The Jade Tournament

Opening Scene: The Training Ground for the Emerald Champion’s troops.  The field has been covered with silk pavilions for the tournament, offering shade and shelter to the contestants.  The PCs and the various NPC contestants are gathered together on the field, where they enjoy a chance to circulate and role-play before the contest begins.  Besides the PCs, the following other contestants are here to vie for the Jade Championship:

Kuni Nakiro, a young scholarly shugenja from the Crab Clan.  Nakiro has been studying in the Phoenix lands for the last two years, enabling him to attend the Jade Championship at a time when most of the other Kuni are embroiled in their civil war.  Courteous and efficient, Nakiro is in many ways the opposite of the “Kuni cliché,” but is also a loyal follower of Kuni Yori and will try to defend Yori against the “slanders” made against him.

Asahina Tsuki, a very young woman (16), Tsuki is an apprentice to Asahina Tamako, her family daimyo.  Tsuki is shy, retiring, and not particularly pretty, although she does dye her hair the obligatory Crane white.  She is actually of Adopted Blood, having been elevated from the peasantry when Tamako noticed her gifts.  She does her best to leave her peasant breeding behind, but perceptive PCs may notice the occasional small error of etiquette, and the rough skin of her face and hands.  Tsuki dislikes arrogance and will express quiet disapproval of samurai who display that flaw.    

Agasha Hisojo, an amiable young Dragon magistrate.  He is obviously of Crane ancestry, with white hair and gray eyes.  (He was adopted into the Agasha family, and is one of the minority of the family who have remained in their lands while the rest are “guesting” in Unicorn territory.)  He has been trained by both the Agasha and the Kitsuki, and little escapes his sharp eyes and clever mind.  Agasha Tamori hand-picked him to represent the “true Agasha” in this contest, and Hisojo will do his best to live up to that honor.  He will be polite to non-loyal Agasha but makes it clear that he considers their actions a violation of honor.  

Agasha Yumire, a tall and athletic woman who shaves her head like a monk, revealing the tattoo of a Dragon which coils across the right side of her neck and skull.  The PCs may suppose her to be an Ise Zume, but she is actually a shugenja whose grandfather was one of those mysterious monks.  Yumire is a member of Gennai’s “anti-war” faction, and is full of Shintaoist quotes and unexplained mannerisms.  She is also quite athletic, just as capable in the jiujutsu ring as with magic.  Yumire hates Scorpions, due to her brother Agasha Sukito having been dishonored and forced to commit seppuku by the late Bayushi Itamaki.    

Agasha Gennai, a thirty-something man with a shaved head.  Gennai is a high-ranking daimyo and the leader of the Agasha family dissidents, currently “guesting” in the Unicorn lands until the Dragon-Phoenix war is over.  He is bitterly opposed to Mirumoto Yukihera, the current leader of the Dragon, and also deeply disappointed in daimyo Agasha Tamori’s slavish obedience to Yukihera.  There will be visible and bitter tension and enmity between Gennai and Tamori throughout the tournament.

Ryosei, daimyo of the Fox Clan, an intense young woman with a white streak in her hair.  Freed from her unwilling betrothal to Yoritomo of the Mantis, and freed also from the need to hunt down the now-dead Walking Horror of Fu Leng, Ryosei is determined to reassert her status as an independent daimyo by competing in the tournament.  She does not trust any of the Great Clans to fairly and honestly administer the office of Jade Champion.    

Kitsu Okura, a man in his late twenties, with long hair (dyed gold) and a moustache and goatee.  Okura is an earnest, serious man, but has a feel of dangerous ambition about him.  He is fascinated by maho and his knowledge of it is formidable, although he will insist that he studies it only in order to be able to root out and destroy it.

Isawa Imoko, a slim, small young woman of almost ethereal beauty and delicacy.  Imoko is an apprentice to the Master of Air, Isawa Uona.  She is charming and friendly, and shows especial interest in attractive male PCs – she is compulsively lecherous, a flaw which has nearly destroyed her honor and reputation more than once.   Here, however, with the stakes so high, she will manage to keep her desires under control until after the tournament is over.    

