Test of Purity

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

“Ominous Portents,” Episode Two

Round One

by Rob Hobart

At Imperial command, you seek the Shrine of Shinsei and the answer to a vital question. Many trials and opportunities will lie on your path.

Adventure Summary and Background

The Emperor of Rokugan is a deeply troubled man.  His twin eldest sons, the men he counted on to redeem the Empire after his own death, have been killed.  Dark secrets weigh on his shoulders, and he has lost faith in the future of Rokugan.  In the midst of this terrible time, a vision comes to him, a vision offering the possibility of hope for the future.  The shugenja at the palace offer various interpretations of the vision, but the Emperor is unwilling to trust their wisdom, and presents his vision to the citizens of the Empire, praying that someone can offer him hope.

That someone is the PCs.  Visiting the capital to attend the funeral of the Emperor’s sons, they are able to hear the public address in which the Emperor describes his vision, and can potentially offer the correct interpretation.  If they do, the Emperor will dispatch them on a quest to fulfill the vision – first to seek an oracle, and then ultimately to seek his father at the Shrine of Shinsei.  

Introduction

At the start of the adventure, the PCs are at the Imperial city of Toshi Ranbo, where they have recently attended the funeral of the Emperor’s twin sons, Hatsu and Kobashi.

The Imperial City

Toshi Ranbo, once a minor castle quarreled over by the Lion and Crane, is in the year 1501 of the Imperial Calendar the largest city in the Empire, a sprawling metropolis of almost 20,000 residents.  At the center of the city, close to the Drowned Merchant River, lies the Imperial Palace itself, a massive walled compound.  Immediately outside of the Imperial Palace is the Old City, built on the lands of the original city of Toshi Ranbo.  The castle which traded hands between Lion and Crane so many times is now renamed Shiro Okite, the Castle of Law, and houses the offices of the Emerald Champion, along with the Imperial Guard who protect the city.  Other buildings include the residences of the Imperial families, garrison barracks, the Imperial libraries, and other such facilities.  

Outside the walls of the Old City is the New City, a sprawling expanse of urban territory which is home to most of the population.  The most prestigious part of the New City is the Noble District, located close to the walls of the Old City – here can be found the embassies of the various Clans, as well as the private homes of many wealthy and influential samurai.  Close by the Noble District is a separate walled compound with guards posted at its single gate – the Foreign Zone, where the ambassadors from the Thrane, Senpet, and Ivory Kingdoms stay with their staffs.

News of an Imperial Speech

A few days after the funeral, before the PCs are ready to return home to their lords, an announcement is circulated through the city: the Emperor will address the populace in two days, at midday, in the great square of the Old City. All are called to hear the words of the Son of Heaven. 

As midday of the appointed day approaches, thousands of people flow through the mighty gates of the Old City and into the great central square.  On one side is Shiro Okite, the Castle of Law, where the Emerald Champion and his servants reside.  On the other side is the Imperial Palace itself, ten stories of splendor and magnificence, its gold-plated tiles blazing in the late-summer heat.  The PCs are fortunate enough to find a good location to await  the address – the statue of Toturi II, Toturi Tsudao, which stands near the middle of the square and has a fountain on its front facing.  The mist of water from the fountain is welcome in the heavy heat.

Each of the PCs arrives at the fountain with one of the following rumors, assigned randomly, which should encourage them to talk and socialize with each other.

· The heat wave which has afflicted the Empire for the last several months has seriously damaged this year’s crops.  Several Clans are believed to be in danger of famine, including the Unicorn, Dragon, and Crab.

· Construction has begun on the Great Roads to expand trade throughout the Empire.  However, the Scorpion and Lion Clans are quarreling over which of them will be responsible for re-opening Beiden Pass for the southern road. 

· The Phoenix have publicly announced their intention of helping the Hare Clan to found its own shugenja school.  This has drawn protests from the Crab, who claim they had already made their own commitment to help the Hare, and apparently regard the Phoenix as meddling in their backyard.

· There is a rumor that one of the vassal families within the Scorpion  wishes to break away from the Clan.  The Scorpion are firmly denying this, of course.

· It has been definitely confirmed that the Crab are hosting a Twenty Goblin Winter, despite their relatively low casualties since the last one five years ago.  The Crane are openly criticizing the Crab for engaging in an “unneeded buildup” and allowing “riff-raff” into their Clan.

· There is a growing uncertainty in the Dragon Clan, due to the advancing age of Mirumoto family daimyo Mirumoto Jinzaki.  He has no children or close relatives, and is already past the normal age of retirement, raising the possibility of a succession crisis.

The GM should encourage the PCs to share their rumors and socialize for a time before moving on to Part One.

Part One: The Emperor’s Announcement

The murmuring of the crowd falls silent as a figure in Imperial colors appears on a balcony halfway up the side of the Imperial Palace.  From here, you can see a thin man with a bald head, and when his voice echoes across the square, your suspicions are confirmed: this is Miya Shikan, the Imperial Herald.

“People of Rokugan!  The Emperor has had a vision, a message from the Heavens!  Those who can understand this mystery, the favor of the Emperor shall be yours!  Hearken well, for in his vision, the Emperor saw this poem, and the interpretation of its text may hold the key to the Empire’s fate!  Listen well to its words!”

Heaven’s favor lost

Corruption devours one-eye’s heirs

Death’s stench universal

Eldest’s precious wisdom

Returned from another life

A gift beyond price

Wisdom’s hidden lair 

The vision of a descendent

Piercing the enigma

Tangled words deceive

The gifts of Tengoku

Dragon’s holy wisdom

Three Sins’ throne

Reigns triumphant, darkness eternal 

The sun sets on Rokugan

Hope is a spark

Having declaimed the poem, Miya Shikan finishes his speech: “The Emperor calls on the loyal samurai of the Empire to discover the truth behind this vision!  Those who do so, present yourselves at the palace gates to offer your humble wisdom to the Son of Heaven!”  With that, he retreats back into the palace, away from the blazing heat.   

Interpreting the Poem 

Give the PCs Handout #1, which contains the poem.  They are free to study the poem as long as they want, and can try to interpret it on their own, without using skill rolls, if they wish.  

There is, of course, a correct interpretation of the poem, which the PCs should be seeking.  If a PC wishes to use skill rolls to assist with the interpretation, there are three possible skill rolls which can be used for interpreting the poem: Intelligence/Storytelling (Poetry) at TN 20, Intelligence/Divination at TN 25, or Void/Meditation at TN 25.   (Note that a PC needs to be role-playing an appropriate approach to the poem – e.g., a PC seeking to roll with Meditation should be praying, meditating, or otherwise attempting to seek spiritual insight.)   A PC may make one interpretation attempt with each skill.

Some PCs may think of trying to supplement their knowledge by means of library research, for example visiting the libraries of their Clan embassy.  For the most part, scholarly research will not assist greatly in interpreting the poem.  However, there are two exceptions:

· Research into religious matters can assist with interpreting the fourth verse.  A PC who conducts research and rolls Intelligence/Theology at TN 25, or Intelligence with a Lore skill related to the spirit realms at TN 30.  A success awards a Free Raise on interpreting that verse.  

· Research into the general methods of divination, omen interpretation, and other such things over the history of the Empire can assist in interpreting the poem.  This will require a roll of Intelligence/Lore: History at TN 30.  With a success, the PC gains a Free Raise to use on all subsequent rolls to interpret the poem. 

Each interpretation roll may be made once by each PC for each verse of the poem.  The information the PCs can learn from their interpretations is as follows:

First Verse, one successful roll: This obviously is a prophetic warning of a terrible disaster facing the Empire. 

First Verse, two or more successful rolls: The mention of “Heaven’s favor lost” implies the possible destruction of the Toturi dynasty, or – perhaps worse – that the dynasty might lose the favor of Heaven.   

Second Verse, one successful roll: Advice is available from some sort of “elder” which might help to avert this disaster.

Second Verse, two or more successful rolls: The “elder” is someone who has left one life for another.

After making the secondary interpretation, the PCs can roll Intelligence/Lore: History at TN 15 to recall that the Emperor’s father, Toturi XI, retired and joined the Brotherhood of Shinsei twenty years ago.

Third Verse, one successful roll: This verse refers to someone different from the previous verse.  It also suggests that the help of this second person is needed to reach the wisdom of the “elder.” 

Third Verse, two or more successful rolls: The “descendent” refers specifically to someone of the Toturi dynasty’s bloodline.  

After making this realization, a roll of Intelligence/Lore: History or Lore: Heraldry at TN 20 will recall that the Emperor’s son Gendo was sent to the Brotherhood a few years ago after suffering strange visions.   

Fourth Verse, one successful roll: This suggests that the assistance of the Heavens will also be needed to avert the looming disaster. 

Fifth Verse, two or more successful rolls: The verse specifically refers to the Oracles of Light, suggesting that their advice will also be needed.

Fifth Verse, one successful roll: This verse returns to the prophecy of doom found in the first verse.

Sixth Verse, two or more successful rolls: The anomalous fourth line, disrupting the pattern of the final verse, reinforces that there is still a chance of averting catastrophe.  

Presumably, the PCs will manage to make enough successful interpretations to decide to take it upon themselves to visit the Imperial Palace.  If they do not, the adventure is effectively over, so the GM should encourage them to keep trying as long as they have chances to do so.   

