Test of Purity

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

“Ominous Portents,” Episode Two

Round Two

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 were able to hear the public address in which the Emperor described his vision, and offered the correct interpretation.  The Emperor dispatched 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.  

After a long odyssey across the Empire, the PCs have now finally located the Shrine, but their quest is hardly ended – they will have to gain access to the Shrine, persuade the residents that they are worthy of speaking with the retired Emperor, and then carry his message back to Toturi XII, avoiding interference from outside factions who want this wisdom for themselves.

Introduction

The PCs have arrived at the location of the Shrine of Shinsei.  They stand at the base of a round hill, about a quarter-mile wide, whose sides are steep, nearly sheer rock and earth.  Trees are visible along the edge of the hill.  A long set of stairs climbs from the bottom of the hill to the top, circumnavigating it twice.  As the PCs pass beneath the plain, unadorned torii arch at the base of the stairs, they feel a prickle of supernatural energy, and PCs with Taint feel a distinct sense of nausea and unease.

The PCs should be accompanied by two monks, Shinji and Guro.  

· 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.  Guro 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 wants to visit the Shrine of Shinsei in hopes of finding a copy of the original Tao of Shinsei for the library at the Crab shrine of Koten, where he is assigned.  “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 a member of the Sons of Destiny, alerted to the PCs’ quest by other members of the cult.  He hopes to accompany them and then steal whatever wisdom he can find – including whatever the PCs might acquire.  The PCs can realize he is lying about his intentions if they can defeat his Awareness/Deceit (Lying) of 9k4+5 with their Perception/Investigation (Interrogation).     

It is possible the PCs may already have realized that Shinji is not quite being truthful with them.  He will, of course, deny any such accusation with great sincerity.  The PCs cannot really drive him away solely on suspicion, though they would be wise to watch him closely.  (A ruthless PC could physically attack him, but this brutal action will cost them a significant Honor hit.) 

Part One: Ascending to the Shrine

Entering the Shrine of Shinsei is not as simple as it seems.  The path which circles the hill to the top is actually a physical reflection of the spiritual path to enlightenment.  In order to ascend it, the PCs will have to pass a series of obstacles and challenges.

Each of these challenges is administered by what appears to be a monk.  These beings are not merely monks, however – they are the Keepers of the Five Elements, and are incredibly powerful shugenja whose abilities verge on the godlike.  If the PCs are foolish enough to directly attack one of the Keepers, a sudden storm of the appropriate element – a whirlwind of air or fire, an avalanche of earth, a wave of water – sweeps out of nowhere and hurls the foolish PC off the mountain.  The PC is reduced to one Wound, and awakens the next morning on the plain below, unable to find the Shrine of Shinsei.  The other PCs can rejoin their lost comrade later in the adventure, but the misguided aggressor will be shut out of all the activities at the Shrine.  

Each of the Keepers will present the PCs with one or two challenges related to the Element which that Keeper embodies.  Each PC must undertake these challenges alone – however, they can prepare for them beforehand by casting or receiving spells, preparing kata, or any other type of preparation.  Actually using magic while taking a Test is not allowed, and the Keepers will simply Counterspell any such attempt.    

The Keepers know why the PCs are here, and if the PCs talk with them (aside from the challenges themselves), they are willing to share a few hints:  

· They know that the former Emperor, Toturi XI, is indeed at the Shrine, and if the PCs ask about this, will confirm that “the goal of your quest waits above.”    

· They know that the monk Shinji is not what he appears.  As noted below, he will not be allowed past the Test of Air.  If the PCs ask about him, they say, “This one hides others within himself.  But those who wish to find enlightenment must first be honest with themselves.  The path you follow, young Shinji, will not lead you to what you seek.”  Eventually, Shinji will be stopped at the Test of Air. 

· They know that the Empire is facing a time of trial and danger, and that the PCs may have a role to play in these events.  However, they will not offer any advice or information on this.  “Every mortal must find and forge their own destiny.”  

· They can all explain the nature of the six tests the PCs will face: one for each of the five elements, and a final “test of purity” administered by the spirits of the Shrine itself. 

Using Magic?

It is possible that shugenja PCs will try to bypass the path by using spells such as Call Upon the Wind, Hands of Clay, etc., to ascend the hillside directly.  Enlightenment, however, cannot be attained through such methods.  These shugenja will find that the spirits simply refuse to answer when asked to perform such tasks.  A roll of Void/Spellcraft at TN 25 will sense that the hill is the focus of a vast amount of spiritual energy and power, and the spirits here obey a higher power than any mere shugenja can summon.    

The Test of Earth

About halfway around the hill, the PCs encounter the following sight:

Ahead of you, the stairs end in a flat area about twenty yards long, defined on one side by the ascending cliff and on the other by the nearly sheer drop to the plains below.  On the far side of this platform, the stairs resume their climb up the side of the hill.  However, standing between you and the far side is a tall, lean woman with a shaved head, dressed in the robes of the Brotherhood of Shinsei.  The lower half of her light-tan robes appear to be embroidered with churning patterns of dark brown and black, resembling a tumbling landslide.  She regards you with eyes so dark that in the fading twilight they appear to be black.  But despite that, her smile is warm.  “Welcome, pilgrims” she says.  “The way before you will be difficult.  One of you must pass each of the five tests which await, and all of you must pass the sixth and final test, in order to enter the Shrine of Shinsei.  This is the first test.  When you are ready, step forward.”

The PCs are free to speak with the Keeper of Earth for as long as they wish, until they are ready to undertake the test.  Each PC may attempt the test once.  At least one PC must pass in order for the party to be able to proceed up the mountain – if all of them fail, they will have no choice but to turn back, ending the adventure.  

Once a PC steps forward to attempt the Test, the Keeper bows and gestures.  “Your task is simple, samurai-sama. You must walk across this clearing, to the steps on the far side.  If you reach them, you have passed.”  

When the PC attempts to walk across the clearing, a strange experience afflicts them.  This will vary depending on the specific PC: 

Willpower Test: If the PC has any sort of Disadvantage or background that drives them toward a particular temptation – something like Driven, Higher Purpose, True Love, Heart of Vengeance, or similar – they will face a test of Willpower.  They will see whatever it is they desire so desperately, beckoning them to turn back.  They can attain what it is they have sought for so long – win their true love, kill their hated enemy, marry the Emperor’s daughter – if only they will turn back.  The GM should role-play this as vividly as possible – a lover will make promises and pleas, an enemy will taunt and belittle, and so forth.   

· If the PC turns back voluntarily, the Test is automatically failed.  

· If the PC does not turn back, s/he must roll Raw Willpower at TN 30 in order to ignore the temptation and continue walking.  However, the PC may add his/her Honor Rank to the total of each die in the roll.  Also, the PC gains a Free Raise on the roll if s/he role-plays an effective and compelling rejection of the temptation.     