Isawa Nobuyoshi, an intense, driven, somewhat temperamental Inquisitor.  Nobuyoshi is a hard-eyed man in his early twenties, suspicious and slightly paranoid, with a tendency to leap to conclusions.  He is obsessed with hunting down and destroying the Dark Oracle of Air – who used to be his brother, Isawa Gidayu.   He will speak of this only with PCs who have played Legacy of the Dark One or who have encountered the Dark Oracle of Air in some other adventure.  Nobuyoshi distrusts the Asako family (he knows they are keeping secrets from the rest of the Phoenix), and is appalled at the rumors that the Kuni may have betrayed their trust by helping the Crab ally with the Shadowlands, but otherwise has no opinions on other families and Clans.  

Isawa Tanaka, a square-faced, stocky man in his early thirties, with dark eyes that burn with inner power.  Tanaka is an Acolyte of Fire, one of the favored apprentices of Isawa Tsuke, the Master of Fire.  He tends to be somewhat arrogant and to behave in a superior fashion to any non-Phoenix shugenja, especially those who do not follow his favored element.  He largely ignores non-shugenja, viewing them as good for little more than protecting their “betters.”  Tanaka does, however, have an unpleasant secret – he was once close friends with a fellow Phoenix, Isawa Gonto, who proved to be a secret maho-tsukai.  PCs who played the adventure A Chance Meeting may have been involved in unmasking Gonto – Tanaka will be hostile to these PCs, although he will never reveal his reasons.

Isawa Osugi, a charming young woman from a minor family never before noted for its talents with the elements.  Osugi is a Void shugenja, but her own magical talents bloomed later than normal and are not known for being particularly powerful, and many are surprised she is even here.  In actuality, Osugi is a Kolat, and is here to obstruct Agasha Hisojo and ensure the Jade Champion is someone the Kolat can control… preferably a Phoenix.  

Soshi Bantaro, the daimyo of the Soshi family, is a thin, almost emaciated- looking man in his late thirties.  His mask is a dark red in color, mimicking a splatter of blood upon his face, and his lips quirk in a sly, unnerving smile.  His head seems too large for his thin neck, and he wears a long, stringy, greasy-looking moustache.  Bantaro is arrogant and overconfident, dismissive of others, and easily insulted.  He will not take well to being thwarted in his ambition to claim the Jade Championship.

Soshi Taushi, an elegant young Scorpion shugenja who rides a Unicorn horse (a gift from their Clan for past assistance with some courtly difficulties).  He is a minor daimyo himself, and an assistant to Soshi Bantaro.  He is here to obstruct others in the tournament, not to win it himself, and will not hesitate to exploit any weaknesses, dark secrets, obligations, or other problems that any of the PCs might labor under.  

Yogo Aika, an elegant but plain-featured woman dressed modestly but with great care.  Aika is a cold-hearted, ruthless Scorpion, the very ideal of their Clan, who thinks nothing of exploiting friendship, bushido, or love in the service of the Scorpion.  She is here on behalf of her daimyo Yogo Junzo, who does not trust Soshi Bantaro to be able to win the tournament.  

Iuchi Karasu, a tormented man whose skin was stripped from his body by Moto Tsume.  Karasu wears neck-to-floor robes and a featureless wooden mask which completely covers his face; only his horribly scarred hands show his injuries.  He speaks in a blood-chilling, raspy whisper.  Karasu knows more about the Shadowlands than almost any other man alive, and with the Crab now betraying their oaths to protect the Empire, Karasu sees himself as the only hope to withstand the rising might of Fu Leng.   

Horiuchi Shoan, the sole member of the new Horiuchi family, this gentle and delicate shugenja-ko will hold herself apart from the others here.  She is both serene and innocent in her manner, but shows an occasional disapproving frown toward those who seem to place power ahead of honor or duty.  Additional information on Shoan can be found in Way of the Unicorn.    

Heichi Chokai, a small ronin scholar who carries a broken sword and claims to be the last living descendant of the Boar Clan.  Apart from any PCs, Chokai is the only ronin shugenja to compete in the Jade Tournament.   

The Tournament Begins

Eventually, they are addressed by Isawa Kaede, the Emperor’s betrothed.  

