free Raises on this roll.  

The correct solution to the puzzle is to place all 49 plaques along the bottom of the frame in their chronological order.  If the PCs have realized the names are those of Imperial heirs, remembering the correct order will require a roll of Intelligence/Lore: History at TN 25.  Otherwise, the PCs must guess, which has only a 1 in 20 chance of success.  

Once the PCs place all 49 plaques at the bottom of the frame, there is a loud click from behind the wall, followed by a rumble of counterweights.  If the PCs placed the plaques in the correct order, the door to the north will open.  If they placed them in the incorrect order, the door to the south will open, and the traps in areas 6 and 7 will activate.  (Triggering these traps will close the door and “re-set” this room.)  

The slabs which close off the doors in this room are identical to those in Area 3.    

Area 5: Corner Pit Trap.  These four traps are identical, each taking up a right-turn corner in their respective corridor.  All of the traps are composed of twin stone slabs that swing open when someone steps on them.  The victim must roll Raw Reflexes at TN 25 or fall forward into a pair of massive spiked iron rollers, squishing himself down between them by his own weight.  The fall inflicts 1k1 damage and the rollers inflict another 3k3.  Large PCs suffer an additional 2k1 damage as their greater weight pushes them farther down into the rollers.  On the other hand, Heavy Armor will resist the damage, reducing it by 1k1.

Somewhat like the area 2 traps, these traps can be spotted if the PCs specifically mention they are examining the floor or the walls as they advance down the corridor:  

· PCs who are examining the walls can roll Perception/Investigation (Notice) at TN 30 to notice a small square stone that seems a little different from those around it.  Pressing this stone inward (which makes a low grinding sound) will deactivate the trap for one hour.

· PCs who are examining the floor cannot notice anything unless they are tapping, probing, or otherwise searching for dangerous footing.  In that case, they can roll Perception/Traps at TN 20, or Perception/Investigation (Notice) at TN 30, to detect the trap.   

A PC who falls into one of these traps will be wedged in between the iron rollers.  Another PC who lies flat and reaches down will be just unable to reach the trapped victim(s).  A rope, spear-shaft, or similar method will be needed to reach the PC.  Pulling the trapped PC free will require a Strength/Athletics roll at TN 30 (multiple PCs could potentially assist the roll).  Magic could also be used to free a trapped PC in a number of ways – for example, using Call Upon the Wind to levitate the PC out of the trap.

Jumping across these pits without triggering them is somewhat awkward (due to their location filling the corner of the corridor) and requires a roll of Agility/Athletics (Jumping) at TN 15.  (If one or more PCs get across and then stretch out a rope or other method of assistance, the TN is only 10.)  Sidling around the corner without stepping on the pit is somewhat easier, requiring only Raw Agility at TN 5.  

Area 6: Trapped Doors.  All three of these doors are outwardly identical, appearing to be heavy wooden panels that are opened by sliding them to the left (into a groove in the stone wall).  There is a trap behind each of these doors which is activated by the PCs passing through either area 3 or area 4.  A counterweighted chain will ratchet back a large spring-mounted spear, and sliding open the door will release a catch that causes the spear to fly forward, slamming into the PC who opens the door.  

· PCs who carefully examine the door before opening it can roll Perception/Engineering at TN 35 or Perception/Traps at TN 25 to recognize that the door is probably trapped to activate something when it opens.  There is no apparent way to disarm the trap.

· If the PC who opened the door took careful precautions (such as standing to one side), the spear will miss, shooting through the opening about four feet.  

· If the PC did not take precautions, s/he must roll Reflexes/Defense at TN 40 to avoid the spear.  Otherwise, the PC takes 4k3 damage (3k2 damage if the PC is wearing Heavy Armor).    

The trap can be avoided by bypassing the door (such as with spells like Embrace of Kenro-ji-jin) or by smashing down, burning, or otherwise eliminating it.  Breaking the door down will require several rounds of vigorous work with a heavy weapon (tetsubo, ono, or dai tsuchi).  A Fire spell which inflicts at least 30 points of damage will burn through the door.    

Once the PCs get through one of these doors (into area 7 or area 9), they will be able to clearly see the trap mechanisms behind both doors, and can smash or dismantle them easily.   