Stamina Test: If the PC does not have any background element or Disadvantage that would be appropriate for a Test of Willpower, the PC will instead face a simpler but no less challenging test.  The PC will begin to feel severe pain, muscles and bones throbbing, more and more intense with each step forward.  In order to continue walking all the way across the clearing, the PC must roll Raw Stamina at TN 30 (again, adding Honor Rank to each die).  A PC who fails is unable to take another step.  A PC who fails to make TN 10 will actually scream aloud, losing 2 points of Honor (4 points for a PC with Honor Rank 4.0 or better).      

To the perception of the other PCs, those who are unable to complete the test simply stop walking partway across.  It will be up to them whether to share their experience with their companions.  

In order for the party to proceed, at least one of them will have to pass the Test.  Guro and Shinji will be unable to pass this test (and will refuse to speak about their experience while taking it).  So long as at least one PC passes the Test, however, the Keeper of Earth will allow the entire group to continue up the path to the next test.  As the PCs pass through, however, she will single out the monk Guro (and any PCs who are Tainted) for a sad, searching look that seems to pierce into their soul.  “The Test of Purity will be difficult for you,” she warns.     

The Test of Air

Past the Test of Earth, the stairs resume, and the PCs circle halfway around the hill, ascending slowly, while the sky overheard darkens to full night and the Moon glows pale white.     

The stairs end in another open area, this one smaller and circular in form, the inner edge of the circle cutting into the side of the hill while the outer edge extends out over the edge of the hill as an overhang.  Seated in the middle of the circle is a slim, elegant man dressed in the robes of the Brotherhood.  His eyes are open, but milky white with blindness.  As you approach, he stands smoothly, and you say that his robes are embroidered with patterns of swirling, billowing gray and white, like a cloud in the sky.   “Greetings,” he says in a soft and pleasant voice.  “The Test of Air lies before you.  When you are ready to confront it, step forward.”

When a PC approaches the Keeper of Air, he smiles and bows.  “Air is a changeable thing with many aspects.  But one of the most essential aspects of Air is separating truth from falsehood.”  His blind eyes seem to pierce into the PC’s heart.  “Let us see, then, whether you are one who can master the way of Air.”  

The Keeper will ask the PC a question.  This will be a question touching on some deep, inner secret of the PC, preferably one the PC does not want to be overheard by others.  For example, if the PC secretly is in love with someone, the Keeper will ask, “Is it true that you love ______, samurai-san?”  If the PC is keeping a secret from his lord, the Keeper will ask about the secret.  If the PC has some secret great goal or ambition, the Keeper will ask, “Is it true that you desire to achieve ______, samurai-san?”  

If the PC has no great secrets or hidden goals, the Keeper will instead ask a false question, one calculated to ruin the PCs’ name and reputation if it is not refuted. For example, it might ask a chaste and loyal PC whether he desires his lord’s wife, or a brave PC whether he ran away from a critical fight.  

If the PC answers the question honestly, s/he must roll Awareness/Etiquette (Sincerity) at TN 30 in order to be convincing.  If the PC answers dishonestly, s/he must roll Awareness/Deceit (Lying) at TN 30 in order to be convincing.  A PC who fails to refute something shameful or damaging will gain 1 point of Infamy, and might also lose some Glory (up to 5 points) at the GM’s discretion.  A PC who successfully answers honestly, even if it means losing Glory or Infamy, gains 2 points of Honor for upholding the Virtue of Honesty.  Conversely, PCs who lie in order to cover up their own sins lose at least 1 point of Honor – 2 points for PCs of Honor 2.0 or better, 4 points for PCs of Honor 4.0 or better.

If a PC successfully answers – either honestly or dishonestly will work as long as they make the TN – the Keeper of Air bows and smiles.  “You are indeed a master of Air, and may proceed,” he says.  

If a PC fails to successfully answer the question (either honestly or dishonestly), the Keeper suddenly slaps the PC in the face, without any kind of warning or wind-up. A PC who rolls Reflexes/Defense at TN 30 can block or dodge the slap.  If so, the Keeper bows.  “There are many aspects of Air, and it seems you have mastered at least one of them,” he says with a smile.  “You may pass.”

When Guro steps forward, the Keeper of Air asks, “Is it true that you killed your brother, Guro?”  The Crab hangs his head and answers truthfully, “Hai.”  However, he does not do so convincingly enough to pass (leaving the PCs wondering whether he actually did such a thing), and the Keeper slaps him.  Guro accepts this stoically.    If the PCs approach him afterward and ask about this question, he will decline to answer.  

· Shinji approaches the Keeper last, after all others have taken the Test.  The Keeper’s blind eyes look at him for a long moment and then he smiles and shakes his head.  “You may not enter the Shrine, Shinji.”  The monk blusters, asking why he cannot take the Test as well.  The Keeper replies, “Do you truly wish me to ask you a question, Shinji?”  The monk hesitates for a long moment, then steps back and folds his hands.  “No,” he says quietly, and turns to head back down the hill.  He will not speak with the PCs unless they approach him.  To them, he will insist that the Keeper is lying, for reasons unknowable, but says he does not wish to obstruct the PCs’ mission.   

Setting aside Shinji’s status, as long as at least two of the PCs pass one of the Tests of Air, the party as a whole (including Guro) will be allowed to proceed up the stairs to the next Test.  

The Test of Water

Another half-circuit around the hill brings the PCs to another challenge.  By now the Moon has set and the PCs and Guro are navigating by starlight.  The PCs are actually roughly above the location of the Test of Earth, and if they peek over the edge of the road they will be able to roll Raw Perception at TN 20 to make out the location of the first Test in the starlight. 

The stairs end in a third flat area, similar to the previous ones, although by starlight you can make out the far side only as a dark blur.  Sitting cross-legged before you is a pot-bellied monk whose limbs are as thick as the trunks of a powerful tree.  Next to him are several large rocks.  “Welcome,” he booms in a deep, echoing voice, and rises to his feet with slow, ponderous movements.  His robes are embroidered with coiling patterns of blue and green, barely visible in the starlight.  “Are you prepared for the Test of Water?”     

The Test of Water is simplicity itself – the monk lifts one of the large rocks and drops it into the PC’s hands.  “Carry this across to the far side of the clearing, and you shall pass,” he says.  “The strength of Water – simplicity itself, is it not?”  He lifts the huge rocks himself with no sign of effort, moving like a huge power-lifting machine, all smooth remorseless power.  

The weight of the boulders is shockingly heavy, and the PCs must stagger forward, veins bulging and muscles straining beyond endurance.  In order to carry the boulder across the field, the PC must roll Strength/Athletics at TN 30.  Failure means the PC collapses halfway across, dropping the boulder with an impact that seems to shake the ground under everyone’s feet.  The Keeper of Water helps the exhausted PC back to the starting area.