“In the name of the Divine Hantei, I bid you welcome to the Jade Tournament.  The duties of the Jade Champion are many, and include not only the hunting and extermination of mahe-tsukai, but also enforcing the Emperor’s laws against those who might abuse their gifts with the spirits.  These duties can tax not only the Champion’s magical skills, but also his knowledge of the law, his skills in the courts, and his – or her – wisdom and judgment.”

“To ensure the fairness of this contest, it was decided that it would be judged by representatives from each of the seven Great Clans.  Asahina Tamako of the Crane, Agasha Tamori of the Dragon, Yogo Junzo of the Scorpion, Iuchi Daiyu of the Unicorn, Kuni Yori of the Crab, Kitsu Toju of the Lion, and my kinswoman Isawa Uona of the Phoenix were chosen as judges.  However… recent events have become an obstruction to this harmonious plan.  The recent… strife… in the Crab and Unicorn Clans has prevented their representatives from attending, and the tragedy which has just afflicted the Scorpion Clan has forced Yogo Junzo-sama to return home immediately.”

“To ensure that the proper number of judges are supplied to the tournament, the Emperor has ordered that substitutes be found.  The honorable Moshi Wakiza,” she bows to a beautiful young woman standing to one side, “of the Centipede Clan has consented to take the place of Yogo Junzo-san, while Iuchi Daiyu’s place has been offered to my brother Isawa Tomo.  Kuni Yori has sent us several messages proclaiming his intent of attending the contest… but since he has still not arrived, I have agreed to take his place as the final judge of the contest.”

Contest One: History of the Jade Champion

This contest is administered by Kitsu Toju, a quiet, scholarly older man with a thoughtful expression.  “The Jade Champion is an office with a long and honorable history, although with centuries of peace and tranquility it has been allowed to lapse.  One who would take up the mantle of the Jade Champion must be aware of its past.”  Servants bring out scrolls and writing kits.  “I ask that each of you compose an essay upon the past history of the Jade Champion.”

The roll here is either History/Intelligence (Lore: Shugenja/Intelligence may be substituted at a –5 penalty to the die-roll).  PCs may improve the judging of their composition by writing with skill and beauty (Calligraphy/Agility at TN 20 to get a +5 bonus on their main roll.)  A PC who does something creative, such as presenting their essay in poetry, gets another +5 bonus.   

High roll earns 2 points, second-highest 1 point.  

Challenge Two: Intentions 

This contest is administered by Asahina Tamako, an older man with a long white goatee.  He is thin and pale, and looks a little wobbly on his feet, but his voice is clear and placid.  “The Jade Champion is an important office with many responsibilities, including the enforcement of the Emperor’s laws against maho and against the abuse of magic.  I ask each of you to offer a speech explaining the purpose, duties, and mission of the Jade Champion, and how you would fulfill those duties.”  

This is a roll of Oratory/Awareness, but PCs can use Sincerity, Manipulation, Rhetoric, or Conversation as related skills (no explosions, and –10 to the total roll).  PCs who describe their speech get +5 to the roll, and PCs who actually role-play out the speech gain +10 to their roll.  

Highest roll at each table gets 2 points, second-highest gets 1 point. 

Contest Three: Knowledge of Magic

Isawa Tomo steps forward.  He is a placid, smiling young man (early twenties) with a long moustache but a head otherwise shaved completely bald.  “The Jade Champion must be a master of magic, wise in the ways of spirits and kami.  A shugenja must spend many years studying the kami, learning their lore, and studying their habits.  Tell me, then, of the nature and secrets of the spirits.”

To answer Tomo’s questions, the PCs must roll Lore: Shugenja (or Lore: Spirits, Lore: Kamis, etc) with Intelligence.  A PC can substitute Spellcraft as a related skill.  A PC who offers a well role-played verbal response to this contest gets a +5 bonus to the roll. 

The highest roll earns 3 points, the second-highest 2 points, and the third-highest 1 point.  

Contest Four: Knowledge of Maho

Isawa Uona, the Elemental Mistress of Air, steps forward next.  Her long black hair is worn loose, and stirs around her head as though wafted by a breeze – although no such breeze is noticeable.  “The most important duty of the Jade Champion,” she says in a light, calm voice, “is to enforce the Empire’s laws against maho, the foul magic which perverts the spirits and serves the Taint of He Who is Not to be Named.  But to enforce such laws, you must know what it is that you hunt.  I ask you, then, to describe the foul ways of maho, how it may be recognized and exposed, and what methods are best used against its criminal practitioners.”

