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A wise monk believes he has found a way to restore the purity of the Golden Sun Plain.  Will you be able to help him succeed, or will his quest end in disaster and chaos?

Story Arc Summary and Background

The War Against the Shadow is ancient history to most of Rokugan, as is the Second Day of Thunder. The majority of the events that took place there are common knowledge for those who study Rokugan’s history. What is less well-known is that the battles fought there so warped the fabric of the Celestial Order that entirely new realms of order came into being.  One of these was the Realm of Thwarted Destiny, a place where heroes who died before their destiny could be fulfilled awaited the chance to live out the end that karma had originally intended for them. Over time, this realm changed and became the Realm of Lost Heroes.  The inhabitants still waited for karmic completion, but only the noblest of heroes were allowed to stay.

When Emma-O, the Fortune of Death, reasserted his position as the judge of the dead, one soul that had been drawn into the realm of Thwarted Destiny particularly caught his attention.  Bayushi Nishari was a samurai who had strived to live nobly, but who had allowed her understanding of Bushido to become so twisted by her sins that she wound up a traitor to the very Celestial Order she had pledged to protect.  Nishari was never evil, just deeply flawed.  When Emma-O sought to draw her back into Meido to be judged, Nishari resisted – and found help from an unlikely source: Jizo, the Fortune of Mercy.  Jizo argued to Emma-O that Nishari could be redeemed, and that she indeed deserved a place in the Realm of Lost Heroes.  Emma-O was not convinced, but he was reluctant to directly oppose a fellow Fortune. He decided to set Nishari the task of teaching samurai living in the Empire today the Code of Bushido.  If she could show that she truly understood Bushido by teaching others to follow it properly, she might be worthy of redemption.  

Nishari knew failure was not an option if her soul was to be purified, so she set out to fulfill her task. The adventures in this story arc will present samurai from across the Empire with challenges based on the code of Bushido, and offer them the chance both to learn its meaning and, by doing so, to help redeem Nishari’s soul. 


This adventure, like all the ones in the Code of Bushido series, is intended to focus on and teach a particular facet of Bushido (in this case, Compassion).  It is important to realize that PCs should be rewarded for adhering to this virtue as it would be understood by Rokugani, not as it is usually understood in the modern West.  It is intended that this entire series offer the players opportunities to see the important differences in mindset between an Asiatic culture like Rokugan and our own modern ideals, especially to realize that what would be considered tragedy in the West is not always so in the East.

Adjusting for Party Strength

This is a Low/Mid-Rank adventure, and thus can involve parties of varying capabilities.  The encounters have been optimized for a party of average Rank 2.  

Although most of the challenges here are role-play oriented and thus not terribly dependent on party strength, a few changes can be made to adjust the adventure difficulty for high-end parties, as follows:

Low End Party (average party Insight Rank is closer to 1 than to 2):

· Reduce the TNs for Skill and Trait rolls by 5.

· The numbers of the Sons of Destiny are 4 heimin, 2 ronin, and 2 Phoenix samurai.  

High End Party (half or more of the characters are Rank Three):

· The GM may, discretionally, raise the TNs of Skill and Trait rolls by 5.

· The numbers of the Sons of Destiny are 5 heimin, 4 ronin, and 3 Phoenix samurai.  

Specific Adventure Summary and Background

The Obsidian Dragon, the Master of the Three Sins, has decided the time is right for it to once more directly spread its foul philosophy in Rokugan.  No more will it observe passively from the Celestial Heavens.  In this time of spreading vice and faltering belief, of ferocious ambition and endless corruption, the Three Sins have the potential to overturn Bushido entirely and transform Rokugan in their image, a prospect the sinister Dragon finds quite delightful.  

Recently, the Obsidian Dragon has sensed the presence of a Tamashii, one of those rare mortals whose souls make them capable of housing a divine being. The Obsidian Dragon plans to use this boy, Koe, as its new oracle, allowing it to directly spread its poisonous evil across the Empire.  It has put its plot into motion by deceiving an Abbot in the Brotherhood of Shinsei into performing a ritual that will supposedly return the blasted lands around Otosan Uchi to their original state.  In reality, the ritual will open a portal to the Celestial Heavens, allowing the Obsidian Dragon to possess Koe and create a new and powerful avatar in the land of Rokugan.  

Bayushi Nishari gave in during her lifetime to each of the Three Sins, most especially the Sin of Desire.  She is aware of the machinations of the Obsidian Dragon, and recognizes that this may offer her an opportunity both to fulfill her mission and to prevent others from succumbing to the sins that consumed her.  

The PCs are drawn into this unfolding plot through a seemingly tangent course.  They are among the samurai assigned to escort the abbot, Kesu, to the Plains of Otosan Uchi to perform his ritual.  Ultimately, they will have to enact the virtue of Compassion over anything else in order to save Rokugan.

The Sub-Plot: The Obsidian Dragon is not the only threat which the PCs will face during this adventure.  They will also run afoul of a small, obscure cult, the Sons of Destiny.  This group, descended from an old False Path in the Phoenix Clan’s order of Henshin mystics, believes that all mortals can attain godhood and that the Fortunes are merely previous mortals who did the same, making them unworthy of worship.  The cult leaders have been seeking a Tamashii for their own sinister purposes, and intend to kidnap young Koe during his journey. 

Introduction: Setting the Stage

This adventure begins in the late spring of 1501 IC, at the end of the month of the Dragon (May to gaijin).  The PCs have received word from their daimyos that a senior monk in the Brotherhood of Shinsei claims to have discovered a ritual that can restore harmony and fertility to the wasted lands of Otosan Uchi and the plains to its north, all of which were Tainted and then cleansed centuries ago.  Their daimyos have sent them to meet with this monk and see if he can actually do what he claims.  None of the representatives sent to this mission are truly high-ranking or prominent – the Abbot’s claim has met with considerable skepticism – but all the Clans felt the need to send some sort of representative, in order to win their Clan a small share of the glory if the Abbot actually succeeds in doing what he claims.  

Ronin PCs have been hired by the Crab Clan to serve as escorts for the Crab courtier Yasuki Ibiki, and will be paid 2 koku if Ibiki completes the adventure safely.  
If any of the PCs are unaware of the situation in Otosan Uchi, they can recall it with a roll of Intelligence/Lore: History at TN 15: The former Imperial capital, as well as the nearby plains, were irretrievably corrupted by the actions of the Dark Lord Daigotsu and his successors.  After many generations, the Kuni shugenja were finally brought in to cleanse the land of its Taint, but only at the cost of purging it of all natural spirits, and thus of all life.  Now, both Otosan Uchi and the nearby plains are bleak wastelands, small cousins to the greater wastes that are home to the Kuni and Hiruma families.  Only the courageous Tiger Clan dwells in Otosan Uchi now, and the city’s once-mighty port is thought fit only for trading with barbaric gaijin from across the sea.  


If the PCs want more information about this monk and his claims, they can roll Intelligence/Theology at TN 15.  With a success, they have heard a few rumors that the Abbot of Skipping Rock Lake Monastery has recently been claiming to have received a series of celestial visions or prophecies on how to restore Otosan Uchi.  He has been sending word to all of the Clans about his supposed vision.  The general reaction to his claims has been one of doubt and skepticism, especially since he has not been previously known for any special gifts on this magnitude.

Arrival at Skipping Rock Lake

The midday sunlight beams down on you as you reach your destination: a small village in the foothills of the Dragon Mountains.  Your journey was uneventful, and as you approach the low plateau above Skipping Rock Lake you can see both a modest village and, nearby, the pagoda roof of a monastery.  Beyond the plateau, the Dragon mountains climb steeply into the sky, a forbidding obstacle.  

A single large building, probably an Inn, is visible near the center of the town, and several samurai can be seen milling about near it.  The village seems to be a bit of a fervor as well, with men and women hurrying about while children gawk and loiter.

Guests have been arriving for several days from throughout the Empire – the PCs are actually among the last to arrive – and the tiny town is somewhat overwhelmed.  The villagers are frantically clearing out some of their houses to make room for all the guests.   

Aside from the PCs, almost all of the samurai listed in Appendix #2 have already arrived in the town, and most of them are waiting somewhat impatiently to be given rooms.  The only guest who arrives after the PCs is the Imperial herald, Miya Senko, who comes in that evening.  

The PCs will be free to role-play and interact with the other samurai who are present.  The GM should review their descriptions in Appendix #2 in order to depict them accurately.  The PCs will notice that most of these guests seem to be somewhat low-ranking or unimpressive individuals – the Clans do not seem to place too much faith in the claims of this obscure abbot.

The PCs can also try to visit the monastery – if they do so, the monks will politely explain that the abbot is currently in meditation.  They invite the PCs and other samurai to return that evening and share dinner with the abbot.

If no-one tries to go to the monastery, after an hour or so a young acolyte (a boy of about twelve) will come into the village and invite all of the samurai to share dinner with the abbot that evening.  

The Miya herald, Miya Senko, arrives in the village that evening, just before dark, as the PCs are heading to the monastery for dinner.  He will be the last samurai to arrive. 

The Village of Skipping Rock Lake

The village is a very small community which exists primarily to serve the needs of the monastery.  Although it officially lies within Dragon lands, the Dragon Clan does not maintain any garrison here – the monks are responsible for protecting the village.  

About twenty peasant families live here, plus a single eta family which lives at the foot of the plateau, separated from everyone else.  Aside from the peasant huts, the village’s only notable structures are a granary, a carpenter’s shop, a blacksmithy, a single merchant’s store, and the unnamed Inn.  The Inn is a modest place with only five rooms.  

If the PCs ask about the name of Skipping Rock Lake, the peasants can tell them the local folktale: Supposedly, a passing monk was seeking a place to build a shrine to the spirits.  In a moment of idleness he tossed a rock onto the lake, and to his shock the stone skipped all the way across the lake.  This startling event prompted the monk to immediately decide that this was the place for him to build his shrine.

· If a PC decides to replicate this feat, they will find that rocks do seem to skip unusually well on the surface of the lake.  A shugenja who Communes with the water of the lake can learn that it is home to an unusually strong and playful Water spirit which has dwelt here for many centuries.

Housing

The Miya, the samurai-ko Doji Yuki, and the higher-ranking PC’s (those with Status of 3.0 or more) will be offered rooms at the Inn.  Everyone else will be given space in the peasant huts, which are plain and rough but reasonably clean and sanitary (due to the monks’ influence). Ronin PCs will not be offered space to sleep, although bribery (at least a bu) or intimidation can get them a hastily cleaned-out hut. 