Part Two: Visiting the Palace

If the PCs decide to offer their interpretation of the poem to the Emperor, they must present themselves at the gates of the Old City.  A considerable line of petitioners, magistrates, guards, and other visitors waits outside the gates, broiling under the hot sun.  It takes almost an entire Rokugani hour (two gaijin hours) for the PCs to finally reach the gate and present their request.  The guards nod and assign an escort to lead the PCs inside.

The PCs pass through a series of courtyards, passageways, and archways, passing beautiful koi ponds and small groups of elegant, gorgeously-attired courtiers.  The PCs are painfully conscious of their own dusty, sweaty condition after waiting for so long under the blazing sunlight.  Finally, they are led into a small interior chamber, offered tea, and left to wait.  Besides the PCs, there are two other people here waiting to offer their interpretations to the Emperor.  About an hour after the PCs arrive, a third would-be interpreter will arrive as well:  

Isawa Joruji: A short, prematurely-balding young man with a broad smile and a taste for pretty women and crude humor (although he restrains such interests in the Imperial Palace).  Unlike many Earth shugenja he is not especially militant, and his magical studies do not focus on dealing with Tainted threats.  The PCs may have met him in the adventure “Bloom of the White Orchid.”  

Joruji does not have the poem fully interpreted, but he has realized that it is referring to the Emperor’s father and to the Oracles.  He is a generous-minded and friendly man, and will discuss these matters with the PCs if they wish to do so.  Joruji is genuinely concerned about the status of the Toturi dynasty and sees the Emperor’s vision as a dangerous warning of trouble ahead – if the PCs seem interested at all, he will express these concerns.  

Kouma: A monk of the Brotherhood of Shinsei, Kouma is also a member of a hidden cult called the Sons of Destiny.  He is a placid and gentle man with a habitual smile, and spends his time meditating while he waits to see the Emperor.  He is actually a fairly young man, in his late twenties, although his shaven head and work-roughened skin makes this difficult to ascertain.

If any PCs speak to Kouma, he normally responds briefly and politely, without losing his smile.  However, if the PCs have Glory of 5.0 or better, he will recognize them and will recall any famous incidents they were involved with – in particular, if they saved the Emperor’s daughter in “Death of Heroes.”  In that case he will bow and express his gratitude at meeting such honorable samurai.  

Kouma will not discuss the poem/prophecy with the PCs or Joruji, stating that he prefers to avoid letting his own interpretation be influenced by others’ words.  

Yoritomo (Komori) Tanzo: This thin, stoop-shouldered older man in Mantis green, with long whiskers and deep-set eyes, arrives after about an hour, and seats himself with a production of creaks, sighs, and groans.  Tanzo wears the Komori “bat” symbol on his right breast and the family’s shugenja-school mon on the left. He is well past the normal age of retirement, speaks with a feathery whisper, and his joints creak as he moves.  

Tanzo is the uncle of the current Komori family daimyo, and is a man eaten up by a life of thwarted ambition – he sees this event as his last chance to gain glory for his name.  He will jealously refuse to confide anything about the prophecy to the others in the room, but if they discuss it with each other, they can roll Raw Perception at TN 20 to notice him covertly trying to overhear their words.  He will deny this if confronted, of course, querellously accusing the PCs of insulting a poor old man who has spent a lifetime serving the Empire.   

Although the PCs do not realize it, Tanzo will play a role in their later quest, so forming good relations with him here will be helpful – and bad relations will force them to make up ground later.

The Meeting

The PCs wait for a total of two Rokugani hours (four gaijin hours).  Isawa Juroji and the monk Kouma will be admitted ahead of the PCs, and are not seen again.  

Finally, a servant arrives and leads the PCs down several more halls and up some stairs to an antechamber guarded by several Seppun bushi.  The Seppun bow to the PCs and ask them to leave their weapons and spell-scrolls here in their care.  (They will ask this even of Imperial PCs, pointing out with the greatest possible courtesy that it is they, not the PCs, who are responsible for protecting the Son of Heaven today.)  Obviously, any PC who refuses to surrender their gear will not be allowed to meet the Emperor.  Furthermore, a PC who deliberately conceals a weapon or scroll while visiting the Emperor loses a number of points of Honor equal to twice their current Honor Rank (minimum of 1-point loss even for Honor 0 characters).  

Once the PCs have been disarmed, they are led to their audience:

The servants open a sliding shoji of beautifully carved wood, and golden sunlight fills your vision as you pass through into a small interior garden.  The garden seems to be located atop one of the wings of the palace, with a high crenellated wall surrounding it on three sides and only the pale blue sky visible beyond.  A fountain in the center of the garden spreads a pleasing cool mist through the air, and you hear the high laughter of a child as you descend a few steps into the garden.  Toturi Chisa, the Emperor’s daughter, runs through the garden, holding out a fan with which she lures a small monkey.  

Sitting beneath a silk awning is the Emperor of Rokugan.  A servant seated next to him waves a large fan, while another pours tea.  Standing silently at the Emperor’s left hand is Miya Shikan, the Imperial Herald, who regards you with something of the expression of a man about to brush a fly from his sleeve.  On the Emperor’s right is the Emerald Champion, Kitsuki Jiro, whose clean narrow face betrays faint hints of boredom.  

The Emperor’s own handsome features are impassive, although drawn and aged, but he gestures with regal poise for you to rise from your bows and seat yourselves.  

The PCs may well be a bit uneasy at speaking with the Son of Heaven.  However, the Emperor will give no sign of any distress or anger – he is wearing his “public face.”  Miya Shikan will likewise show no sign of any previous contacts with the PCs, although it will be fairly clear that he does not approve of the current audience.

Allow the PCs to present their interpretations of the dream.  The key elements here, for advancing the adventure, are the realizations that the dream involves seeking the aid of both the Emperor’s retired father and that of one of his children, most likely his son Gendo.  If the PCs mention one of these things, the Emperor will show some interest, leaning slightly forward and tapping his fan on his chin.  If they mention both, his eyes light up and he snaps his fan open.  

If the PCs only mention one of the two, the Emperor will ask if they discovered anything else.  He will listen with interest to whatever they say (especially anything suggesting the possibility of hope for the future).  If the PCs fail to mention the other “key line,” he will mention that verse himself, and explain that others have interpreted it to mean his father/son.  (The “others” in question are Isawa Joruji for the “father” line, and Kouma for the “son” line.)  “Do you think this seems a likely interpretation?”  The PCs can roll Intelligence/Divination or Intelligence/Storytelling (Poetry) at TN 25 to agree that this is a likely interpretation of the line.

Once both of these interpretations have been established, the Emperor sits back, fanning himself, and gives Kitsuki Jiro and Miya Shikan a brief look that appears almost pleased.  The two officials bow to the Emperor, their own faces carefully expressionless when under his attention.  Toturi XII turns back to the PCs, drums his fingers for a moment, then appears to reach a decision and closes his fan with a snap.  “Your interpretation of this vision seems to me to be correct, samurai-sans… though there are many here in the Imperial Palace who disagree.”  He does not look at Shikan, whose face remains immobile.  “Therefore I have a command for you.  I wish you to seek out the wisdom this vision offers – the wisdom of my son Gendo, and of my father.”  He gestures to his servants, who bring forward paper and ink.  The Emperor writes several lines of kanji on the paper with sloppy, careless brushstrokes, then gestures to Kitsuki Jiro, who stamps it with his seal.  A servant conveys the paper to the PCs – it gives the PCs the blessing of the Emperor, and commands that they be given the cooperation and assistance of all loyal samurai in their quest.  

The Emperor makes a gesture of dismissal.  However, if the PCs humbly ask for his forbearance, they can ask a few questions before they leave:  

· If they ask about his son Gendo, of where they can look for him, the Emperor frowns and stiffens slightly.  He clearly finds the topic an unpleasant one.  “My son… suffered a terrible vision, and his health was badly affected.  It was clear that he could never serve the Empire as a samurai.  The court shugenja judged it would be best to place him in the care of the Brotherhood of Shinsei, where he could live a life of peaceful contemplation.  He was inducted into the Order at the Shintaoist High Temple here in the city.  What has become of him since then… you will have to ask the Brotherhood.”
· If the PCs ask about his father’s retirement and quest, the Emperor plays with his fan for a moment before answering.  “My father did not tell me the reasons for his quest, nor did he say where he would be going to seek the Shrine of Shinsei.  If his wisdom is needed now, I would suspect that is why my vision indicated the need to first find my son, and perhaps the Oracles.”

· If the PCs inquire about the Shrine of Shinsei, the Emperor replies: “After my father departed on his quest, I looked at the maps in the Imperial libraries. Some of the older ones showed the Shrine of Shinsei to be located in the Shinomen Forest, but the more recent ones did not show it at all.  When I inquired about this with my advisors, they told me that the true location of the Shrine is unknown, and some map-makers have simply placed it within the Shinomen to signify this.”  
· If the PCs inquire about the Oracles, the Emperor does not have any information, and suggests they consult with the Brotherhood or possibly the Jade Champion, who is currently here at Shiro Okite.  