Area 7: False Inner Chamber/Portcullis Trap.  When the PCs pass through one of the wooden doors (area 6), they will enter this room.  It appears to be a sort of antechamber, with an opening leading into a slightly narrower hallway to the north, while there is a heavy wooden wheel set into the south wall.  Statues of various Fortunes line the walls of the northern hallway.  At the far end of the hall is a large wooden double-door with a pull-ring in the center of each panel.  Both door-panels are painted with the Sapphire mon of the Imperial Herald.  

Physically, this room seems almost identical to area 9, and is designed to lure intruders into the hallway with the double-doors.  In fact, the hall is a trap: the double-doors are false, and pulling on the rings set in them will activate it.  The moment a PC does this, a loud click will be heard, followed by the rumble of counterweights.  A heavy iron portcullis rattles down through a slot in the ceiling, closing off the hallway and any PCs within.  (The location of the portcullis is shown on the map as a dotted line.)  This will also re-seal the stone slabs in areas 3 and 4.

Within a minute of the portcullis dropping, Tsuruchi Shin and Miya Hanzu will come into the outer room (through the same area 6 door that the PCs used) and immediately attack.  See “Part Five: Fighting Shin and Hanzu” for details.

The PCs can detect this trap in a number of ways:

· If the PCs are checking the floors, they can roll Perception/Investigation (Notice) at TN 30 to notice marks on the floor where the portcullis strikes.

· If the PCs are checking the ceilings, they can roll Perception/Investigation (Notice) at TN 15 to notice the slot in the ceiling above the hallway entrance, where the portcullis will descend.

· If the PCs examine the doors before opening them, they can roll Perception/Engineering at TN 35 or Perception/Traps at TN 25 to realize the doors are false.    

If the PCs do not set off the trap, Shin and Hanzu will not attack, and the PCs can try to find their way back to the correct path.  

The wooden wheel on the south wall will not have any effect unless the PCs have triggered the portcullis trap and thereby re-sealed rooms 3 and 4.  The wheel has a chock which can be used to lock it in place and prevent it from rotating.  It can be turned to re-open the slabs and allow departure from the tunnels (this is how Hanzu and Shin will leave if they defeat the PCs).  

If the PCs are trapped, they will have to find a way of lifting or bypassing the portcullis.  Magic can accomplish this in a variety of ways, similar to those possible with the stone slab doors in areas 3 and 4.  Lifting the portcullis by brute force requires a Strength/Athletics roll at TN 40.  Two PCs can work on the door at a time, either separately, together, or one assisting the other.  The portcullis is made of solid iron and cannot be physically destroyed by any means the PCs might have, although certain spells (such as Shatter) might be effective.  

Area 8: Trapped Stairs.  This staircase descends about twenty feet deeper underground.  There is a wooden door at the bottom of the stairs, similar to the doors in area 6.  However, this is a false door that will trigger a deadly trap.  If this door is slid open, it will release a catch that causes the ceiling to collapse, burying everyone on the bottom half of the stairs under a barrage of heavy stones.  All PCs caught in the trap will take 7k4 damage.

· Anyone who carefully examines the door before opening it can roll Perception/Engineering at TN 35 or Perception/Traps at TN 25 to recognize that the door is probably trapped to activate something when it opens.   

There is no way to deactivate the trap, and the only safe way to discharge the trap is to somehow open the door while halfway up the stairs, or while magically protected from the falling stones.  Beyond the door is solid stone – this entire corridor is a dead-end.  Also, triggering this trap will re-seal the doors in area 3, making it difficult for the PCs to get back out.

Area 9: True Inner Chamber/Portcullis Trap.  Like area 7, this area consists of an outer room accessed via a trapped door (area 6), and an inner hallway, lined with statues of Fortunes, leading to a double-door painted with the Sapphire mon.  There is a wooden wheel on the northern wall.  However, this room is real, not merely a trap, and the double-doors are sealed with a heavy lock.  

There is a portcullis in this room as well, but it is controlled by the wooden wheel in the northern wall.  When the PCs arrive, the portcullis is up, and the wheel is chocked in place to keep it from falling.  The PCs can detect the portcullis with the same rolls as those used in area 7.  