The roll here is Lore: Maho/Intelligence, or Lore: Shadowlands/Intelligence with a –5 penalty.   A PC who role-plays well gets +5 on the roll.  

The highest roll earns 3 points, the next-highest 2 points, and the third-highest 1 point. 

Contest Five: Summoning  

Agasha Tamori addresses the PCs.  He is a short, intense man with wild, tousled hair.  He pauses before speaking to direct an angry glare at any Agasha who are part of the “pacifist” faction (Gennai, Yumire, etc).  “The Jade Champion is a shugenja, and as such, must show the power and learning to command the Elements.  If you cannot master the Elements, you can hardly be expected to defend the Empire from those who would mis-use them.  This contest will measure your ability to call upon the Elements.”

The PCs must cast Summon for each of the four Elements, with as many Raises as possible.  The PCs with the highest number of Raises earn 2 points each.  The second-highest total earns 1 point each. 

After the fifth contest, the contestants are allowed a pause to meditate and refresh themselves (they can make one meditation attempt).

Contest Six: Power 

Moshi Wakiza steps forward to address the contestants.  She is a slim young woman dressed in a long, flowing kimono.  “The Jade Champion must be prepared to face the enemies of the Empire,” she says quietly, forcing the contestants to strain to hear her words.  “To defeat those who mis-use magic and succumb to the temptations of maho, the Champion must be able to smite them down with the mighty power of the kamis.  This contest will measure your ability to call upon such power.”

Each PC must cast a combat spell (something that can either cause damage or plausibly disable an opponent) with the maximum possible number of Raises.  Extra Raises from Void Points do not count for this contest – it is a measure of raw spellcasting power.  

The shugenja who get the greatest number of Raises are awarded 2 points each.  The second-highest totals are awarded 1 point each. 

Contest Seven: Challenges

Isawa Kaede stands before the PCs once more.  “You have shown both knowledge and magical potential.  Now we must see how you can use these talents to solve actual problems.  Each of you will be presented with a series of tests and puzzles, which you must solve purely through magic.  Both power and intelligence will be needed to solve these tests.”  

All of the judges administer this contest, taking each of the contestants separately to face their challenges.

The contestants are each presented with a series of puzzles and obstacles which they must solve using only their magic.  Each puzzle which they successfully solve is worth 1 point.  The PCs should be run through these puzzles individually to prevent them from copying each others’ ideas.

· Challenge One: A Locked Chest.  The PC must correctly identify what is inside the chest (a gaijin lantern, a scroll, and a tanto).  This could be done by scrying, by Communing to ask the spirits what is in the chest, by using magic to break the lock or open a hole in the chest, etc.

· Challenge Two: Carrying the Burden.  The PC must move a heavy block of wood (fifty pounds) from one end of the contest area to the other (a distance of 100 feet), in the process crossing a 4-foot-high wooden wall.  This can be accomplished by floating the block, summoning a spirit to carry it, or even turning it into air or ashes to be carried to the breeze.  

· Challenge Three: Soothing the Beast.  A horse is sent into a panicked gallop across a field.  The PC has three rounds to calm and stop the horse before it leaves the field.  This could be done with spells which communicate with animals (Nature’s Touch), or by using magic to restrain or weaken the horse.  

· Challenge Four: Walking on the Tower.  The PC must find a way to walk on the top of a one-story wooden tower.  The PC’s feet must be resting on the ground (either directly, or indirectly by touching something resting on the ground) at all times.  Several stone blocks of varying size are stacked around the tower, along with four long wooden posts.  Possible solutions could include using magic to move the blocks into place as steps, burning the wooden posts holding up the top of the tower, removing the earth beneath it so that it falls to ground level, etc.

· Challenge Five: Recover a Treasure.  The PC is presented with a jumbled pile of timbers, rocks, and tiles, as though a house has collapsed.  Buried at the bottom of the pile is a fragile painted tea-pot, a valuable and unique artistic creation.  The PC must get the tea-pot out from under the wreckage without damaging it.  This could be done by using Air magic or a summoned spirit to carefully remove the wreckage, using Know the Ground or Transmute to evaporate the wreckage, creating a tunnel beneath the wreckage to approach the teapot, etc.       