Miya Shikan and Kitsuki Jiro will offer the PCs no assistance beyond what the Emperor asks of them, and clearly have little to no interest in this entire matter.   

Seeking Assistance 

Once the PCs complete their audience with the Emperor, they may wish to seek assistance from others in the Imperial Palace, most notably the Jade Champion.  

The various Imperial functionaries, Seppun guards, courtiers, and servants throughout the palace will be very cooperative with the PCs now that they have the Emperor’s blessing.  The PCs can easily learn the basic information that could otherwise be gained from the Emperor: that there is no known location for the Shrine of Shinsei, there is no current knowledge of any Oracles, and the Emperor’s son was sent to the Brotherhood of Shinsei at the Shintaoist Temple here in the capital.  

If the PCs seek additional information on what happened to Gendo, they can roll Awareness/Courtier (Gossip) at TN 25 to ferret out some additional information.  The servants report that one day, in the middle of winter, Gendo suddenly fell down in the bathing chamber and began ranting incoherently.  The palace servants managed to restrain him – they claim he was thrashing around so violently he almost hurt himself – but when a shugenja tried to use the spirits to soothe him, it had no effect.  He spent several weeks in bed and, after he finally emerged again, he seemed debilitated and unhealthy, and was able to talk only with difficulty.  

If the PCs request an audience with the Jade Champion, it will be granted after an hour wait.  (The Emperor’s authority is the only thing that allows the PCs to meet with him at all.)  He meets the PCs in a small upper chamber of Shiro Okite, the Castle of Law. The room is cramped and oppressively hot.  Asako Heishi, the Master of Air and Jade Champion, is a lean, rangy-looking man in shugenja robes, with thin, long-fingered hands and a general air of someone who is infinitely wiser and better-informed than anyone he speaks with.  He believes the Empire is threatened by maho cults which lurk in every corner of the land, and is impatient and dismissive of anyone who disagrees or who thinks that other problems rank higher than maho.  However, despite this, he will cooperate reasonably well with the PCs as long as they respect his status and position.  He can provide the following information:  

· On the subject of Toturi Gendo, Heishi knows little more than the public record – that Gendo joined the Brotherhood after some kind of youthful breakdown.  However, he can identify the Shintaoist Temple as the place where he was sworn into the Brotherhood.

· Regarding the Shrine of Shinsei, Heishi shows little interest.  “The Shrine has never been found, except in legend.  I frankly question whether it exists at all.”

· If the PCs ask about the Oracles, Heishi assumes a lecturing air.  “The messengers of the Celestial Dragons have been little seen in the Empire of late. Which is unfortunate, since their guidance would be most useful to the Elemental Council.  However, I have heard a report recently of a woman in the southern Mantis Isle, the lands of the Komori family, who has suddenly exhibited great magical powers and the gift of prophecy.  It is possible that she may have received the blessing of the Dragons.”

Part Three: Visiting the Temple 

In order to locate the Emperor’s son Gendo, the PCs will most likely start by visiting the Temple of the Shintaoist Order in the Imperial City.  This is likely even if they intend to seek the Oracle on the Mantis isles, since the Temple is here in the city and therefore convenient.

The Temple is a massive six-story pagoda structure, its roof tiles a beautiful red.  Numerous smaller buildings are located to its back and sides.  A line of seven mighty torii arches stand in the open stone courtyard in front of the temple entrance.  Dozens of supplicants pass beneath the arches and climb the steps to the temple entrance, passing within to pay their respects to the Little Teacher.  Humble monks in light-tan or saffron robes pass to and fro, sweeping the courtyard, helping the young or elderly up the steps, or offering drinks of water to those overcome by the heat.  

Once the PCs explain why they are here, the monks will lead them into a back room to speak with the High Priestess of the temple.  This proves to be none other than Mizuko, the leader of the Brotherhood.

An elderly nun, her wrinkled face set in a serene smile, enters the chamber and bows low to you.  She seats herself with surprising ease for someone so old, and pours a cup of tea for each of you.  “How may the Brotherhood of Shinsei assist the servants of the Emperor?”  

Mizuko is a peaceful and gentle woman who left behind a youthful life of violence.  She is gentle and kindly, but possesses a good instinct for politics which has brought her to the leadership of the Brotherhood (even monks have internal political struggles).  She will be quite cooperative once it becomes clear that the PCs are here on behalf of the Toturi dynasty.

Most likely, the PCs will ask about the Emperor’s son, Toturi Gendo, who was enrolled in the Brotherhood at this temple.  “Ah, the Toturi prince who joined our humble Brotherhood.  I was not yet appointed to my post when that happened… my predecessor died of old age, I think a year or two after then.”  She frowns in thought, sipping her tea.  “Of course, you understand, he is not recorded in our ranks as Toturi Gendo.  Those who join the ranks of the Brotherhood, whether they do so while youthful or elderly, give up their old names, and are known to us only by their new identities.  So it will do little good for me to inquire as to where Toturi Gendo might be found.”  

The PCs may follow up on this by asking whether there are any monks who remember the induction and could say what name the prince took.  Mizuko will send for her underlings and make inquiries, but ultimately, the answer is negative.  “It seems the prince did not immediately choose a new name… perhaps he needed time.  He left the city soon afterward, it seems.  Where he went from there…”  She spreads her hands.  “There are a thousand temples, shrines, and monasteries scattered across the Empire.  He could be at any one of them.”  

If the PCs ask about the Emperor’s father, Mizuko’s gaze turns inward.  “I was… young, when that happened, but I was here in the capital, and I remember the celebrations, the ceremonies.  They said it was the first time an Emperor had joined the Brotherhood since the reign of Toturi VI, the Pious.”  She seems lost in reminiscence for a moment before returning to the present.  “The former Emperor supposedly went in search of the Shrine of Shinsei.  I do not know whether he found it.”

The Shrine of Shinsei: Mizuko steeples her fingers and assumes a lecturing air.  “If you have studied these matters, samurai-samas, you will know that the location and existence of the Shrine of Shinsei is one of the great mysteries of the Empire.  There are those who claim to have visited the Shrine, but their tales have never been confirmed, and those who return to the place they claimed to find the Shrine have never found it.  Some say the Shrine moves, placing itself where it is needed, departing when it is not.  Others have said it is found in Yomi, and those who visited it were blessed to pass between the spirit realms and visit there.  Certainly there are myriads who have spent their lives searching for it without success.”

If any PC mentions that some Imperial maps place the Shrine of Shinsei in the Shinomen Forest, she smiles.  “The Shinomen Forest is a great unknown, a mystery beyond our understanding.  What better place for a map-maker to place the Shrine of Shinsei?”

If the PCs ask her what she herself knows, or thinks, she sets her fingertips together.  “I believe the Shrine, in truth, exists not in the world but in our hearts, and the search for it and the search for enlightenment are one and the same.”  

The Oracles: If the PCs ask about the Oracles of Light, Mizuko leans back and sips her tea.  “The five Oracles are the voices of the Elemental Dragons here in Ningen-do. It is said that they can answer one question truthfully to those who seek their counsel.  However, the answers are not always clear.”

If the PCs mention the idea of using the Oracles to locate Toturi Gendo, she will agree that this might work.  (And if none of the PCs think of this at all, she will suggest it if the Oracles have come up at all or if they have shown her the poem.)  If they suggest using the Oracles to locate the Shrine of Shinsei, she will look doubtful.  “Perhaps this could be done, if the Shrine exists.  But I wonder if the Oracles would cooperate in such a thing.  They are extensions of the Dragons’ will, after all, and the Dragons are creatures of mystery.”  

If the PCs specifically ask where the Oracles can be found, Mizuko sits back and thinks for a time.  “I have heard some rumors that an Oracle can be found in Kyuden Isawa, but these are mere rumors, without confirmation.”  Any Phoenix PCs can roll Intelligence/Theology at TN 15 to know this rumor is false.  “However, word did arrive recently from the lands of the Komori family on the Mantis Islands, claiming that a woman there has suddenly exhibited great supernatural powers.  She might have gained the blessing of an Oracle.”  

Help with Interpretation: The PCs may still not have succeeded in interpreting all the verses of the Emperor’s dream-poem.  Mizuko is quite skilled in such matters (she was a poet in her youth) and can correctly interpret any verses which the PCs do not understand.  

Option: Finding the Emperor’s Son Without the Oracle

It is possible that some PCs may try to find some way of locating the Emperor’s son without seeking the aid of the Oracle.  In most cases, this cannot succeed – the Brotherhood deliberately does not keep records of the prior identities of its members.  However, it is possible for an exceptionally pious and enlightened PC to receive some guidance from the Celestial Heavens.

In order for this to happen, the PC must have at least 5 ranks in the skills of Theology and Meditation, and one of the following Advantages: Chosen by the Oracles, Clear Thinker, Friend of the Elements, Great Destiny, or Ishiken-do.  If such a PC chooses to spend time in meditation or prayer, seeking the guidance of the Fortunes, allow that PC to roll Void/Meditation at TN 35.  With a success, the PC receives a vision of a large, grim-looking temple with a Crab symbol over its front gate.  This can be identified as Koten with a roll of Intelligence/Lore: History at TN 25, Lore: Crab at TN 20, or Intelligence/Theology at TN 25.     