Guro will actually be able to successfully carry his boulder all the way across, despite having only one hand with which to grip it.  

Once all the PCs have tried to carry the boulder across, the Keeper will clap any unsuccessful PCs on their shoulders.  “Do not be ashamed!  There is more to Water than strength.  There is also clarity and vision.  So, if you can find your way to the stairs on the far side of this clearing, you shall pass.”  

In order to pass this version of the Test, the PC in question must roll Perception/Hunting at TN 30 to spot the stairs in the dim starlight.  The Keeper will not allow the PC to carry a light-source, which would defeat the point of the Test.  A PC who cannot make the roll will be forced to stop, unable to tell if they are walking toward the stairs, toward the hillside, or toward to cliff-edge which will drop them to their doom.  A PC who decides to proceed anyway has a one-third chance of reaching their goal – and a one-third chance of walking off the edge and falling to their death.  

If at least one PC besides Guro pass the Test, the party as a whole will be allowed to proceed up the stairs.  

The Test of Fire

After another long climb, the PCs see light ahead – the flickering yellow-orange light of a fire.

You emerge onto an oval flat area tucked into the side of the hill, which leans overhead to form a partial roof.  The stairs are clearly visible resuming their climb on the far side, but between you and them is a huge bonfire, its flames licking upward into the night sky.  Seated by the fire is a woman in monks’ robes, her hair a tangled mane that shadows her face.  As you arrive she rises suddenly to her feet, and you can see the embroidered flame patterns on her garment – they seem almost to be moving, although whether that is real or an illusion created by the flickering firelight is impossible to say.  Her voice is low and hoarse, her teeth barely visible as flashes of white behind the tangled curtain of her hair.  “You face the Test of Fire, samurai.  Prepare yourselves.”  

Once a PC is ready to take the Test of Fire, the Keeper leads that PC forward to the edge of the huge bonfire.  “This flame is a spirit of fire, summoned to serve in this place.  Within its grasp is a scroll-tube.”  She points to the scroll-tube, which is literally hovering within the flames, seemingly unaffected by their heat.  “You must snatch this scroll-tube from the flames.”

This is a roll of Agility/Jiujutsu (or, alternatively, Agility/Sleight-of-Hand) at TN 30.  A successful roll snatches the scroll-tube from the flames – the tube is not actually hot, but the flames inflict 1k1 damage.  A failed roll means the PC misses the scroll-tube and suffers 3k3 damage from burns.  Unlike other tests, the PCs may make additional attempts to snatch the scroll, so long as they can still stand – once a PC chooses to stop trying, seek healing, or simply give up, they may not make any further attempts.  

Guro will not be able to snatch the scroll – age and ill health have slowed him too much.  

If the PCs do retrieve the scroll-tube, the Keeper of Fire takes it from them, opens it, and removes a scroll.  She runs her fingertip along the scroll and a coil of smoke rises from it as black symbols burn themselves into the paper.  “These symbols correspond to the kanji in your names.  You must decipher this if you are to proceed.”   

Solving the second part of the Test requires a roll of Intelligence/Calligraphy (Cipher) at TN 30.  Unlike the other tests, this one can be done with Combined Rolls if the PCs wish.  Guro will assist one of the PCs if this is done.  

Assuming the PCs succeed, the Keeper bows her head and gestures to the stairs.  “You may proceed.  The Test of the Void awaits you.” 

The Test of Void

As the PCs ascend from the Test of Fire, leaving the flickering firelight behind them, the stairs narrow until the PCs are advancing in single file.  They proceed this way for some time, circling higher and higher around the great hill, until they come to the following scene:

The stairs end at a semi-circular open area.  Above you, within a few yards, are the trees which ring the upper crest of the hill.  At the inner curve of this semi-circular area is a staircase cutting up through the hillside toward the crest.  A torii arch stands over the entrance to the stairs, and additional arches are visible higher up the stairs.  Waiting quietly at the foot of the stairs is a short bald man dressed in simple robes.  In the faint light of the stars his clothing appears to be patterned like the night sky.  “Be welcome here, servants of the Emperor,” he says in a voice that seems to echo within your heads as well as your ears.  “You have passed many tests and challenges to come so far.  Now only two remain.”  He seats himself cross-legged.  “I am the Keeper of the Void.  Will you join me in meditation?”  

The challenge here is quite simple: meditation, to achieve harmony with the Void.  The roll here is a standard Meditation roll (Void/Meditation, TN 20) with the Zanji emphasis applying.  Guro will succeed.  In addition, at least half the PCs (rounded down) must succeed in order for the party to be able to continue.  The Keeper will meditate as well, and the PCs will be dimly conscious of his presence and power even when they are in the depths of their own trance.  

If the PCs ultimately fail, the Keeper opens his eyes and shakes his head sadly.  “It seems you are not the ones destined to complete the Emperor’s task,” he says softly.  “This is unfortunate, but do not despair – you are not the only ones seeking the wisdom he needs.”  The PCs must leave the mountain – their adventure is over.

If the PCs succeed, the Keeper rises, smiling, and bows to them.  “It seems you may be the ones to complete this quest.  Proceed – only one test remains, and once you reach the top of these steps, it will be completed.”      

The Test of Purity 

The stairs ascend beneath a total of seven torii arches, each painted a different color – gray, blue, green, gold, red, orange, and purple.  As the PCs pass beneath these arches, they feel a crackling of energy through their bodies, and a strange and powerful sense of being watched.  If any of the PCs are Haunted or have Ancestors, those beings suddenly fall silent as the PCs feel themselves to be under the attention of someone or something much higher in the Celestial Order.  On the other hand, any PC who is Forsaken will feel nothing when passing through these arches.

Smart PCs may realize that the seven torii arches symbolize the original Seven Thunders – alternatively, they can figure it out with a roll of Intelligence/Theology at TN 25, or Intelligence/Lore: History at TN 30.  

This spiritual inspection is checking the PCs for lack of purity – specifically, for the Shadowlands Taint.  PCs who are not Tainted will be able to pass through the arches safely.  A PC who does have Taint, however, will have to make a roll of Void/Honor in order to pass through the arches.  The base TN for this roll is 25, modified as follows:

· PC is a Crab: +5 TN penalty

· PC has two or more Ranks of Taint: +5 TN penalty.

· PC has less that one full rank of Taint: -5 TN bonus.

· PC prays to the Thunders, or otherwise role-plays an acknowledgment that the Thunders are present and rendering judgment: -5 TN bonus.  