Finals: Shugenja Dueling

The top sixteen finalists will advance to Shugenja Duels.  To determine which PCs advance to the finals, compare their point totals to those of the NPC contestants.  Ties are broken in favor of PCs.

Kuni Nakiro: 11

Asahina Tsuki: 13

Agasha Hisojo: 15

Agasha Yumire: 12

Agasha Gennai: 16

Ryosei: 11

Kitsu Okura: 16

Isawa Imoko: 12

Isawa Nobuyoshi: 10

Isawa Tanaka: 15

Isawa Osugi: 13

Soshi Bantaro: 16

Soshi Taushi: 13

Yogo Aika: 14

Iuchi Karasu: 17

Horiuchi Shoan: 10

Heichi Chokai: 14

All contestants have Force of Will cast upon them, using the Water spells Silent Waters and Sympathetic Energies.  The spell will trigger any time a contestant is in danger of death.  In addition, all contestants will be fully healed between each round of dueling.  There will be ONE chance to meditate between each round of duels.

The final winner is declared as Jade Champion.  

Isawa Kaede bows, offering her congratulations, before leading you to the reviewing stand where the Emperor has watched the progress of the tournament.  The Son of Heaven holds out his slim hand in benediction, offering his approval of your success.  Polite but enthusiastic applause sounds across the field as the gathered shugenja of the Empire hail your success.   

NPC Stats

Stats shown are those relevant for shugenja dueling (rings, school rank, advantages/ disadvantages)

Kuni Nakiro

	FIRE 3
	  AIR 2

	
	

	EARTH 4
	WATER 3 

	
	

	VOID 3


School/Rank: Kuni Shugenja 2

Honor/Glory: 2.2/2.4

Advantages/Disadvantages: Clear Thinker, Strength of the Earth (rank 2)/Dark Secret
Asahina Tsuki  

	FIRE 3
	  AIR 4

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 2


School/Rank: Asahina Shugenja 3 

Honor/Glory: 3.7/1.4

Advantages/Disadvantages: Aligned to the Elements (Air), Great Potential (Air), Sensei (Asahina Tamako)/Adopted Blood, Social Disadvantage (former heimin)
Agasha Hisojo

	FIRE 4
	  AIR 3

	Intelligence 5


	Awareness 5

	EARTH 2
	WATER 3 

	Willpower 4
	Perception 5

	VOID 3


School/Rank: Agasha Shugenja 4

Honor/Glory: 2.3/3.6

Advantages/Disadvantages: Clear Thinker, Irreproachable, Read Lips, Servant (eta), Ocean Tattoo/Adopted Blood, Fascination (mysteries), Meddler
Agasha Yumire

	FIRE 3
	  AIR 3

	Agility 4


	Awareness 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


School/Rank: Agasha Shugenja 3 

Honor/Glory: 1.8/3.2

Advantages/Disadvantages: Heart of Vengeance (Scorpion Clan), Strength of the Earth (rank 2), Tattoo (Dragon)/Driven (to avenge her brother). 
Agasha Gennai

	FIRE 5
	  AIR 3

	
	

	EARTH 2
	WATER 2 

	Willpower 3
	

	VOID 3


School/Rank: Agasha Shugenja 4

Honor/Glory: 3.8/5.6

Advantages/Disadvantages: Allies (Unicorn Clan), Social Position (daimyo)/Ascetic, Pacifist
Ryosei

	FIRE 3
	  AIR 2

	Agility 4


	

	EARTH 4
	WATER 3 

	
	

	VOID 3


School/Rank: Kitsune Shugenja 3

Honor/Glory: 3/5.2

Advantages/Disadvantages: Ally (Tsuruchi), Ancestors: Osusuki and Akomachi, Crafty, Quick, Heart of Vengeance (Hare Clan), Way of the Land (southern Rokugan)/Kitsune Taboo (must follow word of honor).
Kitsu Okura

	FIRE 
	  AIR 

	
	

	EARTH 
	WATER  

	
	

	VOID 2


School/Rank: Kitsu sodan-senzo 4

Honor/Glory: 3.7/4.3

Advantages/Disadvantages: Ancestor (Kitsu Taiko), Balance/Driven (to gain power)
Soshi Bantaro, daimyo of the Soshi family