Part Four: Seeking the Oracle

If the PCs have done their research, it will most likely be apparent to them that they will need the assistance of an Oracle in order to locate Toturi Gendo (and possibly his grandfather).  They should also know that a woman in the Komori lands has recently been reported as exhibiting the gifts of an Oracle.  If the PCs did not learn this from either the Jade Champion or Mizuko, they can find out in two other ways:

· Ask around about rumors of an Oracle or visionary, and roll Awareness/Courtier (Gossip) at TN 25.  

· A PC might remember the rumor personally by rolling Intelligence/Lore: Shugenja (or a similar Lore skill, such as Lore: Spirits) at TN 25.

Once the PCs know where they are going, they will need to arrange travel to the Mantis isles, and specifically to the Komori islands.  The most efficient way to do this will be to take passage on a riverboat down the Drowned Merchant River to the Three Sides River and from there to the coastline, where they can buy passage on a Mantis vessel to the Komori islands.  The total cost of this trip will be four koku per PC, although PCs with extensive commercial contacts (Daidoji Trading Council, Yasuki courtiers, any PC with five or more Ranks in Commerce, etc) can bargain the price down to two koku per PC with a roll of Awareness/Commerce at TN 20.  By this route, the entire journey takes about two weeks.  

Alternatively, the PCs could choose to travel overland to one of the coastal ports – Otosan Uchi would be the most obvious choice – and get a ship from there.  This will be slightly cheaper – only three koku per PC – but also significantly longer, taking about four weeks total.

Interesting Sights and Events on the Journey

If the PCs take the river route (down the Three Sides River to the coast), they will pass a major construction site: the Lion are building a huge bridge across the river, just north of Shiro Matsu and close to the ancient ruins of Beiden Pass.  This is part of the new project to re-open the Pass and build a Great Road across this part of the Empire.  PCs can notice that, while the bridge is well underway, it appears no work has yet been done on opening the pass itself, at least that can be seen from the river.

Regardless of whether the PCs take the river route or the overland one, they will see abundant evidence of the drought and heat wave afflicting the Empire: lower water-levels on rivers, rice paddies reduced to baking mud, and fields of grain turned prematurely dry and brown by the heat.  Peasants labor slowly and wearily under the blazing sun, and a general air of gloom and exhaustion carpets the land.  

By contrast, the coastal ports of Rokugan are thriving, and Mantis, Crane, and Crab trading vessels crowd every wharf and pier.  Unless the PCs are themselves merchant-types, they will likely find arranging transport an unpleasant and demeaning experience, as boat captains bargain with them for passage fees.   

The Mantis are quite adept at sailing safely between their islands and the mainland of Rokugan, and the voyage to the Komori island will be physically safe.  It will not, however, be without incident.  

The Komori family’s home island is a small, remote place located in the southern part of the Mantis archipelago, and ships traveling there pass through empty waters and thread between dozens of tiny, uninhabited islands.  In late afternoon, as the PCs’ ship passes between two of these small, densely-forested islands, allow each PC to roll Perception/Hunting at TN 25.  With a success, the PC becomes aware of an odd sight: a large bat flying headlong through the air, pursued by an eagerly screeching pair of wild falcons, clearly intent on catching and eating the bat as it dives and twists desperately to escape.  

Any PC who rolls Intelligence/Lore: Heraldry or Lore: History at TN 20 will know that the bat is the symbol of the Komori family, and was the Clan mon back when they were the independent Bat Clan.  

The bat will be caught within three rounds of the PCs spotting it.  If a PC wishes to save the bat, the most obvious way to do so is to hit one of the birds with an arrow – this will require an archery attack at a base TN of 35, not counting range modifiers.  The bat is at a range of eighty yards, making it effectively beyond most hand-hurled weapons.  If a PC does manage to hit one of the birds, the other one veers off, screaming in rage.  

Alternatively, the PCs may be able to save the bat using magic – for example, casting Wind-Born Slumbers on the birds, striking one or both of them down with fire, and so forth.  

Regardless, if the PCs drive off the birds, the bat circles the ship once and then races off into the forest covering the nearest island.  The PCs will not know at this point whether or not their actions had any significance.      

Arrival at the Komori Lands

A quartet of rugged, forested hills rises out of the ocean ahead of you.  As your ship approaches, oars rising and falling to the steady beat of a drum, you can see a white beach and a modest town, with a single pier extending into the water.  Dense jungle is visible beyond the town. On a low headland immediately north of the settlement you can see a large torii arch standing before what appears to be a small monastery.   

Any PC who rolls Intelligence/Lore: History at TN 25, or Lore: Mantis at TN 20, will know that this island is where Yoritomo Kumiko, the Daughter of Storms, sheltered for many years before emerging to take control of the Mantis Clan.  Supposedly she resided at the very monastery which sits atop the headland.   

The docks are empty save for a few fishing vessels, and the arrival of a trade kobune will attract considerable attention as commoners and samurai alike come down to see what has arrived.  The people here dress in lighter and less-confining clothing than the PCs will generally be accustomed to seeing – even the samurai wear simple short-sleeved kimono without hakama, keeping themselves from smothering in the tropical heat.  

The village here is a modest place, home to about 1,200 commoners and about fifteen samurai families, forming the bulk of the Komori family’s numbers.  There is a single modest inn, a couple of sake houses (offering an abundance of fresh fish along with the rather unimpressive local sake).  The local daimyo resides in a large residence on a hillside behind the village, close to the edge of the jungle for shade.  Aside from that, the only location of interest here is the small monastery on the headland – any PC who looks around will notice a few monks in the town, helping the locals.  

Inquiring About the Oracle

If the PCs start asking around about rumors of a visionary, a woman with supernatural gifts, an Oracle, or similar, they can roll Awareness/Courtier (Gossip) at TN 20 to pick up the story: it seems a woman from one of the outlying villages has suddenly gained the gift of prophecy.  According to the story, she has left her family and is now living atop a mountain on the western side of the island, supposedly in a place holy to the spirits.

The Monastery

If the PCs speak with any of the monks, in the village or at the monastery, they can provide more concrete information.  One of the senior monks at the monastery traveled across the island to visit the woman soon after the rumors first arrived, four months ago.  This monk, Tsubai, is an old man and the trip exhausted his health – he now spends most of his time meditating and resting in the monastery’s garden.  

Tsubai is an ancient man, bald and wrinkled, his withered flesh shrunken down onto the bones beneath.  His eyes are nearly blind and his teeth are mere yellowed stubs, but his mind remains clear and his speech, while slow and rasping, is also clear.  He will cooperate readily with the PCs.

· He believes the woman is indeed an Oracle.  “I could see the many kami swirling around her.  Only those touched by the Celestial Dragons show such gifts.  I saw it once before, in my youth, when I met the Oracle of Fire.”

· He did not ask her any questions.  “What is there to ask?  I come to the end of my life, and all my answers lie in Yomi.”     

· If the PCs ask about her location, Tsubai says he found her atop one of the mountains to the west.  “It took me two days to climb to the top, where she rests on an ancient stone blessed by the spirits.”    

Some PCs may wish to call on Tsubai to guide or accompany them to the mountain.  He is willing to assist them if they explain their reason (seeking to answer the Emperor’s riddle), but the other monks here will be extremely reluctant to allow him to leave the monastery.  “Tsubai is an old man, long past the time when he should be doing such things.”  However, if the PCs cite their authority from the Emperor and offer an eloquent appeal (backed up by a roll of Awareness/Etiquette: Sincerity at TN 20), the monks will reluctantly agree. 

Visiting the Daimyo

Any PC who rolls Intelligence/Etiquette at TN 15 will know that it is traditional to announce oneself to the local authorities when visiting another’s territory.  Failure to do so is a breach of etiquette, not to mention a mildly dishonorable act (lose 1 point of Honor if this is done deliberately).   

The daimyo’s residence appears to be a large samurai residence, mainly of conventional construction, but it has been built on two-foot “stilts” to allow air to circulate underneath the floor.  (PCs will notice that this construction style is widespread in the village.)  Servants will takes the PCs’ chops and lead them in to a waiting room where they are offered pieces of fresh-sliced exotic fruit.  

After an hour, the door slides open and a thin, stoop-shouldered older man in Mantis green comes in slowly and seats himself with a familiar display of creaks, sighs, and groans.  This is in fact Yoritomo (Komori) Tanzo, the same man the PCs met at the start of the adventure, and he looks them over with an expression of perversely-pleased malice.  “Welcome to my humble lands, samurai-samas,” he says in his feathery whisper, smiling at the PCs with an old man’s glee.  “How may I serve the Son of Heaven?”  

(If the PCs wonder how Tanzo got here, remind them that he is a Komori shugenja, adept at using the kamis to speed his travel.)

Due to the absence of his nephew, the daimyo, on Family business, Tanzo is currently the acting ruler of the island.  If the PCs had a poor meeting with him back in the capital, he will not hesitate to use this opportunity to abuse his authority.  