Guro will fail to pass the Test of Purity.  He, and any PCs who likewise fail, find themselves simply unable to advance past the last of the torii arches.  The other PCs will be able to pass through to the Shrine.  Guro will clearly be saddened, perhaps even heart-broken, by the discovery that he cannot enter the Shrine of Shinsei.  He will bid the PCs goodbye, urging them to complete their quest and help the Emperor.  With that, he turns and begins the long descent back down the stairs.       

Part Two: Atop the Hill

If the PCs do, in fact, pass all five Elemental tests and at least some of them pass the Test of Purity, they will be allowed through the final torii arch and out onto the top of the hill.  Dawn is breaking, and bright sunlight bathes the PCs as they pass through the belt of trees which ring the hill and emerge on the far side.  Here they discover the following sight:

Within the ring of trees is what appears to be a miniature settlement a quarter-mile across.  Thriving rice paddies, grain fields, and vegetable plots are arranged in a pleasing geometric pattern, with small shrines located at the junctures of the paths that divide the fields.  Near the middle of this great circle is what appears to be a small village, composed of sturdy-looking huts with roofs of dense, golden yellow thatch.  You can see several torii arches around the edge of the village, each standing over one of the paths that comes in from the surrounding fields.  On the far side of the village is a small, steep hill – perhaps two hundred yards in height, and the same in width – whose sides are covered in thick trees.  You can see large crows flying above the tops of the trees.  

You can see a few people, shaven-headed and dressed in the robes of the Brotherhood, working in the fields, walking in the streets of the village, or praying at the various small shrines.     

The Village of Shinsei 

The fields outside the village are lush and fertile, with abundant crops, and plentiful water in the rice paddies.  There is no sign here of the drought that plagues so much of the Empire – although the sun is just as hot here as elsewhere, the soil nevertheless seems have abundant moisture.  Any shugenja who casts Sense or Commune here will discover that the entire hilltop is suffused with elemental spirits of all types, including numerous powerful Water spirits.  

There are especially heavy concentrations of spirits around the numerous shrines.  These are small pagodas, four or five feet high, each of which contains a small golden statue of Shinsei.  Any PC who meditates in front of one of these shrines gains a Free Raise on their Meditation roll.  

The village itself seems to be a classic peasant settlement, with about two dozen huts that each house three to four monks and nuns.  (There is no gender segregation here – these people are enlightened enough to be above the lure of physical desire.)  These are classic peasant huts, built from wood and with thatch roofs – no beautiful paper walls or polished floorboards here.  Each house contains a small shrine to Shinsei with a statue of the Little Teacher, an assortment of incense sticks, and a copy of the Tao.  

Aside from the residences, the village also has a bath-house, a granary and mill, a carpenter’s shop, and a blacksmithy.  All of these places are operated by the monks, who act at all times with care, precision, and prayerful dedication.  At the center of the village is an open square containing a stone-walled well, which offers limitless crystal clear water to whoever lowers a bucket.  

If the PCs approach the wooded hill on the far side of the village, they discover that a wide stone staircase ascends the near side of it, climbing steeply upward beneath the overhanging trees.  At the base of the stairs there are two stone statues of Fu Lions, mythical guardian beasts.  Both the staircase and the statues are extremely old, their surfaces and edges worn by centuries, but the excellence of their workmanship is still apparent.  Any PC who rolls Intelligence/Theology at TN 20 will know that Fu Lions are traditionally seen as guardian spirit-beasts, and those defending major temples or shrines are said to have the ability to animate and fight it their defense.  Shugenja PCs who cast Sense in this area can detect very powerful spirits inhabiting the statues, and other PCs who have an Inner Gift or other such ability can likewise sense the presence of these spirits.  See “Part Three: The Inner Sanctum” for details of what happens if the PCs attempt to ascend the hill.   

Talking with the Residents

This is a place of enlightenment and peace, and the monks and nuns who dwell here are spiritually more pure than almost anyone else the PCs will ever meet.  If the PCs approach any of them, they are met with smiles, bows, and gestures of blessing.  Within the village itself, the PCs will also be offered rice, porridge, and vegetables to eat and cool fresh water to drink (there is no tea or sake here).  

If the PCs ask who is in charge here, the monks smile and laugh.  “There is no need for a headman or abbot here, for we all seek enlightenment with equal dedication, and we can all see the tasks that must be done.  If anyone could be said to rule this place, it is the Little Teacher’s friends, who dwell in the Inner Sanctum.”  

If the PCs ask about the Inner Sanctum, the monks explain: “You may have heard the tale that a crow brought Shinsei word of the fate of the Seven Thunders… there are spirit-crows as well.  You may know them as Kenku.  Some of them dwell in the shrine atop that hill, along with the oldest and most enlightened of our own number.”  

If the PCs ask about the Emperor’s father, the former Toturi XI: “All those who come here take new names, as I am sure you know, for to become a monk is to die to one’s former life.  But I may know of whom you speak.  There is a man who come to us some time ago, a man already old, who had sought us for many years and finally given up on his quest. He is in the Inner Sanctum now, for his mortal life will soon be over.  Eichi (“Wisdom”) is the name he took in our Brotherhood.”  

If the PCs ask about how to get into the Inner Sanctum: “The Guardians choose those who may enter, and those who cannot.  Approach with humility and a pure soul, and they may grant you passage, if they find you worthy.  Do not seek to evade their power, or you will pay the price.”  They will identify the “Guardians” as the Fu Lions if the PCs ask.

If the PCs ask whether they might be able to return to the Shrine of Shinsei later, the monks smile gently.  “Perhaps, if your path brings you here again.  Those who seek the Shrine seldom find it, however – it must find them.  Your destiny has brought you here, but soon it will take you away again.”

Part Three: The Inner Sanctum

In order to locate the former Emperor, and collect his message for his son, the PCs will have to enter the Inner Sanctum of the Shrine of Shinsei.  

If any PC attempts to ascend the hill to the Inner Sanctum (either via the stairs, or elsewhere on the slope), a shudder runs through the Fu Lions and they both stir, shaking their heads like dogs awakening from sleep.  They approach the PCs, growling and sniffing at them suspiciously.  

As before, attempts to bypass this obstacle via magic will not work – the spirits simply will not answer the call of shugenja trying to do such things.  This could lead to potentially highly embarrassing or dangerous situations, e.g. an invisible shugenja suddenly becoming visible as s/he approaches the hill, or a flying shugenja abruptly dropping to the ground.  

In order to pass the inspection of the Fu Lions, a PC must have one of the following properties:

· An Honor Rank of 4.0 or better.

· Void Ring of 4.0 or better.

· Four or more ranks in Theology or Meditation. 

· The Advantages of Blessing of the Elements, Chosen by the Oracles, Friend of the Elements, Great Destiny, or Inner Gift.

In addition, the PC cannot have any of the following properties:

· Any Shadowlands Taint (even a single point).

· Honor less than 1.0.