Rumors and Gossip

The PCs may decide to share conversation and news with the other samurai who are present.  If so, they can pick up the following information:

· The general consensus among the samurai visiting here is that this is a minor, unimportant mission.  None of them really believe that a lone monk has suddenly discovered the secret to restoring the spirits to the blighted lands around Otosan Uchi.  Yasuki Ibiki finds the idea downright insulting: “The Kuni have researched this matter for a thousand years.  Are we to believe that this holy man has been gifted with the secret they have been unable to find?”  

· The more elegant courtiers, such as Doji Yuki and Toku Irui, clearly feel that it is an imposition for them to be sent on a mission to such a remote and uncivilized corner of the Empire, and express horror at visiting the gray, lifeless lands around  Otosan Uchi.  “The sooner this nonsense is over and we can return to the courts, the better.”

· Many of the courtiers are gossiping about the Emperor’s announced plan to build a new road across the northern Empire.  Although this will surely bring fresh commerce and prosperity, some of the courtiers – notably Kitsu Hakucho and Kitsune Omosa – seem disturbed by the road, suggesting that it shows how commerce has become far too important in the affairs of Rokugan.

· The proximity of the Dragon lands also leads to some gossip about the recent marriage of the Crane Clan Champion, Doji Sarutomo, to a Kitsuki maiden.  This is the third time he has wed, both of his previous wives having died in childbirth, and the courtiers wonder if his third bride will enjoy any better fortune. 

Part One: Announcing the Players

Eventually, both the PCs and the NPC samurai should proceed to the monastery for dinner: 

You follow a well-kept path of smooth stones to the higher end of the plateau, where the Monastery of Skipping Rock Lake awaits.  The path passes beneath a series of seven torii arches before entering the monastery grounds.  You can see the meticulous care given to everything here.  Each plant is groomed to perfection, each stone is placed in a harmonious way and the sand alongside the path is beautifully raked into aesthetically pleasing patterns. 

The monastery is a simple complex, comprising merely five buildings.  Directly before you is a large two-story main hall and an equally large but single-story dormitory.  Farther back, built against the side of the mountains, is what appears to be a bath-house, a storage warehouse, and of course the beautiful three-story pagoda of the shrine itself.  

As you approach the doors to the monastery’s main building, a middle-aged monk steps out to greet you. His skin is tanned a dark brown, an interesting contrast to the deep saffron-yellow of his robes.  He bows low to you “Greetings, honored guests of the Abbot!  May Shinsei’s wisdom shine upon you.” 

This monk does not give his name – if asked, he refuses, saying only, “I have a name no longer, for I am only a wanderer in this world.”  If a PC wants to press him on this matter, a roll of Awareness/Etiquette at TN 15 realizes that this would be a modest breach of etiquette, costing the PC a point of Glory for rudeness. 

· Paranoid PCs may worry about this nameless monk.  If they ask another monk or the Abbot about him, they are told, “we who seek enlightenment have left our former lives behind, and for some that includes our names.” 

After greeting the PCs, the nameless monk will lead them inside to the monastery’s dining hall, a large simple room with a polished wooden floor.  It is used as a sparring/exercise dojo during the day, then cleaned and prepared for meals at night.


The monk explains that the abbot is currently in the shrine, finishing his daily prayers.  The PCs are welcome to join him if they wish, or to use the bath-house if they have not yet bathed for dinner.  

Visiting the Shrine

As you enter the shrine, the interior lit dimly by many small candles, you can see that it has been built around a naturally occurring grotto in the rock of the mountains.  The stone walls of the grotto have been carved with a huge bas-relief of the Celestial Heavens, Tengoku, with the Fortunes, Celestial Dragons, and the founding Kami arranged in a mandala-pattern around a central carving of a crow, symbol of Shinsei himself. Scented candles lend a pleasant odor to the shrine.  

If the PCs come here before dinner, they will encounter the abbot and the boy Koe in their prayers:

There is an aged, shaven-headed monk kneeling before the carving, and you can hear the faint click of beads as he recites his prayers beneath his breath. Beside him is a boy of about twelve years, also dressed in monk’s robes, sitting very still.

PCs who have played the adventure “Scholarship” can recognize the boy as Koe, who interpreted for his silent uncle Shiko during that adventure.   

A PC who rolls Intelligence/Theology at TN 15 can determine from the shrine that this is a monastery dedicated to the Thousand Gods branch of the Brotherhood of Shinsei (which focuses on venerating the Fortunes and Kami).  The shrine is a place of peace and spiritual serenity – any PC who meditates here will gain a Free Raise on their Meditation roll.  

The PCs can speak with the Abbot and Koe after they complete their prayers, or they can wait and speak to them when they return to the main hall for dinner.

Dinner with the Monks

The evening meal is an austere affair, with mineral water (from the same mountain spring which feeds the bath-house), tea, rice, and pickled vegetables the only offerings.  (The more courtly NPCs, such as Doji Yuki, Yasuki Ibiki, and Toku Irui, will clearly be a bit unhappy at this plain fair, but still eat it in order to avoid a breach of etiquette.)  The monks slide open the wooden walls of the chamber to allow the evening air inside, and the PCs eat to the sounds of crickets.  Compared to the lavish dinners most PCs have experienced, this will seem almost eerie in its simplicity. The monks make no conversation, since they view meals as a chance to attune the body and mind to the Celestial Order. Any attempts to speak with the monks will be met with a polite, “Please samurai, let us all attend to our bodies and souls.” 

While at the dinner, the PCs will be able to see how many total monks there are at the monastery.  Aside from the Abbot and Koe, there are about three dozen monks.  The majority of them are quite elderly (retired samurai or long-service monks), but there are also eight younger monks in their twenties and thirties, and four apprentice children (other than Koe).  All of them are fit and in good health, and about four-fifths of them are male.  

The meal ends as simply as it began, with the monks rising, each taking their own dish and a few of the guests’ and heading to the kitchen.  As soon as the meal is concluded, the Abbot rises and announces: “I go to watch the stars, to try and read the omens for our journey tomorrow.”  He bows to the samurai guests.  “Please, be at home here this evening, and pray for the Fortunes to favor us.” 

A few of the monks join the abbot, carrying scrolls of prayer, divining sticks, and other such items.  The other monks, including the boy Koe, hurry to finish cleaning and begin to pack food and make other preparations for tomorrow’s journey.  The PCs may choose to accompany the Abbot to his star-gazing, or remain here and speak with the monks.

Speaking with the Abbot 

Whenever the PCs first speak with Abbot Kesu, he will address them as follows:  “Greetings, honored visitors.  I welcome you to our humble monastery.  I am Abbot Kesu, and this,” he lays one hand on the shoulder of the boy beside him, “is my helper, Koe.”  The old man’s eyes, set in a deeply lined face, are kindly and gentle, yet somehow seem to look straight into your soul. 

Abbot Kesu is a man who is approaching the brink of Enlightenment, and possesses considerable spiritual gifts.  His only weakness is a deep and powerful desire to help others.  Unfortunately, for one so close to perfection, even an excess of kindliness can become a sin – Kesu’s wish to make the world a better place has provided the chink in his spiritual armor which the Obsidian Dragon is exploiting.  

This weakness will not be readily apparent, however.  Most PCs will be struck initially by the extremely powerful aura of purity and peace radiating from this truly holy man.  However, if any PC has the disadvantages Momoku or Forsaken, they feel uneasy and on edge around him. Furthermore, any PC that has any amount of Taint feels a skin-crawling sensation in his presence, growing more intense the more Taint they have. All PC’s bearing any Taint are at a +5 TN penalty to all actions if they are closer than 60 feet to the Abbot.  

Kesu is 75 years old, but remains spry and healthy despite his great age.  His skin is sun-darkened and and he walks fluidly, with the energy of a much younger man.  He wears only an old, tattered robe that might have once been dyed saffron, and carries a string of carved jade paryer-beads. 

Kesu will look into each PCs eyes as he speaks to them, a rather unsettling act, and the PC will feel as though he is quietly judging them (and, in the case of low-Honor or Tainted PCs, finding them wanting).  However, he says nothing except to greet each of them politely and thank them for coming.  “I am pleased that so many of the Empire have chosen to visit our humble monastery, and to accompany me on my trip to Otosan Uchi.  I hope you will find it an enlightening experience.”

If the PCs speak with him further, he can share the following information:

· He has been a monk his entire life, since earliest childhood, and has served as the abbot of this monastery for over twenty years.  

· He claims that he has received visions from the Celestial Heavens showing him the way to restore the kami to the lands of Otosan Uchi.  The abbot is absolutely sincere in his belief that his inspiration is of divine origin.  

· If any PC expresses doubts about the truth of the abbot’s revelations, he smiles gently.  “Dreams may lie, ghosts may lie – I have met both.  But the Heavens do not lie.”  He will invite the PCs to accompany him for his evening divination if they remain doubtful.  

· The abbot will not talk or boast about himself or his past accomplishments.  If the PCs seem curious as to why he has been chosen to receive this vision from the Heavens, he smiles in a self-deprecating manner.  “The ways of the Heavens are often inscrutable.  The Dragon of Fire once chose an eta girl to be his Oracle.  Who are we to question such things?” 

· If the PCs ask about Koe, the abbot describes him as a “pure and promising boy” who has the potential to be a truly enlightened servant of Shinsei.  “He will be assisting me with the ritual of restoration, along with several of our senior monks. Koe has learned the ritual as skillfully as they.”  If the PCs mention the boy’s uncle Shiko (from “Scholarship”), the abbot says that the old man died last winter.  “He has moved on to the next step of the Celestial Wheel.” 

Speaking with Koe

The boy, Koe, is normally very serious and solemn for a twelve year old, but has a sweet, slightly mischievous sense of humor that shows up occasionally (typically when someone behaves pompously or foolishly toward him).  He never becomes sad, upset, or angry, and initially rarely speaks unless spoken to.  He will generally ignore PCs with an Honor below 3.0 (or who have Taint), although he will respond to them if they address him. 

PCs who remember Koe from “Scholarship” will probably ask about his uncle, Shiko.  Koe remarks, quite unperturbed, that Shiko died last winter, and with his uncle gone, he was reassigned to the Monastery of Skipping Rock Lake.  He does not seem to show any grief over Shiko’s death, and if a PC asks about this, or expresses grief of their own, his response is calm and enlightened: “Regret is a sin, samurai-samas, so how can I regret my uncle’s death?  He has gone on to the judgment of Emma-O, to decide whether he must remain on the Celestial Wheel or ascend to Yomi.  This is proper and fitting, not something to grieve.”  