If the PCs managed to avoid offending Tanzo at the start of the adventure, he will not be automatically hostile to them now, and as long as they are polite he will cooperate.  “Ah, yes, the woman who is said to be a visionary.  She has taken up residence atop the mountain on the western side of the island.  I suppose I can arrange a guide for you, if you need one.”
However, if the PCs in any way offended or angered him previously (or if they do so now), he will be thoroughly uncooperative.  “I do not recall anything about an Oracle on our humble island.  Perhaps some peasant superstition which has been spread by sailors? You know how commoners can be.” Any PC who defeats his Deceit roll of 6k3+3 with their Perception/Investigation (Interrogation) can tell that he is lying, but accusing him of falsehood will be counterproductive – he will take offense at their insults and throw them out of his house, snarling about “insolence” and “disrespect.”  

In order to gain Tanzo’s cooperation, the PCs can take three possible approaches:

· Humble themselves and supplicate him for assistance, role-playing a groveling and submissive approach, and rolling Awareness/Courtier (Manipulation) at TN 25.  With a success, Tanzo’s pride is appeased.  “Yes, now that I think of it, I do recall hearing some of these rumors about a woman who is said to be a visionary.  Supposedly she has taken up residence on a mountaintop on the western side of the island.”

· Use their status (carrying out the Emperor’s personal mission) to intimidate him.  This will require a well role-played approach that emphasizes the hazards for Tanzo to obstruct the will of the Son of Heaven.  Such an approach followed by a roll of Willpower/Courtier (Manipulation) or Willpower/Deceit (Intimidation) at TN 25 will force him to back down.  “Ah, well, if such simple rumors truly interest you, I would not wish to stand in the way of the Emperor’s loyal servants!  I believe I have heard of this supposed woman, supposedly she resides atop the mountain on the western side of the island.”  

· Directly challenge him.  Although he is the acting authority on the island in his nephew’s absence, Tanzo is only Status 4.7.  Any PC with Status of 3.0 or better can potentially challenge him for obstructing the work of the Emperor.  (Challenges from PCs of less than 3.0 Status can be dismissed.) In the face of a direct challenge from a PC of sufficient Status, Tanzo (who is fundamentally a coward) will mutter a grudging apology and back down as above.   
Either way, if the PCs gain Tanzo’s cooperation, he will arrange an escort to lead them across the island to the mountain where the Oracle is located.  Two Mantis bushi will arrive an hour later to serve as guides (see “To the Mountain” below).

Acting Without Tanzo

If the PCs try to go to this mountain themselves, they will be on their own – the locals will not risk their lord’s anger by assisting samurai who have not gained his approval, although they can be convinced to at least point out the correct peak from the edge of the village.  

The monks can be more helpful.  If the PCs gained their cooperation and persuaded them to let Tsubai come with them, the old monk can show them the correct route.  However, his health is extremely poor – in order to keep him from expiring, they must roll Intelligence/Medicine at TN 25.  A failed roll means that he dies halfway to the mountain.  Healing magic cannot help in this situation – Tsubai is simply too old for spells to keep his weary heart beating.     

If the PCs do not have a guide, they will have to rely on their own resources to cross the jungle to the mountain successfully, and to return again afterward.  Navigating the jungle will require a roll of Intelligence/Hunting (Trailblazing) at TN 30 – the PCs may make only one roll, so they must either choose a leader or make a Cooperative roll.  (A PC who is native to the Mantis Isles will be familiar enough with the jungle to gain a Free Raise on the roll.).  A successful roll will get the PCs to the mountain safely.  A failed roll means they are lost in the jungle, unable to tell which mountain they should be approaching or where the village is, even unable to find their way back before nightfall.  

If the PCs get lost, they must roll Perception/Hunting (Survival) at TN 25 to find enough food and water for all of them.  Otherwise, they will suffer a +5 cumulative TN penalty on all actions for the next day as hunger and thirst assail them.  They can make another attempt to navigate their way to the mountain (or back to the village) the next day.  If the PCs are unable to get food and water for three straight days, they will die.  

Shugenja PCs may be able to help with these problems in a variety of ways.  For example, Summon Water can keep the PCs from dying of dehydration, and clever use of spells such as Heart of Nature can earn the PCs Free Raises on their rolls to locate food or to find their way to the mountain or the nearest human settlement.

Spiritual Intervention: If the PCs saved the bat from the falcon earlier in their journey, and then get lost in the jungle, a large fruit-bat will approach them on their second day.  It will flutter around them, clearly attempting to draw their attention.  If the PCs follow the bat, it will lead them to the nearest human settlement.

To the Mountain

The route to the mountain winds through a densely forested jungle valley, occasionally crossing open fields covered in waist-high yellow grass.  Small peasant farm settlements, each no more than three or four houses, are scattered around this part of the island, cut off from each other by dense jungle.  There is no reliable road to or from the mountain – dirt paths wind through the trees, but they frequently fade away, only to reappear later.  It will take about eight hours of wearisome hiking to cross the island to the mountain.  

The air is filled with the buzzing of insects and the cries of strange, exotic birds and other animals.  PCs catch glimpses of monkeys swinging through the trees, swarms of bats feasting on ripe fruits hanging from strange trees, and other exotic sights.  The hot air lies on them like a wet cloth, and they find themselves perspiring severely.  Unless the PCs are Mantis native to the islands (e.g. a Yoritomo or Komori) this will be a strange and alien environment.  

The mountain, located near the western shore of the island, is a round-topped peak covered in thick trees.  As the PCs approach it, they spot an old path that circles up the slope.  If the PCs have guides, they will explain that the mountain has long been considered a semi-sacred location.

Steps have been laid into the path with wooden logs, easing the slope.  The path finally opens to the crown of the hill, which is a roughly circular open space, the ground covered only with a thin layer of grass.  Near the center of this area is a large flat boulder, about three feet high, whose upper surface has been hollowed out by centuries of wear to form a bowl shape, now full of water.  A young woman is seated on the edge of the boulder, looking out at the sea with an empty, almost vacant expression.  She is dressed in a simple peasant woman’s garment, and her ragged hair blows freely in the sea breeze that whistles across the top of the hill.  

The Oracle will not acknowledge the PCs until they actually speak to her.  At that point, she turns toward them, revealing that her eyes are a brilliant silvery-blue. Her gaze seems to pierce right through them, and there is an eerie sense of inhumanity about her.  “I have been expecting you.  You seek the answer to the Emperor’s riddle.”  She turns and looks out at the blue ocean.  “You may have three questions.”

Speaking With the Oracle

The PCs will have no way to truly determine whether this woman is really an Oracle, other than to ask her a question and see how it turns out.  However, there are a number of clues:  

· Her hair and clothing are visibly damp.  If a PC actually gets close to her (within three feet) they can tell that the air around her is full of moisture.  She will not react to this invasion of her personal space, but a PC who does it will still feel guilty for violating the rules of etiquette, and could potentially lose a point of Honor.

· If any PC has the ability to sense the presence of spirits (or a Shugenja casts Sense or Commune), they can detect a huge number of Water spirits hovering close around her.   

The PCs have three questions, and must use them wisely.  The Oracle can answer any question truthfully, but her responses are often incomplete or enigmatic, or may be presented in the form of riddles.  The following are answers she will offer to the most likely PC questions:

If the PCs ask about Toturi Gendo: “There is no longer anyone of that name, for he has died and been reborn.  That broken soul now carries the name Heki.”  

If the PCs ask where they can find ‘Heki’: “He dwells in Koten, the ancestral hall of the Crab, where monks chant prayers for the victims of tragedies old and new.  They protect him as a mother tiger guards its cubs.”  

If the PCs ask why she called Gendo/Heki a ‘broken soul’: “Even steel can shatter when it is stressed beyond bearing.  Only the mightiest souls can bear the burden of Heaven’s wisdom.”   

If the PCs think to ask whether they are in any danger, or whether anyone is following them: “You stand at the fulcrum of the future, and many eyes are turned on you. Those who dream of transforming destiny, those who forsake destiny, all will try to obstruct you.” 

If a PC asks about the Emperor’s father: “The path of enlightenment is long, and many cannot pass the first step.  He has done so.”  

If the PCs ask about the Shrine of Shinsei: “The Shrine can only be found by those whose path takes them there. Your path may do so, if you can earn the guidance of the broken son.”  

If the PCs ask about impending danger to the Empire (as suggested by the Emperor’s vision): “The Empire is poisoned by the Three Sins, a rotting corpse, and that corruption will feed terrible threats, both within and without.  But that which is dying may still be reborn, even as the Phoenix arises from its own ashes.”

If the PCs ask about Miya Shikan, or any other high-ranking figure who they suspect of evil intentions, she answers: “Those who falsely claim wisdom may doom many more than themselves.”  Exceptionally ambitious PCs might specifically ask how to kill Miya Shikan.  She replies simply: “Destroy his heart.”

If the PCs ask about finding other Oracles (perhaps hoping to ask more questions of them), she answers: “Their paths lie elsewhere.  The time may come when you must seek them out, but now is not that time.”

Once the PCs have asked their three questions, the Oracle will turn away and ignore them.  It will be unwise for them to continue to trouble her – she is, after all, an avatar of the power of the Dragon of Water.  If the PCs try to continue talking with her, she will calmly say, “Your questions have been answered.  I have no more time to offer you.”  

If the PCs persist after this warning, a sudden whirlwind of air and water, a cyclonic force more powerful than anything they have ever experienced, suddenly sweeps them up into the air and carries them across the island, dropping them into the forest for 3k3 damage.  The PCs will now be lost and will have to roll Intelligence/Hunting (Trailblazing) at TN 30 to find their way back to civilization.   