· The Disadvantages Compulsion, Forsaken, Momoku, or Wrath of the Kami.

If any of the PCs pass inspection, the Fu Lions lower their heads and allow them to pass unmolested.  PCs who do not pass inspection are treated to growls and head-shakes as the Fu Lions attempt to herd them away from the Sanctum.  All is not quite lost for those PCs, however – if they pray and beseech the Fu Lions, devoutly and piously, to be allowed to pass, the GM can allow them to roll Void/Theology at TN 30.  A successful roll means the Fu Lions accept the PC’s prayers and allow that PC to ascend to the Sanctum.

If any PCs are foolish enough to attempt to ascend the hill by force, or to confront the Fu Lions in a violent or aggressive manner, the guardian beasts will attack such PCs.  They are without mercy to such foolish and misguided persons, keeping high dice on all attack and damage rolls and doing their best to send them on to Meido for judgment.  

Atop the Hill

Any PCs who succeed in passing the inspection of the Fu Lions will be able to ascend to the top of the hill:

At the top of the steep stone stairs, you emerge into a circular open space, surrounded by trees.  The ground is paved with smooth, precisely-fitted stones, and in the center of the clearing is a modest, simple two-story temple, its pagoda roof not even rising above the level of the surrounding trees.  The front of the temple is open, and you can see a few robed figures kneeling in the dim light within.  Crows are everywhere, perching on the arches of the temple roof, walking across the stone clearing, or perching on the surrounding trees.  

As the PCs approach the temple, a loud cawing arises from the crows, many of which begin flying around the PCs in a swirling cloud of black wings.  A robed figure emerges from the temple and walks toward the PCs – as it draws closer, the PCs realize with a shock that it has the head of a huge crow, with claws instead of hands, and wears a pair of swords through the simple belt of its monks’ robes.  

The Kenku bows to the PCs with a quick, precise movement, and speaks in a clear voice with a strange, alien accent.  “Welcome to the Shrine of the Little Teacher.  What wisdom do you seek?”       

Presumably the PCs will explain their mission.  At this point, it does not matter whether they name the man they are seeking as Eichi or Toturi XI – either way, the Kenku nods with the same quick motion and leads the PCs into the temple.  They pass through the main front chamber, where several elderly human monks and two more Kenku are praying before a simple bench on which rests an ancient scroll (a copy of the Tao) and several sticks of smoldering incense.  

The Kenku leads the PCs into a narrow back hallway, the floors and walls made of dark, smooth-polished wood.  He kneels with quick precision and slides open a wooden shoji.  “Eichi?  There are samurai here to speak with you.”  A faint, faltering voice answers from within: “Yes, I’ve been expecting them.”  The Kenku nods to the PCs and slides the shoji closed after they enter the room.

Speaking with Eichi

The room inside is small and simple, lit by a single candle resting in a copper bowl.  A futon lies on the floor, and resting on the futon is a very old man, his shrunken body barely noticeable beneath the covers.  His eyes are deeply sunken into a shriveled, ancient face, but you can recognize the Emperor’s bloodline in the shape of his head.  A tea-set and a small wooden puzzle box sit on the floor near his head.

The old man who was once Emperor Toturi XI speaks in a weak, wavering voice, barely above a whisper.  He is dying – of simple old age, not illness or injury, and there is nothing the PCs can do to assist him or make him more comfortable.  He is a gentle and pure soul, and will adopt a fatherly attitude toward the PCs.  He does his best to answer all of their questions, although the effort of lengthy conversation clearly exhausts him.

Eichi has had dreams of samurai coming to visit him, and will softly welcome them here and asks why they seek the help of “an old man, nearly gone from this world.”  Once the PCs explain why they are here, the old man smiles.  “Ah.  My son.  Yes, I have been dreaming of him for some time now.”  He closes his eyes and is silent for a moment, then speaks in a slightly louder voice.  “Tell my son, he must be prepared to remember the deeds of our greatest ancestors.  A time of great trial comes, when Rokugan will rise to glory or fall into shame, ignominy, and defeat.  On his shoulders will be the first and hardest step toward victory.”  He moves one hand weakly, gesturing to the puzzle box that rests at his bedside.  “Give this into his hands, and his alone.  It contains a trivial thing… but also the most precious thing of all.”   

If the PCs ask about the dangers lying ahead for the Empire, Eichi sighs.  “Many of us have seen these visions, in our meditations.  The Kenku also.  A great evil arises, and the Empire may be too far gone in Sin to stop it.  But,” he smiles, “there is always hope.  Shinsei taught us that truth.  Mortal men may fall… but mortal men can also change destiny, where the Fortunes cannot.”

If the PCs ask about the Kenku: “The crows revere Shinsei, as we all do.  They are magnificent teachers, and I have been honored to learn a little at their side.”
He does not know anything else likely to be of interest to the PCs.

Socializing with Kenku

Some of the PCs may decide to speak with one or more of the Kenku who inhabit the Sanctum.  These beings are interesting conversationalists – they have birdlike mannerisms such as preening, but are also highly intelligent, artistic, and somewhat mischievous.  All of them are master swordsmen and carry their blades at all times, but the ones here are also highly enlightened and spiritual, making for a very odd combination.  Their favored topics to discuss with the PCs will be enlightenment, swordsmanship, and art.  They are not terribly interested in the affairs of human governments or the Empire, and will quickly become bored with any PC who talks of such matters.  They are all aware that a dark and terrible time lies ahead, but they are not terribly troubled by this, since it does not affect them directly at all.  

If any PC asks to spar or test their swordsmanship with one of the Kenku, the crow-man will be delighted with both the offer and the courage of the PC for making it.  “A match with a Kenku is not to be undertaken lightly, mortal man.  Are you willing to gamble your life on your skill, hmmm?  To place your fate on the blade’s edge, in the moment between life and death?” 

If the PC agrees, one of the Kenku will fight the PC in a match of either iaijutsu or kenjutsu, as the PC prefers (the Kenku are equally skilled at both).  This will be a true fight, with bare steel and no holds barred, although the PC can acknowledge defeat (and thereby survive) at any time.  The Kenku will fight until reduced to the Down rank, at which point it will acknowledge defeat and offer the PC a deep bow of respect.  

A PC who fights a sparring match with a Kenku, survives, and does not surrender (e.g. either wins or fights until reduced to Down or lower) earns 1 bonus Experience Point, which must be spent on a skill which the PC used during the fight (e.g. Iaijutsu, Kenjutsu, Defense, etc).  

Prayers and Dedications

Some of the PCs may wish to spend time praying, meditating, or otherwise showing their devotions to Shinsei.  The Inner Sanctum is a very holy and spiritual place, and any PC who meditates here will gain a Free Raise on their roll.  