The PCs should get a general sense of both innocence and emerging enlightenment from Koe.  Any shugenja PC who cast Sense around him will notice the large number of Air spirits which cluster around him at all times.  If the shugenja Communes with these spirits, they say that the boy “feels right, feels strong” and they enjoy being around him.   

Aside from the PCs, the only person who will show interest in Koe is the older courtier Asako Wasureru, who speaks with him for a few minutes after dinner.  The conversation is fairly mundane, consisting mainly of Wasureru asking the boy about his master Kesu’s wisdom, trustworthiness, and enlightenment.  If any PC seems curious about this, he remarks that he thought the boy a better source than the older monks.  “The eyes of the innocent youth often see that which is hidden from adults.”

Speaking with the Monks

After the evening meal is over, the monks will become somewhat more talkative, and the PCs can converse with them freely.  Depending on what the PCs ask, they can pick up the following rumors and gossip:

· Many of the monks are concerned about the Abbot’s health and safety during his upcoming journey.  He is a holy man, but he is still mortal, and the journey will last many days.

· The monks have heard all manner of rumors about bandits and hideous creatures from beyond the Wall prowling near the ruins of Otosan Uchi and on the plains north of the city.  (PCs who have played “Unquiet Graves” may realize the source of some of these rumors.)  They will urge the PCs to watch over the Abbot closely.

· The monks can confirm that Abbot Kesu has had prophetic dreams and visions before this, although none on a matter of such great importance.  They all regard him as a very holy man, one who the Celestial Heavens would speak to often. 

· If anyone asks about the boy Koe, the monks say he is an orphan who joined the Brotherhood because his only living kinsman, an old man named Shiko, was already a monk.  Shiko died last winter and the boy was sent here to be cared for.  All the monks find him to be very enlightened for such a young boy, an foresee great things for him if he fulfills his promise.  

· If any PCs ask about the shrine itself, the monks explain that the Mandala carving there was made many centuries ago, shortly after the monastery was founded.  Legend holds that  the original Togashi, who ruled the Dragon for a thousand years, commissioned it as a reminder that Shinsei’s wisdom was at the center of humanity’s search for enlightenment.

· If any PC asks about the nameless monk at the gate, the others say that he was once a samurai, but did something which filled him with so much shame that he refused to take a new name when he joined the Brotherhood.   

Part Two: Seeing Stars

The Abbot and several monks will go out into the night to observe the stars and make divinations for the coming journey.  PC’s who choose to follow the abbot are led up a winding path cut into the side of the mountain.  

The monks walk along the path with only starlight to guide them – they know the route so well they do not need any other light.  Over the years they have learned the path well, and one monk remarks that “My feet know the way, so why blind them with light?”

The path passes around a corner and through a small screen of trees into a large clearing containing a giant stone pillar, easily fifty feet tall and thirty feet wide. Strange designs can still be faintly seen in the stone. Notches cut into the side of the stone provide a staircase, and the aged abbot climbs slowly up to get closer to the stars.  


The abbot and the monks lay flat on their backs on the smooth, weathered stone, which has clearly been used for this purpose for hundreds of years.  If any PCs ascend to join the monks, they are invited to lie down as well and watch the heavens.

None of the monks know anything about the stone pillar – they say it has always been here, and the steps were added by the founders of the monastery.  If any PCs examine the stone column, they can roll Perception/Investigation at TN 30 (TN 25 if they have a good light-source) to notice what appear to be ancient, faded images carved into the sides of the column.  A roll of Intelligence/Lore: History at TN 25 determines that these are not from any culture which Rokugani know about.  

Having a Vision

Any PC who spends time watching the stars with the monks can make a Void/Meditation roll at TN 20 to see the following vision: 

Time seems to speed up, the stars gliding across the sky in a stately dance, and then rearranging themselves before your eyes. 

What was once the familiar pattern of the Heavens has now become a blazing dance of light, shaped like a giant chrysanthemum.  

As suddenly as it began, the vision is gone, and the night sky returns to how you remember it.   One of the monks nudges you very lightly.  “Samurai-sama, the abbot has what he came for.  Let us return and rest for tomorrow’s journey.”
If PCs choose not to look at the stars, they are left idle for a Rogukani hour (two standard hours) until the Abbot has finished his observations of the skies.

Regardless, the Abbot is clearly delighted about what he has seen this night, although he remains serene and does not raise his voice.  “Friends, the heavens themselves are dancing with joy at the prospect of us restoring the land around the old capital to what it once.”  He will describe the chrysanthemum vision if none of the PCs witnessed it.  

Any PC that saw the vision can roll Intelligence/Divination at TN 20 to agree that the Abbot’s interpretation seems appropriate.  PCs who roll Intelligence/Spellcraft or Intelligence/Lore: Shugenja at TN 15 are confident that only a major being such as a Fortune or Dragon could have delivered such a vision.   

Dreams and Portents: Nishari Visits the PCs

After everyone retires for the night, the spirit of Bayushi Nishari will take action.  The Realm of Dreams (Yume-do) and the Realm of Lost Heroes intermingle often, and Nishari is able to use dreams to visit those in the mortal world.  She has tried repeatedly to warn the Abbot that he is being deceived – unfortunately, he is long accustomed to distracting dreams sent by ghosts and other hostile spirits, and dismisses Nishari as another of these.  

This night, Nishari will instead attempt to warn some of the PCs about the looming danger.  Which PCs she selects to visit will be dictated by several factors, outlined here.  

Nishari will absolutely not speak with PCs who have the disadvantages Forsaken or Momoku, nor will she speak with anyone who suffers from Shadow Corruption or Shadowlands Taint. 

Aside from this restriction, she will speak with any PCs who meet at least two of the following criteria:

· True Love or Lost Love disadvantage.

· Honor of 2.0 or higher. 

· Unicorn Clan or Scorpion Clan.

· Theology (or a suitable Lore, such as Lore: Shintao or Lore: Fortunes) skill of Rank 2 or higher.

· Ability to see spirits or discern their activity.

· Has role-played as humble or with a tendency to show compassion (considerate to peasants and other lower-caste persons, etc).

If none of the PCs meet these criteria, Nishari will simply visit all PCs with an Honor of 3.0 or better.

Your dreams are more vivid than usual tonight, perhaps due to the mountain air.  You find yourself walking through a meadow, thigh deep in prairie grasses.  There is a fresh breeze blowing and you can see beautiful horses, obviously the sort from Unicorn lands, grazing in small herds in the distance.  Nearby are tents, some kind of rude settlement, and you can see a few people in peasant garb wandering around.  

PCs who roll Intelligence/Theology at TN 25, or Intelligence/Lore: Spirit Realms at TN 20, realize they are in Yume-Do, the Realm of Dreams.

You hear the rumble of hoof beats and see a woman riding toward you.  Her image seems to shift and waver as you watch.  Sometimes she is old woman in a red-and-black kimono, wearing a black face mask; other times she is a young maiden with raven-dark hair, dressed in the fine purple silk of a Unicorn.  She pulls up and bows to you from horseback, a strangely natural movement for her. “Greetings, samurai.   May I have a word with you?”

PCs who refuse, or who deliberately attempts to wake up, can make a Void/Meditation at TN 20 to leave this dream and drift away into a normal sleep.  

If any PC tries to attack Nishari, they immediately wake, shaking and sweating as though coming out of a nightmare.  Their sleep is disturbed for the rest of the night and they are unable to recover Void or spell rings for their rest.  

If some of the PCs give her a hearing, she looks relieved and her horse vanishes, leaving her standing before the PCs with no visible transition.  She begins to explain herself.  As she speaks, the sun visibly moves across the sky overhead, and drifting clouds create an unsettling and continual shifting from light to shadow.  Nishari’s own physical appearance continues to fluctuate between an old, weary Scorpion woman and a young, innocent Unicorn maiden.

“I am glad to know that courtesy is still practiced in Rokugan.  My name is Nishari, and I am on a… a quest, of sorts.”  She pauses for a moment, as though readying herself for something, and then continues.  “In life, I tried to be an honorable samurai, but I failed, instead embracing the Three Sins. It is this failure that prevents me from riding with my ancestors in Yomi.  But I have been offered… a chance, to set right the harm I did so many years ago.  If I can save others from their sins, and show them the true path that I forsook, there may be hope for me.” 

Assuming the PCs remain interested, Nishari will explain that she has seen great evils gathering around the Abbot’s quest.  “You must beware of evil that can twist everything you believe into something it was never meant to be.   Bushido is your best armor against the lies of evil. Act as a samurai always, do not fail in your duty as I did, and you will rest easy with your ancestors.”   

The PCs will have some times to ask her questions.  She will answer them as best she can, within the limits outlined below.  The one thing she will not do is give her name, saying that she does not deserve to be known by a name she no longer deserves.  

· If the PCs ask about her past, or her shifting form, she speaks softly.  “In the dream-realm you are both what you are and what you want to be.  I was once Unicorn, and once Scorpion, and now I am neither.  Now I am only a soul searching for redemption.”

· If the PCs ask specifically about her sins or failures, she replies tonelessly.  “I failed to follow Bushido to its fullest, allowing myself to be convinced that my actions were honorable when they were actually selfish and sinful.  I believed that Compassion meant doing whatever I had to in order to keep the man I loved by my side.  I believed that because I loved him, it was worth any price to be with him, including allowing him to live when I knew he was corrupted by evil.  There are far worse things than an honorable death, but in my pride and folly I could not see that.  For this, I have been judged and condemned to eternally wander the spirit realms.  I can only pray that my actions here will begin my redemption.”

· If the PCs ask her about the dream-landscape around them, Nishari replies: “These are the fields where I grew up.  It is my first memory, and my brightest.  It is easiest to converse in such a place.”

· If the PCs ask for more details about the threat to the Abbot’s mission, she will say only that she cannot yet see clearly the evil which threatens him, but she suspects there may be a connection in some way with her own soul’s failures. Otherwise she would not be able to sense the threat at all.

· If the PCs ask about the Abbot, she replies that he is a truly holy man, but still a man.  “There are always shadows strong enough to cloud the sight of any man, no matter how pure his soul.”

· If the PCs ask why she has not warned the Abbot directly, Nishari replies truthfully: “I have tried, but he believed I was merely a confused ghost, and dismissed me.  I am not strong enough to withstand the will of such a pure soul.”  

· If any PC asks what she wants, she replies coldly that Desire is a sin.  “I want nothing.  I pray, however, that my soul may be washed clean of its stains so that I can join my ancestors in Yomi.”