To Koten

Any PC who rolls Intelligence/Lore: History or Intelligence/Theology at TN 20, or Lore: Crab at TN 15, will know that Koten is located in the Hida provinces, a day’s travel north from Kyuden Hida itself. It is said to be a major temple that serves as the Crab Clan’s Hall of Ancestors, and the monks there know the stories of thousands of Crab heroes.  

From the Mantis Isles, the PCs can get a ship to Earthquake Fish Bay (about 2 koku per PC) and from there, travel overland for about three days to reach Koten.  

The Crab lands are just as hot and dry as the rest of the Empire at the end of this harsh summer, although the PCs note that the peasants here seem to be somewhat more energetic, harder-working, and less gloomy than those in the other lands they have traversed.  The Crab samurai who the PCs encounter at towns, fortresses, and check-points are crude and harsh-spoken, but do not cause the PCs any trouble once they see the Emperor’s writ of authority.  Also, it may be noted that here, unlike other parts of the Empire, the PCs will not lose Glory or otherwise damage their reputations by wearing armor while on the roads.  

Part Five: Koten and the Son

Ahead of you, a side-road climbs up the side of a low hill whose stony slopes are scattered with scrub brush and occasional trees.  Atop the hill, easily visible from here, is what appears to be an ancient stone fortress, surrounded by the heavy walls for which the Crab are so well known.  However, rising within those walls is not the hulking mass of a castle but the pagoda roof of a temple.  A single torii arch is visible where the road begins to climb the slope toward the castle.  You cannot doubt this is the legendary Crab temple of Koten.

Silent at the Gate

When the PCs approach the gates of the castle, they find them closed.  Helmeted Crab bushi are visible on the battlements above.  A single monk, dressed in close-wrapped garments of tan-white, and wearing a large straw jingasa (hat) that conceals his face, stands outside the gate, sweeping leaves off the road with careful, precise movements.  As the PCs approach, he stops working and bows low, his gaze invisible behind the wicker-work vision slots of the jingasa.  

The PCs will, presumably, explain why they are here.  The monk listens silently and attentively.  Once they are done, he sets down his broom and takes a single step toward the strongest, largest, most formidable person among the PCs.  He bows to that PC and then slides one foot back, placing himself into a martial arts stance.  The monk waits patiently.  His facial features are hidden beneath the jingasa, and he says nothing, regardless of how the PCs behave or what they say.    

The Crab bushi on the walls above will not interfere in this event, and indeed can be heard to laugh and make bets with each other on the outcome of the fight.  If the PCs demand repeatedly to know what is going on, the Crab shout down, “Silent thinks he’s pursuing enlightenment, don’t you, Silent?  Go on, let him beat you up and then he’ll let you inside.  It won’t hurt too much – he usually doesn’t break bones.”  This bit of advice is followed by additional laughter.    

The monk, Silent, wishes to fight the chosen PC in hand-to-hand, and will not move from this place until the PC agrees to do so.  Since the gate will not open until this fight occurs, the PCs are effectively stuck unless they want to try to storm a Crab castle.  (Stubborn and dishonorable PCs could try crossing the walls with magic, stealthily climbing them, infiltrating a supply convoy delivering food to Koten, etc.)  

Assuming the chosen PC accepts Silent’s challenge, this will be a fight of hand-to-hand combat (e.g. jiujutsu), although the PC can use staves or peasant weapons without dishonoring the challenge.  Although Silent is not deliberately trying to kill his opponent, he will fight as hard as he is able – keeping high dice on both attacks and damage – and will also employ his kata to good effect.  His preferred tactic is to strike with his fists, although he will also employ grappling techniques if that seems advisable.  He will keep fighting until unable to stand (e.g. reduced to the Down or Out rank) and will expect the PC to do likewise.  If the PC attempts to back down or acknowledge defeat prior to this point, Silent will let out an audible sigh and then, after giving the PC a few moments to change his mind, challenge the next-toughest PC.

The consequences of this fight will be as follows:

· If Silent kills the PC: He immediately kneels down next to the fallen PC, brings out a set of prayer beads, and begins silently praying for the PC to have a safe journey to the afterlife.  Other monks open the gates from inside and bow to the remaining PCs.  “Your friend has given his life to help our brother Silent toward enlightenment.  We thank you for this gift.  Please, be welcomed to Koten.”  The remaining PCs are admitted to Koten. The player of the dead PC gains an extra 10 points of Kharma for their next character.  

· If Silent defeats the PC but does not kill him (probably the most likely outcome, unless the PC is highly skilled in hand-to-hand fighting): There is an eruption of laughter from above as the Crabs exchange their bets.  Silent picks up his broom and resumes sweeping.  The gates open from within, and other monks emerge, thanking the PCs for assisting their brother Silent in his quest for enlightenment.  They lead the PCs into Koten.  

· If Silent is defeated: The Crab are even louder, as the handful who bet on the PC gleefully demand to be paid off.  The gates open and other monks emerge, picking up Silent and carrying him inside.  “We thank you, samurai-sans, for you have helped our brother Silent take a great step forward in his quest for enlightenment.  Those who do not know defeat cannot know truth.”  They welcome the PCs into the monastery.

· If Silent is killed: The Crab above abruptly fall silent.  After a few moments, the gates open and several monks emerge, kneeling next to Silent’s body to pray.  One of them bows to the PCs.  “Our brother has taken the next step on the long road to enlightenment.  We thank you for assisting him.”  The monks do not seem especially saddened by Silent’s death, and welcome the PCs into Koten. 

Silent will not complain if the PCs cast spells on their champion prior to the start of the fight, nor will he object to a shugenja PC healing a damaged opponent during the fight (since this makes it a more interesting challenge).  However, other forms of interference, such as casting spells on Silent or joining in the fight, will be considered “cheating.”  This should, of course, cost the intervening PCs some Honor.  In addition, if the PCs are seen doing this by the Crab guards or by Silent, they will not be allowed into Koten.  (PCs who did not participate in these dishonorable actions will be granted admittance if they openly disavow their villainous companions.)

Inside Koten

The PCs pass through the gates and enter a stone-paved courtyard.  Several buildings are scattered around the interior of Koten – barracks for the garrison, housing for the monks, a bath-house, well-house, etc. At the center of the complex is the huge Hall of Ancestors, a vast hall surmounted by a three-story pagoda, all of it built of heavy gray stone.  The monks lead the PCs up a short, shallow staircase and in through the massive open doors of the Hall.  

The interior of the Hall of Ancestors is a long, high-roofed chamber, dimly lit by the sunlight coming in behind you.  Both walls are lined with mighty statues, eight feet or more in height, depicting ancient heroes of the Crab in full armor and weaponry.  Small shrines are placed in between these statues, and monks kneel in front of many of them, chanting sutras.  In one corner, another monk listens attentively while a battered-looking Crab bushi haltingly recounts a story of some terrible experience on the Kaiu Wall.  

The PCs are met by the abbot of Koten, Jichu, a middle-aged man in the garb of the sohei (warrior monks) of Osano-Wo: tight cloth wrappings around the body and limbs, and ritual scarification on all visible skin.  Despite this alarming appearance, he is a soft-spoken man with a gentle demeanor.  He listens to the PCs attentively.  “Ah, our brother Heki.  Yes, I know of his former life.”  He looks at the PCs closely, his eyes narrowing within their armor of scars.  “Heki has certain… gifts, this is true.  He has sometimes spoken of things which later became true.  But he is a troubled man, troubled in mind and in body.  I would not wish pain upon him.”  

In order to gain the abbot’s approval, the PCs must role-play a sincere promise to treat Heki with compassion and gentleness, and roll Awareness/Etiquette (Sincerity) at TN 25.  If this does not succeed, some PCs can still gain access to Heki by cashing in (erasing) a Favor or Ally with the Brotherhood of Shinsei – each PC who does so will be allowed to meet Heki.  

If these methods do not succeed, the abbot will insist that he cannot allow the PCs to meet with Heki, whose fragile mind and health may not be able to survive the experience.  As a last resort, a PC with Status of 3.0 or better can invoke the authority of the Emperor’s writ to force the abbot to back down – this will require a roll of Raw Willpower at a TN of 20.  With a success, the PC overawes the abbot and he submits to the meeting, though clearly unhappy about it.  

Meeting with Gendo/Heki

The PCs are led upstairs to one of the temple’s interior rooms, a dim chamber lit only by a single lamp and what light manages to infiltrate through the paper walls. The abbot scratches on the door panel and then enters carefully, kneeling next to a slumped figure in monks’ robes.  

The shaven-headed man seated before you appears to be in his later twenties, although you know he should be only seventeen.  The left side of his face droops and the arm on that side hangs at his side, the hand resting palm-up on his thigh.  As he turns toward you, you notice that his eyes have a faint unearthly silver sheen to them.  A writing kit rests on the floor next to him, and a brush is held a bit awkwardly in his right hand.  Sheets of paper are scattered around the floor, some of them blank, others covered in scrawled kanji or random slashes and swirls of ink.  The abbot speaks to him in a soft voice, rather like a parent addressing a young child: “Heki? These samurai have some questions for you.”  