	FIRE 1
	  AIR 5

	
	

	EARTH 2
	WATER 3 

	
	Perception 4

	VOID 3


School/Rank: Soshi Shugenja 3

Honor/Glory: 0.5/7.4

Advantages/Disadvantages: Higher Purpose (ambition), Shadow Brand/Bad Reputation (overconfident), Brash, Dark Secret (murdered his father), Weakness (Fire).
Yogo Aika

	FIRE 3
	  AIR 4

	Intelligence 4


	Awareness 5

	EARTH 3
	WATER 3 

	Willpower 4
	Perception 4

	VOID 3


School/Rank: Yogo shugenja 4

Honor/Glory: 0.7/2.4

Advantages/Disadvantages: Apparent Honor (1), Innate Abilities (Know the Shadows, Forget, Wind-Born Slumbers), Quick/Bad Reputation (Can’t Find a Husband)

Soshi Taushi

	FIRE 3
	  AIR 5

	Intelligence 4


	

	EARTH 2
	WATER 3 

	Willpower 4
	Perception 5

	VOID 3


School/Rank: Soshi shugenja 3

Honor/Glory: 0.6/4.8

Advantages/Disadvantages: Heartless, Innate Ability (Secrets on the Wind), Social Position (assistant to Soshi Bantaro), Unicorn Steed / Dependent (Bayushi Mitsumi)
Isawa Nobuyoshi 

	FIRE 3
	  AIR 3

	
	

	EARTH 4
	WATER 3 

	
	Perception 4

	VOID 4


School/Rank: Isawa Shugenja (Earth) 4 

Honor/Glory: 4.3/4.5

Advantages/Disadvantages: Absolute Direction, Clear Thinker, Read Lips/Bad Reputation (hostile to the Asako family), Driven (to hunt down Isawa Gidayu). 

Isawa Imoko

	FIRE 3
	  AIR 5

	
	

	EARTH 2
	WATER 3 

	
	

	VOID 3


School/Rank: Isawa Air Tensai 3

Honor/Glory: 1.8/2.4

Advantages/Disadvantages: Dangerous Beauty, Sensei (Isawa Uona, Mistress of Air)/Compulsion (men), Unluck (rank 1).
Isawa Tanaka

	FIRE 5
	  AIR 3

	
	

	EARTH 2
	WATER 2 

	Stamina 3
	

	VOID 3


School/Rank: Isawa Shugenja (fire) 3

Honor/Glory: 2.3/3.5

Advantages/Disadvantages: Innate Abilities (all his Fire spells), Sensei (Isawa Tsuke)/Bad Reputation (arrogant), Dark Secret (was friends with Isawa Gonto) 
Isawa Osugi

	FIRE 2
	  AIR 3

	
	

	EARTH 2
	WATER 3 

	
	

	VOID 4


School/Rank: Isawa Ishiken 2

Honor/Glory: 3.2/2.3

Advantages/Disadvantages: Great Potential (Void), Magic Resistance (6 points), Ishiken-do/Soft Hearted, Dark Secret (Kolat)
Horiuchi Shoan  

	FIRE 3
	  AIR 3

	
	

	EARTH 2
	WATER 4 

	Willpower 3
	

	VOID 3


School/Rank: Iuchi Shugenja 3 

Honor/Glory: 2.9/7.0

Advantages/Disadvantages: Clear Thinker, Social Position (Horiuchi “daimyo”), 
Iuchi Karasu

	FIRE 3
	  AIR 2

	
	

	EARTH 4
	WATER 3 

	
	

	VOID 3


School/Rank: Iuchi Shugenja 3

Honor/Glory: 2.2/6.5

Advantages/Disadvantages: Ally (Kuni Yori)/Permanent Wound, Dark Secret
Heichi Chokai

	FIRE 3
	  AIR 2

	Intelligence 4


	Reflexes 3

	EARTH 4
	WATER 3 

	
	

	VOID 3


School/Rank: None (ronin, Insight rank 3) 

Honor/Glory: 2.3/4.7

Advantages/Disadvantages: Inner Gift (guiding visions), Great Destiny/Driven, Small 