· If any PC asks why she chose to speak to him/her, she smiles sadly.  “Because your soul and mine have similar qualities. Because I would see my harm undone, and you are capable of helping me do that.”

Once she has answered the PCs to the best of her ability, the dream begins to fade, the landscape growing vague and indistinct.  “I will come to you again, as I can. Sleep and remember, Samurai.”  Nishari raises one hand in a gesture of blessing before the dream ends completely.  

Any PCs that converse with Nishari awake fully rested and regain Void and spells normally. 

Part Three: On To the Stage

Early the next morning, after the monks perform their morning exercises and prayers, the Abbot and Koe will emerge from the monastery, ready to begin their journey.  They are accompanied by four other older monks, senior members of the monastery whom the Abbot has entrusted to help him with the ceremony.  The remaining monks line up outside the compound to make their goodbyes bows and offer prayers for his safe and successful journey.  

The PCs and the other samurai, led by Miya Senko, join the Abbot as he walks through the village and passes the Inn.  Many of the villagers also come out to bid the Abbot goodbye, lining the road and prostrating themselves.  

The journey to the plains north of Otosan Uchi is expected to take about a week, and the Abbot expresses the hope that if his first effort there is successful, he can immediately travel on to Otosan Uchi itself and perform the restoration ritual again there. 

The Nature of the Journey

Initially, the trip will be largely uneventful.  The Abbot maintains a good pace, despite his age, striding along steadily with the support of a stout walking stick.  The other four senior monks seem more frail, but are able to keep pace with the help of Koe, who offers support to any of them who are becoming tired or lagging behind.  

The real obstacle to travel are the peasants who swarm Abbot Kesu at every village, begging for blessings and bringing gifts of tea, rice, flowers, and minor trinkets for the holy man.  Clearly the Abbot’s name seems well-known to the common folk.  Kesu is delighted at every grubby peasant child that thrusts crushed wildflowers into his hands, and always makes the time to bless the peasants’ prayer beads, babies, and seed-bags as he goes along.   In the evenings, when the entourage stops at small villages to spend the night, the local headmen bring out their best food and offer performances of peasant dancing and music for their visitors.  There are also always a few shy peasant couples that ask for his blessing on their union.
· If any of the PCs object to the slow pace, the Abbot smiles gently.  “The care of the soul must take precedence over the care of the land, do not you agree?”  

· Several of the samurai NPCs will complain about the indignity of being forced to endure crowds of peasants, listen to their crude music, etc.  This will specifically include Asako Wasureru and Doji Yuki.

Relations with Koe

During this journey, the boy Koe should gradually “come out of his shell” and develop a hero-worshipping friendship with at least one of the PCs.  He will prefer a PC who seems kindly or generous, especially PCs with Soft-Hearted or who show a knack for storytelling.  (Note that he will still avoid PCs who have Momoku, Forsaken, or Taint.  He will also avoid PCs with less than 1.0 Honor.)  Any time he is not with the Abbot or helping the other monks, he will be near the chosen PCs, offering to clean armor, fetch water, and perform other menial tasks in exchange for stories of the PCs’ past exploits.  

· PCs who treat him harshly will be met with a look of calm disappointment, followed thereafter by stony silence.  

· PCs who are kind to him, however, find him an odd but likeable boy.  Although he hungers for stories and games like a normal boy, he will frequently become quiet and reflective in the manner that they first encountered him.  In particular, he remains inured to the fear of death in a manner quite unusual for one so young.   

If a PC actively tries to befriend Koe, they will generally succeed in doing so unless they fall into one of the categories he avoids (as listed above).  Aside from the PCs, the only person who will actively try to befriend Koe is the Phoenix, Asako Wasureru.  However, the boy will consistently reject the older man’s overtures.

· If the PCs ask Wasureru why he keeps trying to speak with Koe, he will explain that he is merely fascinated to see such a level of enlightenment in one so young.  He wants to learn more about what led the boy onto such a path.  (This is a lie – he is actually trying to gain the boy’s trust to assist in the later kidnap attempt by the Sons of Destiny.)  He will indignantly deny that he has any sinister motives.

· If the PCs ask Koe why he does not like Wasureru, he will say that the man “feels cold, like a dead fish.”   

Overall, Koe should impress the PCs simultaneously as both a sweet, kind-hearted boy and a pure soul on the path of enlightenment.  It is intended that the PCs should like Koe and care about him, in order to intensify the emotional conflict at the climax of the adventure.   


A Detour

After several days of travel, the Abbot and entourage reach the edge of Lion lands.  Around this time, however, the Abbot will pick up reports from the local peasants that there is an abandoned shrine to Shinsei in the nearby woods.  He insists on stopping their journey while he diverges to clean up and rededicate the shrine.

Some of the PCs may try to dissuade him from this side-trek.  Yasuki Ibiki, Toku Irui, and Asako Wasureru will also try to do so, with Wasureru being especially insistent, even to the point of being offensive.  (He is worried that the delay may throw off the ambush planned by the Sons of Destiny for further down the road.)  Abbot Kesu, however, is calmly unyielding.  “Samurai-samas, this is not a detour, but a vital part of our journey.  We are here to restore the land.  As long as the way to Enlightenment remains in disrepair, there is little hope for those who wish to walk.   It will only take a day, and then we will have the blessing of Shinsei on our travels.  Surely this is a trial which you can endure?”  He will not force anyone to help him, and the entourage can wait on the road for him if they wish, but he is going to the shrine regardless.  (PCs who try to physically or magically compel him into continuing the journey will be treated with appalled horror by the other NPCs, and will lose a point of Honor for even seriously considering the idea.)

Ultimately, all of the samurai NPCs except Asako Wasureu will grudgingly agree to accompany Kesu to the shrine.  (The monks and Koe agree without question, of course.)  Wasureru will announce angrily that he intends to continue down the road to the next proper Inn, where he will await the resumption of the journey.  This public tantrum costs him Glory, and several of the other courtiers make a point of averting their eyes from the spectacle.  In fact, Wasureru is staging this incident in order to be able to meet up with his waiting allies in the Sons of Destiny and redirect them to the shrine.  A PC trying to see through his act will need to defeat his Awareness/Deceit (Lying) of 8k4+4 in an Opposed roll with their Perception/Investigation (Notice).  

Any PC who insists on accompanying Wasureru will be sharing in his disgrace, losing 3 points of Glory.   Unfortunately, if only a single PC does this, they will be sealing their fate – Wasureru will lead them into an ambush by the Sons of Destiny.  If two or more PCs accompany him, however, he will lose his nerve and avoid the ambush, and the PCs will also have successfully averted any subsequent attack on the Abbot’s party.  

A Dangerous Bridge

The old shrine is reached down an overgrown, barely-used forest trail that leads to a deep, rocky gully with a rushing stream in the bottom.  A very old, rickety footbridge, obviously not used or repaired for decades, crosses the gully to the shrine, whose stone pagoda roof is just visible through the trees.  The Abbot will immediately stride fearlessly onto the bridge, accompanied by Koe, unless the PCs take prompt action to stop them.  

In point of fact, some of the bridge planks are dangerously rotten and weak.  PCs who check the bridge for dangers can locate the bad section with a roll of Perception/Engineering at TN 15 or Perception/Investigation at TN 25.  Once they point out the damaged step, everyone can avoid it easily.

If they do not spot the danger, the Abbot and Koe will avoid the fatal step, but each subsequent person who crosses must roll Raw Reflexes at TN 20 to avoid stepping on the bad section and falling through the bridge into the gully.  The fall will cost the victim 2k2 damage, after which they will be in danger of drowning in the narrow but deep and fast stream.  A PC who falls in can swim to the side of the gully with a roll of Agility/Athletics (Swimming) at TN 20.  Failure means the PC begins to drown, suffering 2k1 damage per round until rescued.  Any NPC monk who falls in will be able to rescue themselves, but any of the samurai NPCs will begin drowning (they are courtiers, after all).  

There are a number of options for rescuing a drowning person:

· A PC who climbs down into the gully will have to roll Strength/Athletics at TN 15 to do so safely.  (Failure means a fall for 3k2 damage.) Climbing down will take two rounds.  

· Alternatively, a PC could dive into the water from the top of the gully.  This will require an Agility/Athletics roll at TN 25 to avoid 2k2 damage.  

· Once in the gully, a PC can roll Agility/Athletics (Swimming) at TN 20 to rescue the drowning victim.  

· A PC with at least thirty feet of rope could throw a rope to a drowning PC, who can catch the end by rolling Raw Reflexes at TN 20.

· Shugenja PCs can also employ magic in a variety of ways to rescue a drowning victim.   

If none of the PC’s step forward to help, Miya Senko will dive into the water and rescue the victim.  

The Abandoned Shrine

The shrine was once a beautiful pagoda, but is now badly overgrown and dilapidated.  There is an artesian spring bubbling out of the hillside near the old building, and a large dark-colored stone shaped like a perching crow stands next to the well, almost as though about to take a drink. Inside the crumbling pagoda, sunlight reflects faintly off of some kind of metal.

This place has a heavy feeling of serenity and mystery, as though physically marked by the past decades of veneration.  The Abbot will order his monks to make plans to camp for the night, and they immediately begin clearing away the fallen leaves, twigs, and other detritus.  The abbot immediately goes inside the pagoda itself to view its condition.

The metal glint comes from an ancient brass statue of Shinsei, covered with dust and mold.  The rest of the small shrine is in similar poor condition, with dirt and leaves everywhere, the floor paneling warped and splintered, etc.  Despite the damage and neglect, there is a sense of serenity and purity about the place, and any shugenja who investigates the area will find that it contains many spirits. 

Abbot Kesu sets to work personally on sweeping the floor and other work to clean up the shrine, and the other monks join him as soon as they have a campsite prepared.  The Abbot will humbly ask the samurai to help him and his brethren in the work of repairing the shrine, but shows no anger if they refuse.  (Among the NPCs, only Miya Senko will be willing to dirty his hands on this labor.  Most of the others will be offended at the mere suggestion that they should engage in manual labor.)

Any PCs who join in the work of repairing and cleaning the shrine will lose a number of points of Glory equal to their current Status Rank.  However, they will also gain 1 point of Honor.   

PCs who are expecting a bandit attack or a visit from Nishari on their first night here are disappointed: the night passes uneventfully.  The monks will build a small fire and simply wrap themselves in their robes and sleep.  The samurai courtiers will be far more unhappy, since none of them brought tents or other outdoor gear, and those with servants (Toku Irui, Yasuki Ibiki, Doji Yuki) will be especially demanding and petulant.  (The Abbot will not allow anyone to actually sleep inside the shrine until it has been fully repaired and rededicated.) Only Miya Senko, accustomed to traveling far and wide across the Empire, will pull out a blanket and go to sleep with little complaint.  