The lock on the double-doors can be picked with a suitable tool and a roll of Intelligence/Locksmith at TN 30.  Alternatively, the PCs can hammer down the doors with five rounds of effort with a heavy weapon (ono, tetsubo, or dai tsuchi), or destroy them with a suitable spell such as Shatter or a powerful Fire spell.  

If the PCs did not encounter Shin and Hanzu in area 7, the two agents of the Imperial Herald will arrive in this room about a minute after the PCs do (most likely while the PCs are figuring out a way to get past the doors) and will immediately attack.  If some or all of the PCs are in the hallway, Hanzu’s first action will be to remove the chock from the wheel, allowing the portcullis to fall and trap some (or perhaps all) of the PCs in the hall.  Lifting or bypassing the portcullis will face the same difficulties as in area 7, although if a PC is in the outer room and has access to the wheel, s/he can raise the portcullis in four rounds (two rounds to get it high enough for a PC to squeeze under).  

See “Part Give: Fighting Shin and Hanzu” for more details of the combat, should it occur.

Area 10: The Shrine to Eternal Peace.  Beyond the locked double doors is a large square chamber whose walls are covered with silk shoji screens painted with the pale blue Sapphire mon of the Imperial Herald. In the center of the chamber is a low stone dais.  Atop the dais is a small golden statue to the Fortune of Peace and, at the statue’s feet, an iron-banded wooden box with a locked hasp.  Any PC who listens to the box can roll Raw Perception at TN 15 to hear the low, steady thud of heartbeats.       

The lock on the box is trapped with a poison needle.  It can be opened with a roll of Intelligence/Locksmith at TN 25, but a failed roll will trigger the trap.  Alternatively, the box can simply smashed open with a blow from a heavy weapon (or by throwing it on the floor a few times), which will evade the trap.  

· If the trap is triggered, the targeted PC must roll Raw Reflexes at TN 25 to avoid the needle that springs out.  Otherwise the PC takes a dose of poison and suffers 6k6 Wounds.

Inside the box, nestled in a swaddling embrace of pale blue silk, are three hearts.  See “Conclusions” for details on these hearts and what the PCs may decide to do with them.   

Part Five: Fighting Shin and Hanzu 

Once the fight begins, the PCs will be facing two deadly opponents.  The tactics used by Shin and Hanzu will vary based on the situation.  Typically, at least some of the PCs will be trapped behind the portcullis, and the villains’ preferred tactics will be for Shin to shoot at PCs behind the portcullis while Hanzu deals with those in front of it.  However, they are both intelligent men and after the first round of combat they will adjust their actions and targeting based on what seems best.   

It is quite likely that the PCs are missing many of their normal weapons and equipment, due to the restrictions of the Shrine of Peace.  (However, shugenja should have their full selection of spell-scrolls.)  This will force the PCs to be creative in their approach to this battle, and to call upon skills they may have slighted before now.  

PCs who are trapped behind the portcullis will find it very difficult to get at their foes, unless they are willing to expose themselves to attack in order to try to raise the portcullis.  On the other hand, they can easily take shelter to the left or right of the portcullis, out of sight from the villains in the main room.  If all of the PCs hide in this way, Shin and Hanzu will mock their cowardice, and Hanzu will explain that he is perfectly willing to wait out here until the PCs starve to death. 

Hanzu’s Capabilities and Tactics

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

Hanzu bleeds when injured, but does so sluggishly, and does not feel pain as severely as mortals – hence, his Down Wound Rank is considered a second +20 Wound Rank instead.  

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

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

Since Hanzu can shrug off spells, he will tend to ignore shugenja and target other PCs, leaving Shin to handle the spellcasters.

If the PCs break into the inner chamber and get Hanzu’s heart, he will go into a frenzy of rage, and immediately raise the portcullis in order to attack the PCs before they can destroy the heart (and him).  He will scream at the PCs that they cannot be allowed to harm “Shikan-sama,” whose dream will not be stopped by “the likes of you lowly, trivial ji-samurai.”  This will allow clever PCs to break an impasse if they are all trapped behind the portcullis.   