The copy of the Tao which is displayed in the temple is, in fact, an original True Tao from the time of the First War, and any PC who reads it through (which takes about twelve hours) and rolls Void/Meditation at TN 30 will gain a free Rank in the skill of Theology.  

If the PCs actually spend the night in the Inner Sanctum (they will be permitted to do so if they wish), any PC who suffers from a Permanent Wound may roll Void/Meditation at TN 30.  With a success, when the PC awakens in the morning, the Wound is cured.

Opening the Puzzle-Box

It is possible that dishonorable PCs may decide to open the puzzle-box themselves before they deliver it to the Emperor.  This is an intrinsically dishonorable act and should cost the PCs a number of points of Honor equal to twice their current Honor Rank (minimum of 1 point even for Honor 0 characters).  

Opening the puzzle-box is extremely difficult – it is bizarrely challenging for such an essentially simple item.  A PC must roll Intelligence/Investigation at TN 45 to open it.  If so, the PC finds a single sheet of pure white paper, folded into quarters.  It is blank.

Leaving the Shrine

Once the PCs have met with Eichi and accepted the puzzle-box, they are ready to return to the Empire and deliver it to the Emperor.  The monks and Kenku of the Shrine of Shinsei will wish them good fortune on their journey.  As the PCs descend the long staircase, they find the various “Test” locations empty – the Keepers, it seems, only appear to those seeking to enter the Shrine, not to those leaving.  

As before, the long climb on the stairs seems to take an uncertain amount of time.  No matter when the PCs start their climb, when they reach the bottom of the stairs it is a foggy, chilly morning, the brown grass of the plains wet and bedraggled beneath their feet as Lord Sun slowly rises to the east, a dark red ball struggling free of the mist.  As soon as the PCs set out eastward toward the rivers, the shape of the great hill that holds the Shrine seems to shiver and fade behind them – by the time they reach the riverbank, it is gone.  

The PCs have actually spent over a month inside the Shrine, even though to their perceptions it may have seemed like only a day or two.  The terrible summer heat has finally broken in favor of the cool and damp of autumn, although the damage from the drought and heat-wave has already been done.

Part Four: Ambush by the Sons of Destiny 

Shinji, the monk from the Sons of Destiny, has not been idle while the PCs were inside the Shrine of Shinsei.  As the PCs approach the riverbanks, they emerge from the morning mist to see a shallow-draft river kobune pulled up in the shallows.  A ship’s skiff is pulled up on the beach next to what appears to be a small encampment with tents, cook-fires, and bustling servants and samurai.  From at outward glance, it appears to be a normal encampment for a merchant ship, comprising several ronin, an assortment of commoners, and a ship’s captain wearing Scorpion colors.  If the PCs specifically look for a monk, they will spot one, recognizable as Shinji if the PCs roll Perception/Investigation at TN 20.  Also, any PC who rolls Perception/Battle at TN 20 will notice that the ronin seem quite alert and well-armed, and that everyone is watching the PCs closely as they approach.  

This is in fact an ambush team, sent by the Sons of Destiny in order to try to capture whatever wisdom or treasure the PCs may have brought back from the Shrine of Shinsei.  

The Sons’ force comprises a mixture of several ronin, a Scorpion ship captain (Bayushi Hakuji), and two Phoenix bushi disguised as additional ronin, along with a half-dozen non-combatant commoner servants and crew (who are unaware that their captain is a Son of Destiny).  Against a standard Insight Rank Two party, there will be four ronin.    

Talking

If the PCs approach in a relatively peaceful manner, Shinji will step out of the crowd and welcome them.  “It is good to see you, my friends!  I have been waiting here quite some time in the hope that you might return in the same place where you left.  Please, join us for a morning meal, and perhaps we can discuss what wisdom you have learned in the Shrine of Shinsei.”   

The servants will offer up grilled fish, rice, and miso soup from the cook-fires.  Although the PCs may suspect poison, Shinji and the other Sons will eat out of the same portions – they were not so well prepared as to have poison ready to hand.  During the meal, Shinji will ask the PCs about their experiences in the Shine and will try to learn whether they have brought back any wisdom from there – especially documents or other such repositories of knowledge.  The other Sons will gather around and watch the scene but will not actively converse unless the PCs speak with them.  

If the PCs ask about the ship and why it is here, the captain (Bayushi Hakuji) will claim he was simply sailing downstream last night and stopped here for the evening, where he met this “honored monk” and invited him to share their hospitality.  This is all a lie, of course, although Hakuji is a skilled enough liar that the PCs will have a tough time seeing through him.  The crew and the ronin/Phoenix will back his story, although they are less skilled at lying (the commoners roll 4k2).  PCs can also get a hint as to the falseness of this story by looking around the campsite – a roll of Intelligence/Investigation at TN 20 deduces that the camp has been here at least a week (based on the number of footprints, amount of ashes in the firepits, etc). 

In order to make it through this encounter safely, the PCs will need to avoid admitting that they have brought anything back with them.  This will most likely require a roll of Awareness/Deceit (Lying) against Shinji’s Perception/Investigation (Interrogation), although a PC who takes an especially elliptical and indirect approach might be able to substitute Awareness/Etiquette (Sincerity) instead.  If only one PC does all of the talking, Shinji will try to work around this by actively questioning at least one other PC in the group.

If the PCs do succeed in deceiving Shinji, he will eventually, somewhat grudgingly give up, allowing them to continue their journey unmolested.  However, if they tell the truth, or he perceives them to be lying, he will shake his head sadly.  “I am sorry, my friends, truly I am.”  He sets down his soup bowl as the surrounding Sons spring to the attack.  PCs who have not specified that they are on alert will be surprised, suffering the appropriate Initiative penalty.  

Fleeing

If the PCs immediately retreat, the Sons of Destiny will attempt to pursue them.  In order to evade them o the foggy plains, the PCs will have to make a Combined Roll of Intelligence/Stealth (Sneaking) against Bayushi Hakuji’s Perception/Hunting.  Hakuji will gain three Free Raises to his roll from the assistance of his comrades.  

Shugenja PCs may be able to assist in this escape with spells such as The Eye Shall Not See or Summon Fog.  This may award anything from one to five Free Raises, at the GM’s discretion, to the PCs’ efforts to evade pursuit.    

Fighting

If the PCs end up fighting (either due to Shinji ordering an attack, the PCs being unable to avoid pursuit, or an especially paranoid party simply attacking the encampment), the Sons will do their best to kill the PCs. Shinji will use his Unbalance the Mind kiho to create Free Raises for the other Sons.  The lower-ranking Sons are fanatics and will do their best to fight to the death; however, Shinji and the captain, Bayushi Hakuji, will try to flee via their skiff if the fight is clearly lost.  