Work on the shrine resumes the next morning.  During the second day, peasants will begin to arrive to help with the labor – word has been spreading that the Abbot is repairing the shrine, and the heimin are eager to assist.  With their labor contributed to the effort, the work is nearly completed by the end of this day.

It is on the second night that the Sons of Destiny will strike… unless the PCs prevented Asako Wasureru from meeting with them, as outlined earlier under “A Detour.” 

Part Four: Battle Scene 

On the second night at the Shrine, in the very early morning (around 3am in gaijin hours), the Sons of Destiny creep into position to ambush the encampment at the shrine.  If any PCs are standing watch (none of the monks or courtiers will do so), those PCs can roll Awareness/Battle at TN 25 to get a sudden sense of impending danger.  This will give them a few minutes to awaken others, ready weapons, take up defensive positions, and otherwise prepare for battle.  (There will not be enough time to put on armor if they are not already wearing it.)

If that fails, the PCs can roll Perception/Investigation at TN 20 to catch a few tell-tale warning sounds (snapped twigs, rasp and clink of weapons and armor) as the Sons move into position.  This will allow them only two rounds to prepare for attack.  

If all of these rolls fail, or if no PCs are on watch, there is still one last warning system: at the instant the Sons charge to attack, Koe will suddenly wake up with a loud scream.  (This always happens unless the PCs awaken him before the attack begins.)  All sleeping PCs who roll Raw Perception at TN 15 awaken immediately – other PCs will awaken one round later.   

Opposition and Tactics

There will normally be a total of ten Sons attacking – four heimin, three ronin, and three Phoenix samurai (although they are all dressed and armed the same, as ronin).  These numbers will be modified for Low-Rank or High-Rank parties, as described at the beginning of the adventure.  The Sons also have one shugenja, Korai, who will serve as magical support. 

The primary goal of the Sons of Destiny is to capture Koe, who they strongly suspect of being a Tamashii.  Two of the heimin Sons will attempt to Grapple him and carry him away while the remainder, assisted by the shugenja, will seek to kill everyone in the encampment. Dangerous opponents (e.g. PCs who are fighting back) will be considered priority targets, and the Sons will focus on defeating them first, then turning on the hapless courtiers and the monks.  

· The four old monks will surround Abbot Kesu and attempt to protect him.  Although all of them are elderly, they are tough enough to keep themselves and the Abbot alive unless the PCs are defeated.

· The courtiers will, in general, panic and attempt to hide or flee.  None of them are skilled in the ways of combat and the night ambush completely unnerves them.

· The Sons’ shugenja, Korai, will already have cast Yari of Air, but does not willingly fight in melee.  He will start the ambush by casting Burst on the campfire, and then uses his magic to disrupt and slow the PCs, employing spells like Earth’s Stagnation, Quiescence of Air, and Grasp of Earth, and stealing any beneficial spells from the PCs with Sympathetic Energies.  

If the Sons succeed in dragging Koe away (he will struggle as hard as he can, screaming for help), the PCs can attempt to pursue.  This will entail a series of Opposed Rolls of Water/Athletics against the Sons.  Two consecutive successes will be needed to catch up and force them to fight; two successive failures will allow them to get away, unless the PCs can find a way to track them magically.  

Regardless of whether they capture Koe or not, the Sons will retreat (or in one case, surrender) if more than half of their number are down and half or more of the PCs are still standing.  Korai will cast The Eye Shall Not See to try to escape – if he cannot get away, he will try to fight his way out with his Yari of Air.  

Who Are These Fellows?

PCs examining the Sons (alive or dead) can notice some interesting facts:  

· Although all of the Sons are dressed and armed like ronin, some of them have the build and look of commoners, while others are clearly well-fed and well-kept samurai.  

· The PCs may also notice sharp differences in the Sons’ fighting styles, with some being polished and skilled (Shiba bushi school) while others are cruder and less practiced (ronin and peasants).  

· As their name implies, all of the Sons are male.

· None of them carry religious items of any kind, nor do they carry anything to identify themselves (no papers, chops, personal belongings, etc).  All such gear was left at home when they set out to perform this mission.

Koe Kidnapped?

It is possible that the PCs will defeat the attack but Koe will still be successfully stolen by the cultists.  The Abbot will urgently plead with the PCs to rescue him.  “A boy of his spiritual gifts, in the hands of evil men… I shudder to think of his fate.”  The PCs will have a number of options for tracking Koe down:

· The tracks of the retreating cultists can be followed with a Perception/Hunting roll at TN 25 (TN 20 in daylight).  

· Any shugenja PC who has dealt frequently with Koe can locate him (via his garments) with the spell The Ties That Bind.

· Other magic could be used to locate Koe as well, such as speaking with the local birds and animals with Heart of Nature or Nature’s Touch. 

Any of these options will allow the PCs to track down the remaining cultists in their camp a few miles away.  In that case, they will also find Asako Wasureru at the camp – he will attempt to flee as soon as the PCs recognize him.

If it is in any way possible, the PCs should be able to find a way to track down and rescue Koe – without him, the climax of the scenario cannot take place.

Prisoners?

Most of the Sons of Destiny (including Asako Wasureru) will not be willingly taken prisoner – they are fanatics from a religious cult, after all.  However, the PCs may be able to capture some of them who are reduced to Down or Out.  Also, one of the Phoenix samurai Sons, Jizen, is less dedicated than the others, and disturbed by having to attack holy men – if the fight is lost, he will drop his weapons and throw himself at the feet of the monks, weeping and begging forgiveness. 

The prisoners will not willingly explain themselves or their attack, but if the PCs arrange to have them tortured (at the next village, or taking the Honor/Glory hit to do it themselves) they will of course eventually crack.  However, if Jizen is allowed to join the Brotherhood of Shinsei, he will confess everything he knows to the Abbot and the PCs.  (Any other Sons who have been taken alive will hurl abuse and spit at him for betraying them.)  

Either way, the PCs can learn the following information:

· Jizen and the others belong to a group calling itself the “Sons of Destiny.”  The Sons believe that all mortals have the power to become gods, and that the Fortunes are merely mortals who achieved this, and are therefore not worthy to be worshipped.  “The secrets of Godhood have been hidden by them, to keep others from learning, but occasionally mortals do manage to achieve it.  But if they did not hide the secrets, ALL of us could be Gods!”  

· The faithful Sons will claim the cult has members in many parts of the Empire and is “growing by the day.”  Jizen, on the other hand, identifies himself as a minor Phoenix samurai from Shiba lands, and says he came from a small cell that included himself, another Phoenix samurai, two ronin, and a peasant.  (All of whom joined in this attack.)  They received orders via ciphered letters.  

· The Sons are all very insistent that they do not practice maho and react with fury and horror to the suggestion that their religion could be inspired by Fu Leng or Jigoku.  Jizen says the cult does not actually worship anyone, merely plans for the day when they can achieve the secret of Godhood.  

· The cultists do not know why they were ordered to capture Koe, only that their nameless superiors said he was important to their goals.  

· None of them know the names or identities of the senior members of the cult.  

None of the PCs have ever heard of the “Sons of Destiny.”  However, a PC who rolls Intelligence/Lore: Phoenix at TN 40 will recall a very obscure legend about the Asako family supposedly studying immortality during the time of the Hantei emperors.

Redemption for Jizen

If Jizen surrendered, the Abbot will listen to his confessions and then asks him if he seeks redemption.  Jizen tearfully agrees, groveling in the dirt and praying to the Fortunes to forgive him.  Abbot Kesu will immediately induct him into the Brotherhood of Shinsei, leading him to the spring to shave his head, proclaiming, “The criminal who attacked us is dead, and our new brother Hajite (Ashamed) has started on the path to Enlightenment.”  He orders the man’s clothing burned, and the other monks supply him with a spare robe from their traveling packs.  The Abbot also hands the man the heaviest pack to carry, “to begin the cleansing of your soul.”

It is likely that some of the PCs may object to this, accusing Jizen of making a false conversion, demanding that he face justice for his crimes, or wishing to have him interrogated further about the Sons of Destiny.  The Abbot will listen patiently to any concerns the PCs have, and when they are finished, he will share the following story.

Once there was a boy who thought that he was better than anyone else because he was a samurai.  He used to lord it over his peasants, kicking them and screaming curses at them for no other reason than he could.  This boy had a cruel streak a mile wide, and he took great delight in tormenting small animals, and even greater delight in tormenting those who could not fight back.  Like most cruel bullies, this boy was also a coward, and he avoided picking on samurai lest he be challenged to a duel he could not win.  This boy grew up and passed his gempukku, although his sensei warned him that his maliciousness would earn him a short life and many enemies if it was not curbed. 

Now this young man did not heed his sensei’s advice, for rarely does a young man believe that the aged have anything to offer.  Such is the folly of youth.  The young man turned his cruel streak toward women, abusing peasant girls, fathering many illegitimate children that he never acknowledged. 

The time came when the peasants had no food, for the year’s harvest had been poor.  Yet the man did not relent or lessen the taxes of his people.  Instead, he increased them tenfold, saying that the peasants were lazy, refusing to see that the land itself was turning away from his cruelty.  After the peasants could not meet their quota, he began to execute one each day until they paid their taxes in full.  His cruelty blossomed into a wave of terror that crushed the spirit of the people.

A monk came to visit him, and pleaded with him for the peasants’ lives.  The man accused the monk of treason, and killed him on the spot.  He hid the body, fearful that if any knew he had killed a holy man, his name would be ruined.  But after the monk died, the land withered, and no rain fell for months.  Finally, plague and disease came to the lands of this samurai, starting with the peasants but soon taking even his few loyal guards. 

The man himself became ill, and as he lay dying he saw a vision of the monk he had slain, all those months ago.  The monk told him it was his evil that had poisoned the land, and was causing his ignoble death.  The samurai was defiant, refusing even then to see his evil. 

As he was in the final seconds of life, he again saw the monk, who told him that his karma would surely send him to Jigoku for eternity, as punishment for his cruelty in this life.  The samurai finally realized the error of his ways and begged forgiveness, asking the monk what he had to do to be redeemed. 

The monk smiled, and handed the man a set of prayer beads.  If he would agree to be reborn for as many lifetimes as it took to cleanse his soul, he might one day achieve enlightenment.  The samurai was found dead the next morning, clutching the prayer beads. 