Shin’s Capabilities and Tactics

Tsuruchi Shin is a ruthless and amoral mercenary, and is here because Miya Shikan has paid him to be here.  Although he has forsaken Honor and barely remembers the Wasp Code, he knows better than to betray Shikan, and any PC attempts to bribe him or otherwise talk him out of fighting will be unsuccessful.  

Shin will try to kill the PCs quickly and efficiently, calling either one or two Raises for damage on each attack he makes (as seems optimal), and taking Raises for a “double shot” against PCs who look tough or who are seriously threatening him.  As mentioned above, he will preferentially target PCs behind the portcullis (since Hanzu cannot reach them) and/or spellcaster PCs. 

The PCs’ most effective tactic against Shin is to disarm him, since he is essentially a one-trick pony and is somewhat helpless without his bow.  If a PC makes a melee Disarm maneuver against him, he will have to resist with his Jiujutsu skill (skill at shooting arrows does not translate into skill at holding onto your bow when someone is trying to knock it out of your hands).  Clever PCs can also try to cut/break his bowstring with a Called Shot maneuver (four Raises).  Fire spells which target Shin have a 50% chance of destroying his bowstring, and Fire spells which specifically target the bow instead of Shin will automatically destroy it.  

If Shin loses his bow and cannot recover it (or get a replacement from a downed PC), or if Hanzu goes down and the PCs still pose a serious threat, the Tsuruchi mercenary is likely to consider the better part of valor and retreat.  Barring such results, he will fight to the end.  If the PCs take him prisoner, he is defiant and refuses to talk or confess – however, searching him will discover a large sack of koku (18 koku) in Imperial mint.    

Kaiu Sumata’s Actions

Kaiu Sumata will show his true Crab nature in this fight – he will fearlessly confront Hanzu and Shin, using his Jiujutsu skills to the best of his ability.  He actually has a solid grasp if tactics and will try to fight optimally, even shouting advice to the PCs if they seem to be at a loss.  If necessary, he will sacrifice himself to help the PCs prevail.  

Conclusion

The three hearts inside the box are not identical.  Two of them are pinkish-red and warm to the touch, as though alive, while the third is a reddish-gray color, seemingly dead, and cold to the touch.  All three hearts beat with a slow, steady measure, and refuse to putrefy.  The hearts are not Tainted – the magic of khadi, while certainly vile, does not call upon the power of Jigoku.    

The two normal-looking hearts are from Miya Hanzu and Miya Reisei (another close associate of Miya Shikan, previously encountered in the adventures “Touch of Obsidian” and “Summoned to Justice”).  They can be destroyed easily enough simply by stabbing, smashing, burning, or otherwise assailing them.  If Hanzu is still functional/conscious, he will plead attack the PCs in a frenzy (as outlined in the previous section) until they destroy the heart, at which point he utters a terrible shriek and falls to the ground, instantly dead.  If he is unconscious/regenerating when the heart is destroyed, his body immediately ceases repairing itself and dies.

The gray, unnatural-looking heart belongs to Miya Shikan, the Imperial Herald, and it is bound with numerous protective rituals which he has learned from the khadi of the Burning Sands.  It normally cannot be physically destroyed without the secret rituals known to the order of Doomseekers.  A physical attack, even one carried out with a spell or a jade or crystal weapon, will do no perceptible damage to the heart.  However, there is one exception: an obsidian weapon will damage the heart, cutting permanent wounds into its unnaturally-preserved flesh.  Repeatedly cutting the heart with an obsidian weapon will destroy it.

If any of the PCs have learned the Doomseeker Ritual from previous adventures (“Journey to the Burning Sands” and “Summoned to Justice”), reciting this ritual will cause Shikan’s heart to lose its sinister pallor and appear reddish and fleshly once more.  At that point it can be destroyed with any physical attack.

If the PCs have neither the Doomseeker Ritual nor an obsidian weapon, Kaiu Sumata will suggest taking the heart to the Jade Magistrates for their help.  This will be a successful option, since the Jade Magistrates will summon Asako Heishi (the Jade Champion) and he will destroy the heart with powerful magic.

What Do We Do With Undead Hearts?