If the PCs succeed in defeating the Sons, they may be able to take prisoners.  Shinji is ultimately fanatical enough to kill himself rather than be taken prisoner, but the other Sons can be captured if they are reduced to the Down or Out Wound Ranks.  

General information on the cult, and what the PCs can learn from their prisoners, is found in Appendix #2.  Aside from that, the cultists do not really know why they are here, other than that they were ordered to assist Shinji in retrieving some sort of “important secrets” from the PCs.     

Part Five: Delivering the Message

Once the PCs manage to avoid, fool, or defeat the Sons of Destiny, they will be free to return to the Imperial capital, Toshi Ranbo, and deliver the puzzle box to the Emperor.  The journey is a lengthy one, but without incident.  The PCs can clearly see that autumn has arrived, and by asking passerby can ascertain that they spent over a month in the Shrine of Shinsei.  

The PCs finally arrive in the Imperial capital amid a thin autumn drizzle, the air chilly with the first hint of impending winter.  When they present themselves at the Old City, they are ushered inside and taken to a waiting room.  There, after about twenty minutes, they are met by Miya Shikan.

Dealing with Shikan

The Imperial Herald is, as always, a thin, shaven-headed man in his forties, with a pursed mouth and a generally pinched, distasteful expression.  Shikan will ask the PCs how their quest has gone, whether they were able to locate the Shrine of Shinsei, and what they have brought back.  If the PCs admit that they have brought back something for the Emperor, he will nod brusquely.  “I shall deliver it to the Son of Heaven,” he says, holding out his hand with an impatient, peremptory gesture.  “Your task is complete, and you may return to your homes and lords with honor.”

Obviously, the PCs should not give the puzzle-box to Shikan, and should insist on meeting the Emperor in person.  There are two basic ways they can handle this:  

Lying: The PCs can choose to lie to Shikan, most likely by claiming they have brought nothing back from the Shrine.  Lying to Shikan is a hazardous activity – his Perception/Investigation (Interrogation) roll is 10k6+7, and he adds +10 to the TN of any Social Roll made against him. If he realizes the PCs are lying to him, he will glare at them with fearsome wrath.  “You are most unwise to lie to me, samurai-kun,” he says.  “Do you imagine you can disrespect the Imperial Herald in such a manner?”  He will now make a Willpower/Deceit (Intimidation) roll of 10k5+9 (plus an additional bonus equal to the difference between the PC’s Status and Shikan’s Status of 9.0) against the PC’s Willpower/Deceit (Intimidation).  If he defeats the PC (as is most likely), the PC will “crack” and confess the truth.  

If the PCs are caught lying, Shikan will insist they turn over the puzzle-box – they can still try to politely refuse (as outlined below), but due to having been caught in a lie, all their subsequent TNs against Shikan will be at a +5 TN penalty.  

If the PCs manage to avoid getting caught in a lie, Shikan will eventually give up and grudgingly depart, allowing the PCs to see the Emperor.

Polite Refusal: The safer route for the PCs is to firmly but very courteously refuse to give Shikan the puzzle-box, explaining that they have been commanded only to give it into the hands of the Emperor himself.  This is primarily a role-playing challenge – the PCs must refuse without insulting Shikan in any way.  He will attempt to overbear them with his Status and try to trick them into insulting him, saying things such as “I am the Emperor’s direct servant, and if you refuse me you are refusing the Emperor himself,” or, “Do you suggest that the Imperial Herald is not trustworthy?”  The PCs must avoid this verbal pitfalls.  If they do so, they can roll Awareness/Etiquette (Sincerity) at TN 30 to get away with refusing the Imperial Herald.  If their role-play is weak or they commit a few verbal blunders, they can still roll, but the TN is 40.  If they role-played exceptionally well, on the other hand, the TN is only 25.

If the PCs fail the roll, or if they actually stumble into insulting Shikan, he will demand their seppuku and make a Deceit (Intimidation) roll as above – however, since the PCs have been honest, they can choose to resist with a roll of Willpower/Honor instead of Willpower/Deceit.  A PC who fails to resist the Intimidation will hand over the puzzle box – at which point Shikan, in an ostentatious display of magnanimity, will spare their lives.  If all of the PCs resist and continue to refuse, Shikan will go ahead and demand their seppuku for insulting the Imperial Herald. However, if the PCs ask to meet the Emperor and complete their mission before ending their lives – and back up the request with a roll of Awareness/Etiquette (Sincerity) at TN 25 – he will grudgingly allow it.   

If the PCs successfully make their Etiquette roll, of course, they have avoided insulting Shikan, and he will finally back off and allow them to proceed to their meeting with the Emperor.   

Allies of Shikan: It is possible that some PCs may have acquired Miya Shikan as an Ally in a previous adventure.  Shikan will lean especially hard on these PCs to submit to his demands.  If they still refuse to cooperate, he will make a special point of ruining their lives after the adventure – see “Rewards for Completing the Adventure” for details.

Meeting the Emperor

Assuming the PCs survive their encounter with Miya Shikan, they are eventually taken into a small but well-apportioned upper chamber of the palace.  The Emperor is seated by an open window, looking out through the damp, cloudy air on the Empire’s capital city.  He is clearly shrouded in gloom, but at the sight of the PCs he straightens up and visibly brightens.  “You have returned.  What have you learned?”

The Emperor will listen with interest to whatever the PCs tell him.  Presumably the PCs will eventually present him with the puzzle-box.  The box practically springs open at the Emperor’s touch, and he slowly withdraws the piece of paper and unfolds it.

Visible on the sheet of paper is a single kanji: “Honor.” The Emperor slowly lowers the paper to rest in his lap, and stares into space for a time.  Finally, he seems to come back to himself and remembers that the PCs are present.  “You have the gratitude of the Toturi dynasty,” he says, and gestures dismissal.

· If any of the PCs opened the puzzle-box (or allowed someone else, like Shinji or Shikan, to open it), the paper is blank.  The Emperor is stunned and depressed by this discovery, and dismisses the PCs without another word.  In this situation, for purposes of experience points and other rewards, the PCs are considered to have failed to deliver the puzzle-box.

· If any of the PCs were ordered by Shikan to commit seppuku, but managed to get permission to deliver the message and puzzle-box to the Emperor, they can petition the Emperor for mercy.  A well role-played appeal and a roll of Awareness/Etiquette (Sincerity) at TN 20 will persuade the Emperor to order Shikan to rescind the seppuku order.

Rewards for Completing the Adventure 

At the end of the scenario, any PCs with Shadowlands Taint must make a Simple Earth roll with a TN of 5 + (5 x Taint Rank).  If the roll is failed, the PC acquires one additional point of Taint.  