His story finished, the Abbot turns to the PCs.  “If one so evil can have hope for redemption, surely this one also has hope.”  He will hear no more on the matter, and will be fully prepared to give his own life to prevent the PCs from taking further action against Jizen/Hajite. The new-made monk is deeply moved by the Abbot’s story and compassion, and tears stream freely down his face.

Some PCs may suspect that the Abbot is telling the story about himself.  He will merely smile enigmatically if they make such a suggestion.   

Finishing the Shrine

The next morning, the peasants will return to resume the work on the shrine, and Jizen (if he converted) will pitch in vigorously as well.  By midday, the repairs are completed – the roof has been patched, the shrine cleaned, the floor smoothed and the statue of Shinsei polished to a beautiful sheen.  Abbot Kesu is very pleased with the work, and invites everyone to participate in the re-consecration of the shrine by presenting a gift to be left on the altar at the feet of Shinsei. 

Koe is among the first to offer the Abbot a gift, placing something in his hands and then darting behind the PC he favors, blushing shyly as the Abbot lifts up a tiny portrait of a crow.  It is delicately rendered in ink on a piece of silk, well done except for the ink dribbles and skewed proportions of a 10-year-old artist.  The Abbot compliments the work.  “I am sure Shinsei is pleased by such devotion.”   

The PCs may choose to offer gifts as well.  They should describe what offering they are making, and may employ Artisan skills if appropriate.  Aside from the PCs, all of the courtier samurai offer token gifts of some sort, although Yasuki Ibiki, Doji Yuki, and Toku Irui clearly resent having to do so.  

A PC who takes special effort over the gift, and role-play the presentation well, earns 1 point of Honor.   

The monks and peasants hold an impromptu dinner and celebration over the course of the evening, including peasant dances and other such simple celebrations, along with repeated devout prayers in the shrine itself.  The monks and Koe join in much of the celebration, while the courtiers generally hold aloof and endure the spectacle, paying as little attention to it as possible.  After the peasants wend their way home, the Abbot closets himself in the shrine to meditate and cleanse his mind and soul before resuming the journey the next morning.  

Delivering Prisoners

If the PCs took any prisoners other than Jizen/Hajite, they will be able to hand them over for justice when they reach Lion lands the next day.  The Lion will not notice Jizen unless the PCs raise the matter themselves – in that case, the Lion will be very concerned and take the Abbot aside for a long discussion.  The Abbot vouches for Jizen and, in the face of his reputation, the Lion grudgingly concede.  However, the Abbot is saddened by such a display from the PC, and if he knows who it is he will say to them privately, “I am saddened that you do not believe my words are true, samurai-sama.  I shall pray for you, that you may learn to trust the truth.”

This is purely a role-play point, but any honorable PC who tries to discredit the Abbot should feel ashamed of their actions. 

Asako Wasureru’s Fate

If the Sons of Destiny were defeated in their initial attack, Asako Wasureru will install himself in an Inn at the next village and await the arrival of the Abbot’s party.  (If they succeeded in kidnapping Koe, the PCs most likely encountered Wasureru with them while rescuing Koe.)  

Wasureru will play at ignorance of everything that has happened, and expresses irritation and impatience at having to wait so long to resume the journey.  PCs who, for whatever reason, are suspicious of his motives can attempt to test his truthfulness in the usual ways.  If they realize he is lying or concealing something, he will do his best to simply bluff his way through – the PCs will have no real evidence against him, merely their conviction that he is lying.    

Part Five: Dinner Scene

Regardless of how the shrine encounter resolves, once the journey resumes the Abbot will pass through Lion lands for three more days.  The peasants will react to the Abbot’s presence much as before, but will be more subdued and cautious about leaving their work to seek his blessings – the Lion do not tolerate slackers. 

At the end of three days the caravan leaves Lion lands and enters the Imperial territories near Otosan Uchi.  Here they will be met by a small group of four Tiger Clan bushi in their kimono of yellow and black.  “Greeting, honored Abbot Kesu!” their leader says, bowing respectfully.  “Our lord, Yotsu Komai, wishes to offer you the hospitality of his residence this evening, so that he can hear first-hand of the great deed you plan to soon perform.”  

The Abbot will agree readily enough, as will the courtiers (many of whom are almost fainting with joy at the thought of enjoying proper samurai hospitality).  Some PCs may be suspicious of this invitation – they should be reminded that the same messages which brought them to the monastery would have reached many other daimyo throughout the Empire. 

Tiger Hospitality

The guards escort the PCs to a small castle, just two stories and only lightly fortified, that overlooks a modest village.  The castle is located on a hilltop, and from the gates the PCs can see the gray wasteland of the Plains of Otosan Uchi to the northeast, beyond a narrow, sickly belt of forest.  The Abbot looks at this scene for a long time, his expression serious and thoughtful, then goes inside.  

The local Tiger lord, Yotsu Komai, is a humble and soft-spoken man in his thirties.  He is one of the few Tiger to possess lands which are mildly fertile, and for that very reason avoids displaying any outward signs of wealth or ostentation.  He welcomes the Abbot and his companions gravely and offers, on behalf of his Clan daimyo, the Tiger Clan’s hopes for successful purification of these lands.  “As you know, almost all of the Tiger Clan’s territory lies within the blighted lands of Otosan Uchi, and we are forced to import all of our food and water.  Success for your endeavors would be a great boon to our humble Clan, as well as to the Empire itself.  We shall all pray for your success.”  

The guests enjoy a simple and straightforward evening meal of rice, vegetables, tea and sake.  The food is plain but good, and the tea and sake are excellent.  (The monks stick with tea, of course.)  

If any of the PCs speak with the daimyo, Yotsu Komai, they can learn that he is not actually very optimistic that this Abbot can restore the land.  However, if he does succeed, it would be a huge boon to the Tiger Clan, so he is offering hospitality and hoping for the best.  “If this does actually happen, it cannot be said that the Tiger did not offer what help they could.”  

During dinner, the daimyo asks the Abbot about the ritual.  The Abbot explains that the ritual will summon new spirits to inhabit the empty lands.  “The visions I saw have promised me that the land will be restored to exactly how it was meant to be, if the ritual is performed properly.  I have faith that this ritual is sound.  I only pray my humble abilities are enough to perform it.”  The daimyo smiles politely.  “Kesu-sama, there is certainly no harm in letting you try, since the land is a wasteland anyway.”

Sighs From the Grave

Bayushi Nishari’s spirit has not been idle during this time, and tonight she again seeks out the PCs who listened to her before.  If all of those PCs have been killed (possible, though unlikely), she will try to recruit others, starting with those she approached before but who rejected her, followed by any PCs of Honor 2.0 or higher, and then, as a last resort, the remaining PCs.  

Seemingly as soon as you drift off to sleep, you are again on the grassy plain you saw in your previous dream.  Once more the shifting, wavering form of Bayushi Nishari appears before you.  Oddly for a spirit, she appears tired and strained.  She bows to you.  “Again, you return to me, and for that I am thankful.  Tomorrow is the ritual of reclaiming, and I have learned that it is a ruse by a great enemy of the Empire.”  

Assuming the PCs want more information, she continues:

“As I understand this ritual from the dreams of the Abbot, it is intended to open a portal to the spirit realms, ostensibly to allow the little kami of the land to return.  Yet I have seen over and over again in the dream realm glimpses of a much larger portal opening, and a much greater being emerging through the gap.  A creature of sinfulness and malice, of selfishness and destruction, an enemy of Honor and truth and all that holds Rokugan together.  The portal must not be allowed to open.  In the name of Bushido, you must stop this ritual from being completed.”

Nishari is not sure how the ritual will be performed, or what needs to be done to stop it, but she is convinced that if it is completed a terrible evil will be unleashed in Rokugan.  She will urge the PCs to find some way, any way, of preventing the great disaster she anticipates.

Again, any PC’s who try to fight the dream, or Nishari, must make a Void/Meditation roll at TN 20 or they will not recover Void that night.  Those who converse with her awake rested and regain Void normally. 

Part Six: Let Loose the Dragon

The next morning, shortly after dawn, the Abbot gathers his followers in the courtyard of the Tiger castle.  The monks, including young Koe, have already been up for a couple of hours, engaging in prayer and meditation.  When all are ready to depart, the Abbot leads them out toward the empty plain.  

It is probable that some of the PCs may try to talk the Abbot into delaying or canceling the ritual, or question the veracity of his visions.  The Abbot will patiently and serenely refute their objections.  His visions have never been erroneous before and he has no reason to imagine that they are now.  If any of the PCs actually explain the reason for their doubts (visions in their sleep), he will smile and point out that an “untrained mind” can be easily influenced by false dreams and visions.  Ultimately, the Abbot’s personal flaw – his determination to help others at all costs – will make him blind to the possibility that he could be wrong.  

The other courtiers and monks accompanying the Abbot will both be unwilling to obstruct the performance of the ritual, and will look more than a little askance at PCs who continue to argue against it.  The boy Koe will appear especially disappointed if one or more of the PCs who have befriended him now argue against the Abbott.  

Ultimately, the PCs will not be able to prevent the Abbot from traveling on to the wastelands unless they are willing to use lethal force (which would, of course, completely dishonor them).  

Arrival at the Plains of Otosan Uchi

After a half-day of travel, the PCs reach the plains:

A bleak, gray wasteland stretches before you, flat and featureless.  Chilly wind blows across it, bringing dust and grit to coat your clothing.  The monks shiver and make gestures of blessing and wards against evil.  The courtiers visibly shrink together, clearly unwilling to advance further.  Only Miya Senko seems unfazed, looking about with a sad expression.  

Senko has visited these wastelands before, passing through on his way to other places in the Empire.  None of the other courtiers have ever seen such a place – not even the less horrifying ruins of Otosan Uchi itself, a day’s travel to the south.  They will share whispered comments and fearful glances as they proceed into the bleak landscape.   

Abbot Kesu will lead the entire party deep into the plains, a six-hour hike across gray lifeless dirt.  Finally he stops, looks around carefully, and announces, “This is the place.”  The other monks fan out around him, and Koe attends him with a box full of incense, offerings, sand, and water.  The abbot begins his preparations.

The abbot and all the monks, with the exception of Hajite (the former Son of Destiny), proceed to create a giant sand mandala, much like the one from their shrine, with the Abbot and Koe at the center.  While the pattern is beautiful to see, its creation is also very boring, and many of the courtiers soon wander off, breaking out umbrellas, ordering their servants to brew tea and raise screens against the gritty breeze, and so forth.  