Once the PCs have the three hidden hearts, they must decide what to do with them.  Kaiu Sumata, assuming he is still alive, will demand that the hearts be immediately destroyed by the most efficient means possible – he is a Crab, after all.  He will brook no argument and is fully prepared to die in order to see the hearts destroyed.  

If the PCs are willing to kill Sumata (or he died fighting Shin and Hanzu), they can potentially keep one or more of these hearts.  This should entail significant Honor loss and Infamy gain.  If the PCs are doing so for the purpose of trying to control Shikan and his minions (which they can do by using the hearts as blackmail), they should lose very considerable additional amounts of Honor (at least two Ranks), since they are using blasphemous magic in order to perform blackmail.  

· Clever PCs may wish to hold onto the hearts for the specific purpose of trying to expose Miya Shikan’s true nature, e.g. revealing and destroying the Herald’s heart in public view.  This is a very dangerous game to play, and Kaiu Sumata will argue against it strongly, given the chance.  He will point out that Shikan is a tremendously powerful and prestigious man, and it will be very difficult for the PCs to arrange a public confrontation.  Further, by revealing the hearts the PCs will be putting themselves in the position of being accused of blasphemy.  

· Realistically, a PC effort to directly confront Miya Shikan is beyond the scope of this adventure, and most likely beyond the capabilities of any PC or group of PCs.  No PCs have the political influence to force a confrontation which the Imperial Herald does not desire, and he will do his best to have the PCs destroyed as soon as he realizes they have his heart.  Wise PCs will destroy the heart as quickly as they can, as Kaiu Sumata urges.  

Consequences 

Assuming the PCs do, indeed, destroy the Hidden Heart of Miya Shikan, they will soon hear about the Imperial Herald’s sudden and mysterious death while attending the Emperor’s court.  No cause of death is ever determined, and his body is cremated in a formal state funeral, with the Emperor himself and many Clan dignitaries in attendance.  (Conspicuous by their absence are the leaders of the Crab, Unicorn, and Lion Clans.)   

If Kaiu Sumata survived the adventure, he will immediately head south to join his Clan in its struggle to survive.  He will promise to never forget the PCs and says he will answer their call any time they need him.  Any PCs who do not have him as an Ally will gain him as one now, and his Devotion to all Allies is now 4.  

The PCs have done a great service to the Empire, but have unfortunately done it in secret, without public recognition.  Thus, there is no Glory gain or other material reward for their success – they must content themselves with the knowledge that they have ended a great evil within the Empire.    

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 destroy the hidden hearts:

+2 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

No intrinsic Glory is awarded for this adventure (since the PCs are acting covertly), so unless the PCs earn Glory in some other manner, they will suffer the standard inactivity penalty.

PCs of Honor 3.9 or less who successfully destroy the hidden hearts gain +1 point of Honor (+2 points if they are Honor Rank 0).  

If the PCs succeeded and Kaiu Sumata survived, all PCs gain him as an Ally with 4-point Devotion.  

Appendix: NPCs 

Kaiu Sumata, Nerdy but Heroic Treasure Hunter

	FIRE 4
	  AIR 2

	
	Reflexes 3

	EARTH 4
	WATER 3 

	
	Strength 4

	VOID 4


TN to be Hit: 25 (35 in heavy armor)


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


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


Rank Two: Sieges engines gain 25% range.    


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

Honor/Status/Glory: 2.8/1.0/4.5

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

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

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

Tiger Bushi Guards

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 19


School/Rank: Tiger Bushi 2


Rank One: The Tiger's Tread. When operating in an urban environment (including a ruin or other ancient relic of such an environment), they may add their Stealth skill rank to their TN to be Hit, and gain a Free Raise on all Opposed Stealth rolls. In addition, at all times (regardless of environment), they may add their Stealth skill to the total of their initiative roll. 


Rank Two: The Tiger's Pounce. If the Tiger bushi attacks by surprise, he gains a number of Free Raises equal to his School Rank, which may be used for damage or for making his opponent easier to hit. If he is not striking by surprise, but has higher initiative than his foe, he gains half as many Free Raises (rounded down).