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PC passes all the Tests:


+1 XP

PCs speak with Eichi:


+1 XP

PCs deliver the puzzle-box to the Emperor:
+1 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

If the PCs successfully deliver the message untouched to the Emperor, each such PC gains 3 points of Honor and is awarded the cert “Rewarded by the Clan” or (for ronin) “Rewarded by the Emperor.”  However, each PC also loses two full Ranks of Glory as Miya Shikan does his best to ruin their reputation.  

· If one or more of the PCs has Shikan as an Ally, they lose that Advantage, and Shikan takes an especial effort to blacken their name.  These PCs gain 5 points of Infamy in addition to losing the Glory.

If the PCs commit seppuku due to insulting Miya Shikan, but nevertheless manage to deliver the puzzle-box to the Emperor, their players gain an extra 15 points of Kharma for their next character.  

PCs who complete the adventure but are not successful (they fail to bring back the puzzle-box to the Emperor) lose 4 points of Honor and three Ranks of Glory.  

PCs who win a sparring match with the Kenku earn 1 bonus Experience Point which must be spent on a skill they used in the sparring match.

Appendix #1: NPCs and Creatures

Kenku Swordsman/Duelist

	FIRE 4
	  AIR 4

	Agility 5


	Reflexes 5

	EARTH 5
	WATER 3  

	
	Strength 5


TN to be Hit: 39

Attacks (Kenjutsu): 10k6+7

Damage: 8k2 (katana)

School/Rank: Kenku Swordsman 3 (or 4)/Kenku Duelist 1


Rank One: After rolling Initiative, may add bonus equal to twice Kenjutsu.  If Initiative score is higher than opponent, gain +1k0 to attack roll for every five points by which it is higher.  Add Air Ring to total of all attack rolls made with a katana.


Rank Two: Any attack by you which inflicts at least 10 Wounds also takes a Void point away from the target.  If the target has no Void points, it inflicts additional Wounds equal to twice your School Rank.  Add Fire Ring to total of all Initiative rolls.


Rank Three: Make an additional attack per round.  Air Ring bonus from Rank 1 technique is now doubled.


Rank Four (Rank Three Opponents Only): If attack roll exceed opponent’s TN to be Hit, add the amount by which you exceeded the TN to your damage total.  Fire Ring bonus from Rank 2 Technique is now doubled.  


Kenku Duelist Rank One: Gain an Initiative bonus equal to Air Ring + Agility.

Skills: Athletics 3, Calligraphy 4, Defense 7, Etiquette 4, Hunting 5, Iaijutsu 8, Kenjutsu (Katana) 7, Lore: Myth and Legend, Meditation 5, Theology 7.

Mastery Abilities: Reduce Wound Penalties by Ranks in Kenjutsu, and gains a Free Raise when fighting with Kenjutsu.  Adds two times his ranks in Defense to TN to be Hit, and may declare Full Defense at start of combat.  Adds +5 to TN of any social rolls made against him.  May focus an additional time in an Iaijutsu duel.

Advantages: Great Potential (Iaijutsu and Kenjutsu)

Wounds: 10 per rank, Wounds Ranks as a human.


Special Abilities: May fly at twice normal movement rate.  Once per day, may take human form for one hour.  

Ancient Fu Lions, Guardian Spirit Creatures

	FIRE 4
	  AIR 4

	
	

	EARTH 5
	WATER 3 

	Willpower 6
	Strength 5


TN to be Hit: 20

Attacks: 8k4

Damage: 7k4

Carapace Armor: 5

Wounds: 21: +3; 41: +5; 61: +10; 81: +15; 101: +20; 120: Destroyed.  


Special Abilities: Invulnerability.  Charge Attack: May use the Full Attack posture while moving at full speed.  Immune to disease, fear, poison, possession, and the Shadowlands Taint.  

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, Investigation 3, 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.

Bayushi Hakuji, Ship Captain and Son of Destiny

	FIRE 3
	  AIR 4

	
	Reflexes 5

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 3


TN to be Hit: 30


School/Rank: Bayushi Bushi 2


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: When making a Feint maneuver, gains two Free Raises instead of one.  If an opponent attacks him and misses, gains a number of Free Raises equal to Air Ring for any attacks made on that opponent before their next turn.

Honor/Glory/Status/Infamy: 1.4/2.0/1.5/2.0

Skills: Athletics 3, Calligraphy 2, Commerce 5, Courtier 3, Deceit (Lying) 3, Defense 5, Etiquette 2, Horsemanship 2, Hunting 3, Iaijutsu 3, Investigation 2, Kenjutsu 4, Kyujutsu 3, Lore: History 2, Lore: Law 1, Lore: Scorpion Clan 2, Meditation 1, Theology 2.

Mastery Abilities: Add 5 to TN of any Social rolls made against him.  Adds Defense skill to TN to be Hit, and may go into Full Defense when Initiative is rolled.  

Advantages/Disadvantages: Allies (Sons of Destiny), Social Position (ship captain), Wealth/Bad Reputation (merchant), Dark Secret (Sons of Destiny).

Equipment: Kimono, daisho set, bow and 20 arrows, traveling pack, 10 koku.

Phoenix Sons of Destiny

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3 
	WATER 2 

	
	Strength 3

	VOID 4


TN to be Hit: 24


School/Rank: Shiba Bushi 2


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


Rank Two: Gain Free Raises equal to School Rank on melee attack rolls, but these Raises may only be used to Guard an ally.  With a successful Guard action, in addition to the normal effect, and bonuses to his TN to be Hit are also added to the ally.  Raise or lower the TN of any spell cast on him by 5.

Honor/Status/Glory: 0.5/1.0/1.5

Skills: Athletics 2, Courtier 1, Deceit (Lying) 3, Defense 4, Etiquette 2, Hunting 2, Investigation 2, Kenjutsu 4, Kyujutsu 2, Lore (Law) 1, Lore (History) 1, Lore (Sons of Destiny) 2, Meditation (Void Recovery) 2, Spears 3, Stealth 2, Theology 2. 

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

Advantages/Disadvantages: Allies (Sons of Destiny)/Dark Secret (Sons of Destiny).
Equipment: Ronin clothing, sandals, daisho set, naginata, traveling pack, 2 koku in coins.  

Ronin Sons of Destiny

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2
	WATER 2 

	
	

	VOID 2


TN to be Hit: 18


School/Rank: Ronin Warrior 1


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

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

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

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

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

Appendix #2: The Sons of Destiny

If the PCs kill or capture some of the Sons of Destiny, they can learn the following information:

· None of them carry any kind of religious or other such symbols.  Bayushi Hakuji carries a chop identifying himself, but none of the others do so.  

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

· The Sons will claim the cult has members in many parts of the Empire and is “growing by the day.”  They receive orders via ciphered letters.  

· The Sons are all very insistent that they do not practice maho and react with fury and horror to the suggestion that their religion could be inspired by Fu Leng or Jigoku.  

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

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