If the PCs ask what is happening, the monks explain that the mandala will assist Abbot in focusing his spiritual energies for the ritual.  Koe will remain with the Abbot to make sure he does not falter during the ritual, which is expected to be lengthy.  

· If any PCs express an interest in joining the Abbot inside the mandala, or in substituting for Koe, Kesu will thank them for their attentions, but regretfully explains that their presence might distract him at a critical moment.  “Koe has trained with me for weeks to be ready for this moment.  I assure you, we will be able to perform the ritual successfully.”

· Koe will clearly be excited and eager to assist his master with the great ritual.  If any PCs have become his friends, he will run over to those PCs and ask them brightly to pray for their success.

The monks finish the mandala around evening, and light paper lanterns in a ring around it.  They position themselves in the four compass directions, kneel down, and begin to pray, chanting sutras in low voices.  Meanwhile, the Abbot stands straight, closes his eyes, and begins to chant in a strong, even voice.  Koe stands attentively at his side, occasionally propping up the old monk when he sways a bit, or adding his own clear young voice to the chant when Kesu needs to pause for breath.  

The courtiers hang back, enjoying their tea, sharing rice cakes and other snacks, and idly watching the scene.  The PCs can position themselves wherever they wish, so long as they do not disturb the mandala.  The chant will continue for what seems like a long time, although Lord Sun still hangs on the horizon, unwilling to set.  

If any shugenja PC tries to analyze the chant, or to sense any spiritual effect it might be creating, they can roll Perception/Spellcraft at TN 25 to sense a gathering of powerful spiritual energies.   

Pre-Emptive Measures

The PCs may be desperate enough to take more direct measures to halt the ritual before it is completed.  The following section considers the three most likely methods:

Killing the Abbot.  This will certainly work, but a PC who resorts to such a brutal method will ruin his name and reputation.  Killing a holy man, while not quite as severe a crime as killing a samurai, is still a grievous act, and the PC instantly gains five (5) full ranks of Infamy.  Other PCs may possibly react to such a crime with challenges or open attacks.  Also, Nishari will not return to visit a PC who “solves” the problem in this way.

Physical or Magical Constraint.  The PCs might physically obstruct the Abbot, tie him up, destroy the mandala, disable him or put him to sleep with magic, and so forth.  These crude methods will be effective, but will be greeted with shock and disgust by the courtiers and the other monks.  The PCs who participate in such actions gain a Rank of Infamy (and might be opposed by PCs who disagree with their choices).  If the PCs do persist in their actions, the Abbot will eventually sadly agree to retreat in the face of force.  Nishari will visit these PCs, but will be disappointed in their “solution” because the Abbot could still try again later.  She will not offer them any further guidance (no cert).   

Magical Interference.  Clever shugenja may think of trying to decipher and counterspell/subvert the Abbot’s ritual as it is taking place.  This can be done solo or as a cooperative roll, if two or more PCs combine their efforts.  It will require a Void/Spellcraft roll at TN 50 to counteract the Abbot’s ritual.  Each participating shugenja who knows the spell Counterspell will reduce that TN by 5.  

This method is completely successful, since the Abbot’s ritual simply fails, and he returns home quietly to contemplate his failure.  Nishari will greet and reward the PCs in their dreams afterward.   

The Dragon Awakes

Most likely, however, the PCs will not take any of these actions, and the Abbot’s ritual will be completed:

A soft blue-white light begins to emerge from the mandala, starting around the Abbot and Koe and then radiating outward, slowly brightening.   The sound of the chant rises in volume as the light continues to brighten.

At this point, have all the PCs make Perception/Investigation rolls at TN 25.  With a success, they become aware of a vague, ghostly image of a black, serpentine, scaly form slowly coiling around and around the mandala, forming a ghostly barrier between them and the two monks at the center.  This is the power of the Obsidian Dragon.  As an entity of the Celestial Heavens, albeit a malign one, it is using the spiritual gateway to intervene in the mortal world.  A PC who tries to identify the nature of this manifestation can roll Intelligence/Theology (Fortunes) at TN 25 to realize what they are dealing with: the malign Child of Onnatongu, the Celestial Dragon with black scales, brother to the Jade Dragon.     

Regardless of what the PCs do (or whether they notice the Dragon manifesting), the following round after its initial manifestation the Obsidian Dragon begins to take possession of Koe:   

The light is now painfully bright.  At the center of it, the boy Koe is still assisting the Abbot.  But you can see what appear to be dark, scaly coils, like the tail of some great serpent, rising out of the glowing mandala and enveloping him.  Intent on the ritual, he does not at first seem to be aware of this, but then he begins to look around and struggle, crying out in fear.  The Abbot, no longer supported by Koe, drops to his knees, still trying to mumble his chant.


If the PCs do not realize by now that something is wrong, they can make an Intelligence/Theology roll at TN 20 or Intelligence/Spellcraft at TN 25 to realize that this is clearly not the effect which the Abbot intended.   

At this point, the ritual cannot be stopped by simply interrupting it – the spiritual gateway is open, and the Dragon has formed a link to Koe’s soul.  It simply needs to finish consuming him in order to transform him into its agent in the mortal world.  If the PCs shake the monks out of their prayers, they will be horrified at what is happening and will shout to the Abbot and Koe, but the gateway will remain open.  The Abbot himself is now too exhausted and dazed to take action beyond trying weakly to reach for the boy at his side.    

Stopping the Dragon

Once the Dragon begins to possess Koe, it will need five rounds to completely consume him, at which points its victory is irrevocable.  The PCs will have this long to stop it.  (If they started to act the moment they saw the Dragon’s coils in the mandala, this gains them one additional round.)  The monks will be too confused and tired to do more than shout at the Abbot.  The courtiers, naturally, will be bewildered and terrified by the whole scene.   

The Dragon’s coils will form both a spiritual and a physical barrier against the PCs, as follows:  

· Physically entering the mandala will require either a Raw Strength roll at TN 30 (if the PC simply tries to brute-force their way in), or a Willpower/Meditation roll or Willpower/Spellcraft roll at TN 30 (if the PC attempts to use mental focus or spiritual effort to break in).  Each such effort takes one round. 

· A successful roll will get the PC one-third of the way to the center of the mandala – thus, it will take three rolls (and three rounds) to reach Koe and the Abbot at the center.  

· Any conventional ranged attack (arrows, hand-hurled weapons, etc) from outside the coils will be blocked completely.  A PC who manages to penetrate the mandala can make ranged attacks successfully at a TN penalty:  +20 if the PC is one-third of the way in, +10 if the PC is two-thirds of the way in.

· Spells must beat their normal TN by +25 in order to penetrate the mandala.  If the PC is inside the mandala, the TN penalty is +15.

There is only one way to stop the Dragon from possessing Koe – the boy must be killed, reduced to Dead, before the possession becomes complete.  Merely knocking him to Out will not be enough – the energies coursing through his body keep him conscious, although he will still feel the pain of his wounds.  Likewise, physically dragging the boy out of the mandala is impossible – the powers holding him are far too strong to overcome with mere force.  

If the PCs ask what is happening or how it can be stopped, they can roll Intelligence/Theology (or an appropriate Lore skill) at TN 25 to realize that the boy is being possessed by some kind of immensely powerful being, and that such a possession, once begun, can only be ended by death. 

Throughout the scene, Koe will be screaming in fear, weeping, and begging the PCs to help him and save him, while the black coils continue to twine tighter and tighter around him and his form seems to blur and darken.  

If the PCs reach the beginning of the fifth and final round and Koe is still alive, all the PCs who have spoken with Nishari before will suddenly hear her voice shouting within their mind: “Act now!  The boy is the target!  You have to stop this!  He must not be taken by this evil!”

Ultimately, in order to save the day, the PCs must come to the heart-breaking realization that true Compassion here means killing the innocent Koe, sparing him from a fate as a vessel of evil.

Failure?

If the PCs fail to kill Koe by the end of the fifth round, he is possessed by the Obsidian Dragon: 

The black coils completely enclose the boy, and you hear a final despairing wail.  The bright light of the spirit gate flares once, blindingly, and then winks out. You realize that night has fallen.  

Where Koe stood is now a lean, gaunt boy, his skin darkly tinged.  His eyes have gone completely black and glitter cruelly, like faceted gems.  He smiles at you, a smile without life or compassion or humanity, and for a brief moment you can see the great form of a gleaming black serpent coiling in the air behind him.  The light of the Moon glistens cruelly on his inhuman form.  He laughs, and the sound is of the universe laughing at all of mankind’s pretensions to virtue and honor and sanity.  With a casual gesture he reaches down and touches the Abbot on the forehead.  Then the air flickers around him, and he is gone.  The sound of his inhuman laughter still echoes in your minds.   


If the PCs somehow dragged the Abbot away before the finale, the new Avatar of Obsidian will not touch him.  Otherwise, his touch drives the Abbot mad with regret over his actions.  He is left a babbling, weeping wreck.  

Regardless of whether the Abbot is spared from such a fate, the PCs must deal with the aftermath of this supernatural disaster.  The Abbot, if still sane, will be unable to explain what happened, and is clearly bewildered and heartbroken as to how his great ritual could have gone wrong.  The nearest authorities (the Tiger) will try to investigate the situation but have no real idea of what happened.  

Since none of the Clans had great hopes for the success of the ritual, its failure will ultimately be regarded as not particularly surprising.  The Tiger will not know what to make of any stories about dark serpentine monsters and demonic possession, but will notify the Crab Clan and the Imperial authorities, if they wish to investigate further.   

The PCs are free to go, and must live with the knowledge of their failure.  A few nights later, Bayushi Nishari will visit her chosen PCs again:

As you enter into a fitful sleep, your dreams take you back into the field where you first met the woman Nishari.  She is there, but her visage is shifting far more rapidly, as though she is having trouble controlling her form.  She speaks in a hollow voice: “We have failed.  I have failed.  We may yet have a chance to overcome this evil, but for now, there is little left to do but mourn.  Maybe next time you will be able to follow Bushido more closely.”  She turns away, and as the dream fades you hear her whisper, “I will make sure of it…”

The PC with the lowest Honor gains the cert “Haunted by Nishari.” 

Success!

If the PCs are able to bring themselves to kill Koe, they succeed in preventing the Obsidian Dragon from creating an avatar.  The serpentine form vanishes and the glowing light quickly fades away to nothing, leaving only the babbling of shocked courtiers.  The Abbot lies on the ground, weeping and cradling Koe’s body.  He does not, however, dispute the correctness of the PCs’ actions in killing Koe.  