Heki – the former Toturi Gendo – is half-insane, as well as physically debilitated by a stroke.  He is regularly afflicted by visions, often nightmarish ones, and is constantly battling to hold onto the shreds of his own sanity.  His speech is badly distorted and garbled by his stroke, and he tends to speak in a slightly random, stream-of-consciousness manner.  Once the PCs tell him why they are here, his knowledge and fears about his family will cause him to become emotionally overwrought and erratic, making it even harder for him to speak coherently.  He will also begin scrawling kanji on the papers surrounding him.  If the PCs look, these will be the symbols for “Love,” “Mother,” “Child,” “Betrayal,” “Secret,” and “Hate.”

Running Heki is challenging – the conversation with him should be both difficult and surreal.  The PCs should feel like they are struggling to pry coherent information out of him.  Here is a sampling of what he will say on the most likely topics the PCs may raise:

The Emperor: “My father… yes, my true father.  He dreams, always dreams, he sees nightmares, like me.  I see him dying, his flesh torn as though by demons’ claws.  His blood turns the soil to ash.”  This topic, oddly, does not really seem to excite him much, and the PCs get the sense that he feels pity for his father.  However, if the PCs mention his father in relation to his dead mother, he grows more animated.  “Love is poison, sin is poison.  He has been poisoned, in the heart, in the soul.”

His mother (the late Empress): “Sins, all the sins, always sins.  She lived in fear, embraced desire, died in regret.  Sins poison us all.  Sins cannot be escaped.”  He does in fact miss his mother, who he loved sincerely, and if the PCs question him further on this topic he will become highly emotional, ranting that she is “gone, gone, nothing can be made right now, gone,” and scribbling wildly on his papers.   

His siblings: “I saw them die.  Toshigoku’s prey.  Now only silence and innocence remain.”  Heki is referring to his brother Kobe and his sister Chisa when he speaks of “silence” and “innocence,” and can confirm this – vaguely and elliptically – if the PCs question him further on the matter.  He is clearly afraid for both of them.  If the PCs try to ask him specifically about his other brothers and sisters, he becomes oddly stubborn, shaking his head and waving his brush.  “Family is honor, family is home.  Broken, all broken.  I saw the fire burning, ashes rising to heaven, only bones left behind.  Nothing left behind.”    

His grandfather: “He plays with the birds, walking the path into the sky.  I see him, he watches and knows, but he only waits.  Waits for those who will find him.”  This is potentially the PCs, but if they ask, he will not be sure.  “You might be the ones.  Or you might be a dream.  I have so many dreams.”

The Shrine of Shinsei: “The path of destiny…” Heki scrabbles at a piece of paper with his brush, struggling to form a coherent image.  “Yes.  The path.  I see it, but it is so hard to make you see it.”  If a PC helps him to steady his hand, he will slowly draw an image of a road, or possibly a river, forking on an open field, with scribbles on the horizon that might be a forest, and a half-circle (the rising/setting sun?) above that.  Meanwhile he will continue struggling to speak.  “At the fork, look to the Sun.  The Sun must bow, all must bow, even the Sun.  Bow to the great forest.  Look to him as he bows, you will weep, weep, but you will see it.  The place where gold meets gold, that is where you must be.  Weep, and see.”  

The GM can extrapolate other answers for Heki based on these examples.  In general, he should convey a sense of both near-lunacy and deep perception, without ever offering clear information.  Eventually, he will grow tired, mumbling and leaning forward as his brush smears a long swath of black across the floor.  At this point, the abbot will return and insist that the interview end.  

Interpreting Heki’s Instructions

Heki’s directions (and picture) actually mean that the PCs should go to the juncture of the River of Gold and the River of White Gold and look west (toward the Shinomen Forest) as the sun sets.  

If the players cannot figure this out for themselves, the PCs can try to interpret this enigmatic instruction by rolling Intelligence/Divination at TN 25, or Intelligence/Lore: History at TN 30.  Alternatively, a PC could roll with certain specialized Lore skills: Lore: Crab Clan, Lore: Hare Clan, Lore: Scorpion Clan, or Lore: Shinomen Forest can all be rolled at TN 30.  (A PC with a truly abstruse skill like Lore: Rivers of Rokugan could also roll at this TN.)  If the PCs helped Heki to draw the picture, they gain a Free Raise on the roll.  A PC who has Way of the Land for the Crab lands, Sparrow lands, Scorpion lands, or the Shinomen Forest also gains a Free Raise on the roll.  

Each PC may make one attempt to interpret Heki’s instructions on how to find the Shrine of Shinsei.  If all of the PCs fail, all is not quite lost.  If a Crab PC goes into the Hall of Ancestors and prays devoutly for guidance, and rolls Void/Meditation at TN 25, that PC gains a moment of insight and realizes the correct location.  

If the PCs are completely unable to solve Heki’s instructions, the adventure is functionally over.  The PCs’ quest has failed and they must return to Toshi Ranbo in shame.  See “Rewards for Completing the Adventure” for the consequences of this.   

Other Activities at Koten

If any of the PCs are Crab, their visit to Koten will offer them the chance to recount their experiences for posterity.  The monks are especially interested in any stories that involve tragedy and loss, but any tale of heroism will be accepted and remembered.  

Crab PCs, or PCs who revere the great heroes of the Crab Clan, can also pay homage to the Crab ancestors while they are here.  

Aside from Crab ancestors, Koten also contains shrines to the Fortunes Bishamon, Kisada, and Osano-Wo.  PCs who pray devoutly and fervently at these shrines (e.g. actually describe or role-play their prayers, rather than merely announcing “I pray at the shrine”) may roll Willpower/Meditation at TN 30 to receive a minor blessing from the Fortune in question.  This takes the form of a Free Raise on any one roll between now and the conclusion of the adventure (including Round Two). The roll in question must in some way involve the chosen Fortune’s domain of responsibility – Strength for Bishamon, Persistence for Kisada, Storms and Courage for Osano-Wo.  

The Accompanying Monks

After the PCs have finished their meeting with Heki, the abbot will approach them, accompanied by two monks. “Honored samurai, I understand that you are seeking the legendary Shrine of Shinsei.  With your permission, these two Brothers would like to accompany you.”

The two monks present a very different picture.  The elder of the two is Guro, an old man with deep rings under his eyes and a bandaged stump in place of his right hand.  The younger (though still middle-aged) is Shinji, a placid man with a contemplative air.  

· Guro is a retired Crab bushi, and suffers from the Taint – the wound on his right wrist cannot heal, and he must drink Jade Petal Tea daily.  (He carries a supply with him for this trip.)  He is clearly an unhealthy man, with pale skin and deep grooves in his face, and walks with the help of a staff.  He says he hopes that the Shrine of Shinsei might be able to somehow cleanse his Taint and allow him to live out his remaining life safe from the corruption of Jigoku.  This is the truth, although PCs will have to roll Perception/Investigation (Interrogation) against a TN of 25 to be completely sure of this.  (The GM should roll a handful of dice to make the PCs uncertain as to whether this monk is truthful.)  

· Shinji is a scholar who maintains Koten’s records and library.  He says he wants to visit the Shrine of Shinsei in hopes of finding a copy of the original Tao of Shinsei for Koten’s library.  “What better place to find the true, undamaged Tao than in the Shrine founded by Shinsei himself?  And what Clan is more in need of its wisdom than the Crab, who battle demons both without and within?”  In actuality, Shinji is another member of the Sons of Destiny, alerted to the PCs’ quest by Kouma.  He hopes to accompany them and then steal whatever wisdom he can find there – including whatever the PCs might acquire.  The PCs can realize he is lying if they can defeat his Awareness/Deceit (Lying) of 9k4+5 with their Perception/Investigation (Interrogation).     

It will of course be extremely rude for the PCs to refuse these monks permission to travel with them, even if they suspect they may not be telling the whole truth.  In fact, if the PCs refuse to allow the monks to accompany them, they will suffer a loss of 5 points of Glory and will lose any Favors or Allies they have with the Brotherhood of Shinsei.  

Of course, wise PCs will watch both monks closely.  

Part Six: To the Shrine of Shinsei

The junction of the River of Gold and the River of White Gold is most easily reached by returning to Earthquake Fish Bay and taking passage on a barge or river kobune heading up the River of Gold (which is a major trade artery in the western Empire).  This route will take about six days and will cost 2 koku per PC for river passage (1 koku if there are merchants willing to bargain and roll Awareness/Commerce at TN 20).  Alternatively, the PCs can simply travel overland through Crab lands, Hare lands, and unclaimed territory until they reach the river-fork.  This will take about twelve days, but costs the PCs nothing.  

The monks will be able to physically keep up with the PCs, regardless of which route they take, but do not have the money to pay for ship passage.  If the PCs cannot or will not pay for them, the monks will appeal to the ship’s captain to allow them passage on a holy pilgrimage.   He will do so – no captain who wishes to keep the loyalty of his crew will reject such an appeal.