Honor/Status/Glory: 3.2/1.0/1.5

Skills: Athletics 3, Battle 1, Calligraphy 3, Commerce 3, Courtier 3, Craft (Farming) 3, Deceit (Seduction) 3, Defense 4, Etiquette 3, Hunting 3, Investigation 3, Kenjutsu 4, Lore: History 2, Lore: Heraldry 3, Polearms 4, Spears 2, Stealth 3, Storytelling 4, Theology 4.
Mastery Abilities: May declare Full Defense when Initiative is rolled.  Adds 5 to total of Contested Social Rolls.

Advantages/Disadvantages: None.
Equipment: Kimono, daisho set, sasumata, bo staff, traveling pack, 1 koku.
Miya Hanzu (sometimes ”Kageko”), Agent of the Imperial Herald

	FIRE 4
	  AIR 5

	Agility 5


	Reflexes 6

	EARTH 4
	WATER 3 

	Willpower 5
	Perception 5

	VOID 4


TN to be Hit: 51


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


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


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


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


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


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


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


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

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

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

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

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

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

Tsuruchi Shin, Ruthless Bounty Hunter

	FIRE 2
	  AIR 5

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 4


TN to be Hit: 41


School/Rank: Tsuruchi Bounty Hunter 4 



Tsuruchi Rank One: At start of combat, may gain his School Rank in kept dice to Initiative.  If he does not take this bonus, he instead gains Free Raises equal to School Rank which may only be used for the Extra Attack maneuver with a bow.  Adds Air Ring to TN to be Hit (double against ranged attacks).  



Tsuruchi Rank Two: Makes an additional attack per round with a bow.  When making the Extra Attack maneuver, may split it between opponents, rolling against the higher TN.



Tsuruchi Rank Three: May spend a Void to cancel the Initiative penalty from being surprised. All Maneuvers performed with a bow require one less Raise (to a minimum of one Raise).  Now add Air x2 to TN to be Hit against all opponents



Tsuruchi Rank Four: You may make one attack per round that ignores all penalties for Wounds, bad terrain, etc. This does not ignore armor, Techniques, Defense skill, or other continuous effects.

Honor/Glory/Status/Infamy: 0.0/8.0/4.5/3.6

Skills: Athletics 3, Deceit 2, Defense 3, Games: Go 1, Hunting 2, Investigation 4, Kyujutsu (Tsuruchi Longbow) 9, Meditation 2, Perform: Flute 1, Stealth 3, Theology 1, Underworld 4
Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.  Subtracts Kyujutsu skill rank from Wound penalties.  

Advantages/Disadvantages: Allies (numerous, including Miya Shikan), Crab Hands, Social Position (Emerald Magistrate)/Dark Secret (assassin for Miya Shikan), Greedy, Lechery (2) 

Equipment: Clothing, tsuruchi longbow, 20 assorted arrows, Emerald Magistrate’s badge, traveling pack, 18 koku.

Map: The Shrine of Peace
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Player Handout #1: Note from Kaiu Shigemori

I write this for those who may need it in the future.  If my suspicions are wrong, my soul shall surely pay the price in bad kharma, but I am a Crab and I cannot forsake my duty.  

On the last day, I made a personal inspection of the tunnels, to make sure all the traps and designs were as I had built them.  By habit I walked alone, in the dark, finding my way by feel, for the stone speaks to my hands more than it ever can to my eyes.  While I was there, I heard the traps being de-activated, and saw candlelight in the distance, as someone entered the tunnels.  I saw him in the distance, an unmistakable shaven head, the Imperial Herald.  He carried a box in one hand, a lantern in the other.  Some time later, he returned, re-activating the traps behind him.  He no longer had the box.  

I knew that place as well as any man, and I went to that box, where it waited in the innermost chamber.  It was locked, but when I set my ear to its side, I heard the heavy thunder of a heartbeat.  

Was it my own heartbeat, my pulse echoing in my ears?  I cannot swear with certainty that it was not.  But I must write this, nevertheless.  You who read this, you will know if I heard what I thought I heard.

Walk in the path of dawn

The children of the Divine 

Born of Imperial consummation 

Chronicled in sacred records

Hidden Heart
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