That night, the Abbot dies of heart failure.  His funeral is held the next day, and the other four monks carry the urn with his ashes back to the monastery.  

The courtiers leave the area as quickly as decently possible after the funeral, and reports of the ritual’s disastrous failure circulate in the courts of the Empire for months afterward.  

The night after the Abbot’s funeral, Bayushi Nishari again appears to any PCs who she has contacted before:

Once again, you find your dream shifting to the rolling grassy plain that is becoming familiar to you. The young/old woman you know as Nishari bows to you from her horse.  “We have struck a blow against a terrible enemy.  You have acted honorably and with compassion, although it may not seem like it.” She pauses, and then continues thoughtfully.  “I once thought that compassion meant preserving those I loved.  But the true nature of compassion is to protect the soul, not the body.  The boy called Koe died, but his soul can go on to the next cycle of the Celestial Wheel.   You have done what was right, and have helped me repair a part of my soul I thought lost.  Act always with Bushido, and may the Fortunes smile upon us both.”  She makes a gesture of blessing in the air above you, and as you drift away into deeper sleep, you hear her say, “I will be watching.”

The PC with the highest Honor gains the cert “Haunted by Nishari.”

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 Sons of Destiny:

+1 XP

PCs stop the ritual:


+1 XP




Total Possible Experience:

4 XP



Other Awards/Penalties

PCs who work on cleaning and repairing the shrine gain +1 point of Honor, but lose a number of points of Glory equal to their Status rank.

PCs who are able to bring themselves to kill Koe will gain 1 point of Honor.  If they did this despite having become friends with the boy, they gain 2 additional points of Honor.

Due to the failure of the ritual, the PCs do not gain any Glory in this adventure.  

Appendix #1: NPCs

Komai, Sons of Destiny Shugenja 

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 4

	
	

	VOID 3


TN to be Hit: 15

School/Rank: Ronin Shugenja 3 (Affinity Water, Deficiency Fire) 

Honor/Status/Glory/Infamy: 0.3/na/1.0/1.0

Skills: Athletics 1, Calligraphy 2, Commerce 2, Courtier 1, Deceit (Lying) 4, Defense 2, Etiquette 1, Investigation 2, Knives 1, Lore (Sons of Destiny) 2, Lore (Law) 1, Lore (Shugenja) 2, Meditation 2, Spears 2, Spellcraft 3, Stealth 2, Theology 2, Underworld 2.

Spells: Sense, Commune, Summon, (Air 1) By the Light of Lady Moon, Quiescence of Air, Yari of Air, (Air 2) The Eyes Shall Not See, (Water 1) Path to Inner Peace, Reversal of Fortunes, Sympathetic Energies, (Earth 1) Earth’s Stagnation, Grasp of Earth, (Fire 1) Burst.

Advantages/Disadvantages: Allies (Sons of Destiny), Innate Abilities (The Eyes Shall Not See, Earth’s Stagnation, Yari of Air)/Social Disadvantage (ronin), Dark Secret (Son of Destiny).

Equipment: Commoner clothing, sandals, traveling pack, scroll satchel, knife, 1 koku in coins. 

Heimin Sons of Destiny

	FIRE 1
	  AIR 1

	Agility 2


	Reflexes 3

	EARTH 2
	WATER 1 

	
	Strength 2

	VOID 1


TN to be Hit: 15


School/Rank: None (Insight rank 1)

Honor/Status/Glory/Infamy: 0/0/0/-3

Skills: Athletics 1, Craft (various) 1, Defense 2, Etiquette 1, Investigation 1, Jiujutsu 1, Kenjutsu 2, Knives 2, Lore (Sons of Destiny) 1, Peasant Weapons 2, Staves 2, Stealth 1, Underworld 2.

Advantages/Disadvantages: Allies (Sons of Destiny)/Dark Secret (Sons of Destiny), Social Disadvantage (heimin).  .  
Equipment: Ronin clothing, sandals, katana, knife, 1 bu in coins. 

Ronin  Sons of Destiny

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2
	WATER 2 

	
	Strength 3

	VOID 2


TN to be Hit: 18


School/Rank: Ronin Warrior 1


Rank One: When the declared target of an attack, gains one additional rolled and kept die to attack or damage rolls against that opponent each round.  (Must be declared at beginning of round, and may be switched on subsequent rounds.)

Honor/Status/Glory/Infamy: 0.3/0/2.0/1.0

Skills: Athletics 2, Commerce 1, Deceit (Lying, Intimidation) 3, Defense 3, Etiquette 1, Games (Gambling) 2, Kenjutsu 2, Lore (Law) 1, Lore (Sons of Destiny) 2, Peasant Weapons 2, Sleight of Hand 2, Stealth 2, Storytelling (Oratory) 2, Underworld 2.

Mastery Abilities: Add ranks in Defense to TN to be Hit.

Advantages/Disadvantages: Allies (Sons of Destiny)/Dark Secret (Sons of Destiny), Social Disadvantage (ronin).
Equipment: Ronin clothing, sandals, daisho set, traveling pack, 4 bu in coins. 

Phoenix Sons of Destiny

	FIRE 2
	  AIR 3

	Agility 3


	Reflexes 4

	EARTH 3 
	WATER 2 

	
	Strength 3

	VOID 3


TN to be Hit: 23


School/Rank: Shiba Bushi 1


Rank One: When declaring posture for the round, may choose to add Void ring to either TN to be Hit, attack roll totals, or damage roll totals until next round.  May spend as many Void points as desired on any action.

Honor/Status/Glory/Infamy: 2.5/1.0/1.0/1.0

Skills: Athletics 2, Courtier 1, Defense 3, Etiquette 1, Hunting 2, Investigation 2, Kenjutsu 3, Kyujutsu 2, Lore (Law) 1, Lore (History) 1, Lore (Sons of Destiny) 2, Meditation (Void Recovery) 2, Spears 1, Stealth 2, Theology 2. 

Mastery Abilities: Add Defense Skill Rank to TN to be Hit.

Advantages/Disadvantages: None
Equipment: Ronin clothing, sandals, daisho set, traveling pack, 2 koku in coins.  

Koe, Innocent Boy and Tamashii, Age 10

	FIRE 1
	  AIR 2

	Intelligence 2


	Awareness 3

	EARTH 2
	WATER 1 

	
	Perception 2

	VOID 4


TN to be Hit: 10


School/Rank: Monk 1

Honor/Status/Glory: 4.5/0/2.0

Skills: Athletics 1, Artisan 2, Investigation 2, Jiujutsu 1, Lore (Heraldry) 2, Lore (History) 2, Meditation 4, Peasant Weapons 1, Theology 5.
Advantages/Disadvantages: Irreproachable, Tamashii 
Equipment: Monk’s robes, sandals.

Asako Wasureru, Courtier and Son of Destiny

A man in his early forties with a drooping moustache and an absent-minded air, often coming across as forgetful and slightly foolish.  In actuality, he is a fanatic followed of the Sons of Destiny, and is here to try to assist their plan to kidnap Koe.   

	FIRE 2
	  AIR 2

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 3


TN to be Hit: 10


School/Rank: Asako Courtier 2

Honor/Status/Glory/Infamy: 0.6/2.0/1.5/1.0

Skills: Acting 4, Courtier 3, Deceit (Lying) 4, Defense 1, Etiquette 3, Kenjutsu 1, Knives 2, Lore (History) 3, Lore (Sons of Destiny) 3, Theology 4.

Mastery Abilities: Add 5 to the TN of any Opposed Social Roll made against him.  

Advantages/Disadvantages: Allies (Sons of Destiny), Apparent Honor (rank 2), 
Equipment: Kimono, sandals, traveling pack, tanto, 3 koku.

Appendix #2: Courtiers

Crab: Yasuki Ibiki.  This vain and effeminate young man prides himself on his slick grooming.  (Unfortunately, the hair oils he uses go rancid quickly, often giving him a slightly nauseating odor in the afternoon/evening.)  He is accompanied by a pair of servants.  

Crane:
Doji Yuki.  This young Doji maiden would be truly beautiful except for the fact that she suffers from mild albinism, giving her very pale skin, naturally white hair, and a reddish tinge to her eyes.  She keeps to the shade and always carries a parasol, as she easily burns.  She is a gentle soul, but also somewhat spoiled and easily upset by the demands of travel.  Her servants are often kept quite busy attending to her plaintive demands.   

Dragon: Kitsuki Majime.  A middle-aged man, contemplating retirement, assigned to this mission mainly because he is not important enough for anything else.  He spends much of his time speaking with the monks about their life, which he is clearly considering for himself.  He spends his evenings in meditation and generally avoids the arguments and quarrels of the other courtiers.  A single aged servant accompanies him.  

Fox: Kitsune Omosa.  A portly man in his early thirties, with the look of someone who was physically fit but has run to fat.  His left leg is twisted and weak, the result of an accident some years ago, and he walks with the aid of a cane.  He enjoys the simple life of the Fox lands and is eager to return as soon as possible.  Nevertheless, of all the courtiers here he is the most interested in the success of the Abbot’s ritual, since he recognizes what a great triumph it would be.  He has one servant.

Lion: Kitsu Hakucho.  A very traditional and honorable Lion, but with the delicate facial features and gray eyes of a Crane.  Kakucho’s mother was a Crane, a peacemaking marriage arranged in the aftermath of the War of Bleeding Flowers, but as a true Lion she feels vaguely ashamed of her looks.  She is intensely proud of her status as a member of the Lion Clan, and often speaks at interminable length on their past victories and triumphs.  She has two serving maids.  

Monkey: Toku Irui.  A plain but very well-dressed woman in her early twenties, with a personality that can only be called “vapid.” Irui is a clotheshorse, accompanied by a half-dozen servants carrying a vast array of baggage (mainly garments).  She has a wearisome fascination with all things related to fashion, and will engage in endless hours of conversation on the latest trends in court kimono, the subtle art of tying the obi, and so forth.  
Imperial: Miya Senko.  Miya Senko is a young man just three years past Gempukku, but has already seen much of the Empire in his role as an Imperial herald and courier.  He has been sent to witness the Abbot’s attempted ritual on behalf of the Imperial throne, and having visited Golden Sun Plain before, is quite hopeful that the Abbot might be able to succeed.  He is proud to have been selected for such a mission, and truly looks up to monks as holy men.  Alone among the courtiers, he will spend time speaking with the Abbot, seeking wisdom and enlightenment.  He also has an affection for children and will often entertain them with stories or with small feats of legerdemain (pulling coins from their ears, etc).  

Compassion
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