Shinji will make conversation during the trip with any PCs who are scholarly or religious in their path or attitudes.  Guro is a quieter man, and generally keeps to himself (especially when he has to change the bandages on his suppurating arm), but will speak with Crab PCs about his grisly experiences on the Kaiu Wall.  He had to cut off his hand to free himself from the grasp of an Oni, but the Taint had already gotten into the wound.  Since he was already well into his forties and the loss of his weapon-hand crippled his ability to fight, he chose to retire to Koten rather than join the Damned.

Once the PCs reach their goal, they find it a rather disappointingly mundane place.  The river-fork, where the River of Gold flows away from the River of Gold toward the Shinomen Forest and the Lake of Cherry Blossom Snow, is little more than a stretch of brown water splitting in the middle of an open, grassy plain.  There are no settlements nearby – the nearest Clan territories, belonging to the Hare, are on the east bank of the River of Gold.  

Regardless of when the PCs arrive, they will have to wait some little while for sunset.  The weather remains hot and stifling, despite the arrival of autumn, and the limp grass on the plains is mostly yellow or brown.  The PCs are stranded in the midst of a great empty land, staring up at a cloudless sky as they wait for sunset.  The monks will engage in meditation, closing themselves off from the sensations of their sweating, thirsty bodies.  Finally, sunset arrives:

As the Sun finally descends behind the distant ragged line of the Shinomen Forest, the sky turns a deep blue, almost purple.  Squinting against the sun’s final, flaring light, your eyes watering, you suddenly become aware of a tall, almost cylindrical hill between you and the forest, framed by the sunset.  You are certain the hill was not there before.  

The hill is about two miles away from the PCs.  The sides are bare and very steep, almost sheer, and trees are visible near the crown, which is probably a quarter-mile wide.  As the PCs approach, they see that there is a staircase or pathway circling around the hill from bottom to top.  At its base is a single torii arch, plain and unadorned.  The PCs have reached the gates of the Shrine of Shinsei.    

As the PCs pass beneath the torii arch, they feel a subtle crackle of power run through their bodies.  Any PC with the Shadowlands Taint feels a distinct sense of nausea and unease.  Shinji seems untroubled, but Guro the monk pauses, then leans heavily on his staff and begins to climb the path one laborious step at a time.  

END of ROUND ONE

Rewards for Completing the Adventure 

At the end of the round, 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 round:


1 XP

Good role-playing:


+1 XP

PCs reach the Shrine:


+1 XP

Total Possible Experience:

3 XP



Other Awards/Penalties

If a PC defeated Silent the monk in hand-to-hand combat, that PC gains 2 points of Glory.

All other PCs are considered to suffer the “inactivity penalty” Glory loss for this adventure unless they gained Glory in some other manner.

If the PCs fail to locate the Shrine of Shinsei, they are forced to return to the capital in shame and admit their failure.  All PCs lose a full Rank of Glory and 2 points of Honor (4 points if their Honor is 4.0 or higher).  

Appendix: NPCs

Silent the Monk

	FIRE 4
	  AIR 4

	
	

	EARTH 4
	WATER 4 

	
	

	VOID 6


TN to be Hit: 34


School/Rank: Monk (Order of Osano-Wo) 4


Technique: Keep an additional die of damage when fighting unarmed.  This is cumulative with Jiujutsu Mastery abilities.  

Honor/Status/Glory: 2.5/0/3.0

Skills: Athletics 4, Battle 2, Calligraphy 3, Craft (Cooking) 3, Craft (Sweeping) 2, Defense 7, Etiquette 3, Jiujutsu 7, Lore: Crab Clan 4, Lore: Heraldry 3, Lore: History 3, Medicine 3, Meditation 5, Peasant Weapons 3, Staves 3, Theology (the Fortunes, Shintao) 5.

Kihos: Air Fist (at the beginning of a combat round, spend a Void point to gain a bonus to Initiative and unarmed attacks rolls for the round equal to Air Ring; damage totals are reduced by Air Ring), Way of the Willow (see L5R rulebook page 254-5), Dance of the Flames (by spending a Void point, may make two attacks in that round), Flame Fist (see L5R Rulebook page 257), Void Fist (once per day per opponent, unarmed attack with two successful Raises does no damage, but “steals” one Void point from target and adds it to monk), Water Fist (spend a Void point before an attack; the attack does no damage, but opponent is thrown back a number of feet equal to twice your Water and Knocked Down).

Mastery Abilities: Add twice Defense skill ranks to TN to be Hit, and may enter Full Defense as soon as Initiative is rolled.  Rolls extra 2k0 for damage with unarmed attacks.   

Advantages/Disadvantages: Higher Purpose (Seek Enlightenment through Violence)/Ascetic
Equipment: Robes, sandals, broom.

Guro, Tainted Monk

	FIRE 2
	 AIR 2

	Intelligence 3


	 Awareness 3

	EARTH 5
	 WATER 4 

	
	

	VOID 4


Shadowlands Taint Rank: 2.6

TN to be Hit: 13


School/Rank: Hida Bushi 2/Monk (Thousand Fortunes) 2

Honor/Status/Glory: 2.5/0/2.0

Skills: Athletics 3, Calligraphy 4, Courtier 2, Deceit (Intimidation) 2, Defense 4, Etiquette 3, Heavy Weapons 4, Jiujutsu 2, Kenjutsu 3, Kyujutsu 2, Lore: Crab Clan 4, Lore: History 3, Lore: Shadowlands 5, Medicine 5, Meditation, Spears 2, Staves 2, Theology (the Fortunes) 4.

Kihos: Harmony of the Body, Ride the Water Dragon (see L5R Rulebook). 

Mastery Abilities: Adds Defense skill ranks to TN to be Hit.  TNs of Social Rolls made against him are at +5.  Rolls and keeps an additional die when healing Wounds with Medicine.

Advantages/Disadvantages: Allies (Crab Clan), Strength of the Earth (rank two)/Permanent Wound, Missing Limb (forearm), Shadowlands Taint
Equipment: Robes, sandals, bo staff, traveling pack, medicine kit, 5 zeni.

Shinji, Monk and Member of the Sons of Destiny

	FIRE 4
	  AIR 4

	
	

	EARTH 4
	WATER 4 

	
	

	VOID 5


TN to be Hit: 25


School/Rank: Monk (Temple of Kaimetsu-Uo) 4

Honor/Status/Glory: 0.5(2.5)/0/2.0

Skills: Athletics 3, Calligraphy 5, Courtier 2, Deceit (Lying) 5, Defense 5, Etiquette 4, Jiujutsu 4, Lore: History 5, Lore: Heraldry 2, Medicine 2, Meditation 4, Staves 2, Stealth 3, Theology (Shintao) 5.

Kihos: Flee the Darkness (spend a Void point to resist another’s manipulation, see L5R Rulebook page 254), The Great Silence (see L5R Rulebook page 254), Wind’s Truth (see L5R Rulebook page 255), Embrace the Stone (spend a Void point to gain Carapace equal to Earth Ring for a number of minutes equal to Earth Ring, but rolls three fewer dice for all non-combat activities), Unbalance the Mind (see L5R Rulebook page 257-8), Parting the Waves (spend a Void point to reduce damage you take from all attacks by your Water for a duration in minutes equal to Water Ring, but your own damage rolls are reduced by the same amount).    

Mastery Abilities: Adds Defense skill ranks to TN to be Hit, and may enter Full Defense when combat begins.  Rolls an extra die on unarmed combat damage.  Adds +5 to TN of Social rolls made against him.  

Advantages/Disadvantages: Allies (Sons of Destiny), Apparent Honor, Balance, Bland, Clear Thinker/Dark Secret (Sons of Destiny), Forsaken.
Equipment: Robes, sandals, traveling pack, 5 zeni.

Player Handout: Rumors

· The heat wave which has afflicted the Empire for the last several months has seriously damaged this year’s crops.  Several Clans are believed to be in danger of famine, including the Unicorn, Dragon, and Crab.

· Construction has begun on the Great Roads to expand trade throughout the Empire.  However, the Scorpion and Lion Clans are quarreling over which of them will be responsible for re-opening Beiden Pass for the southern road. 

· The Phoenix have publicly announced their intention of helping the Hare Clan to found its own shugenja school.  This has drawn protests from the Crab, who claim they had already made their own commitment to help the Hare, and apparently regard the Phoenix as meddling in their backyard.

· There is a rumor that one of the vassal families within the Scorpion  wishes to break away from the Clan.  The Scorpion are firmly denying this, of course.

· It has been definitely confirmed that the Crab are hosting a Twenty Goblin Winter, despite their relatively low casualties since the last one five years ago.  The Crane are openly criticizing the Crab for engaging in an “unneeded buildup” and allowing “riff-raff” into their Clan.

· There is a growing uncertainty in the Dragon Clan, due to the advancing age of Mirumoto family daimyo Mirumoto Jinzaki.  He has no children or close relatives, and is already past the normal age of retirement, raising the possibility of a succession crisis.

Player Handout: The Emperor’s Poem

Heaven’s favor lost

Corruption devours one-eye’s heirs

Death’s stench universal

Eldest’s precious wisdom

Returned from another life

A gift beyond price

Wisdom’s hidden lair 

The vision of a descendent

Piercing the enigma

Tangled words deceive

The gifts of Tengoku

Dragon’s holy wisdom

Three Sins’ throne

Reigns triumphant, darkness eternal 

The sun sets on Rokugan

Hope is a spark
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