Celestial Journey 

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

by Rob Hobart

The sky bleeds and the fate of Rokugan and the Celestial Order hangs in the balance.

Adventure Summary and Background

The Jade Dragon dies, and the heavens bleed.  It will fall on the shoulders of the PCs to restore balance to the Heavens.

As depicted in the companion adventure “March Unto Death,” Akodo Gintaku has sacrificed the Jade Dragon to gain the power to control the Shadowlands Horde, giving him an apparently unbeatable army.  As the Empire is plunged into darkness, the PCs will be called to action by a most unexpected ally – the Obsidian Dragon, whose own already-bloated power has been distorted into madness by his sister’s death.  The Obsidian Dragon will summon the PCs to a shrine dedicated to his name, and if they respond effectively to his insanity, he will offer them the chance to enter the Spirit Realms and restore the Jade Dragon.  

Ultimately, the PCs will have to make honorable sacrifices of their own spiritual and physical power and strength in order to restore the Jade Dragon and offer the hope that the Steel Lion may yet be defeated.  

Player’s Introduction: A Vision and a Catastrophe

At the start of the adventure, the PCs are all assumed to be within a few days’ travel of the village of Aichi-Mura on the outskirts of Otosan Uchi.  In some cases this will be a simple matter, since the PCs may well live or be assigned duties nearby – Phoenix and Dragon PCs, for example, live near this village, and anyone who normally is based in the Imperial Capital will also be close.  For PCs from more distant locations, the GM should assume they have been temporarily assigned near the capital.  For example, Lion PCs may be part of the garrisons watching their northern border against any further aggression by the Dragon, and Mantis or Crab PCs may be in the capital trying to win Imperial favor.  Regardless, the PCs will be able to get away from their duties for a short time fairly easily.  

A Dream of Darkness

All of the PCs will experience the following dream, although those who are marked by destiny (in a good or bad manner) will see more than others:   

You are standing in an open space near the center of a small and rather decrepit village.  Empty houses surround you, and a chill wind blows dust and a few scraps of dirty cloth through the vacant streets.  Directly in front of you is a small shrine, little more than a pagoda roof on four corner pillars, surrounded by a stone-paved yard.  Clearly it is a place which has seen better days, and the pale sunshine adds little life to its bleak condition.  Seated within the shrine are two elderly men on either side of a Go board.  One is a white-bearded man in Crane colors, while the other is a shaven-headed monk.  

Some PCs may recognize this as the championship Go game from the adventure “Unquiet Graves.”  Also, PCs who played the adventure “Winter Court: Shiro Hanagensai” will recognize the old Crane gentleman is Doji Fujimura, a Crane grandmaster Go player who died a couple of years ago.  Likewise, PCs who played the adventure “Winter Court: High House of Light” will recognize the monk as Kamato, a Go grandmaster from the Brotherhood of Shinsei.  PCs who did not play any of these adventures can still recognize these individuals by rolling Intelligence/Lore: Heraldry at TN 20 for Fujimura and TN 30 for Kamato.  (A PC with a more specialized Lore skill such as Lore: Crane or Lore: Brotherhood can roll at a TN 5 lower.) 

The sky overhead begins to darken, and the old monk becomes translucent and begins to fade away.  The old Crane rises to his feet and turns to you with a sad expression.  Behind him the appearance of the shrine changes: it is now well cared-for, and in the center where the two Go players sat is a beautiful statue of a coiling dragon with gleaming black scales.  The sky overhead continues to darken, and the sun seems to flicker and waver, like a candle assailed by the wind.  The old Crane spread his hands and fades from sight, his expression anguished.  A terrible reddish-black darkness descends on the shrine, and with a loud crack the statue of the black dragon splits open and shatters.  

If the PCs have Great Destiny, Dark Fate, or Minor Gift of Prophecy, their dream continues a bit longer:

Where the statue once rested you now see a glowing green egg, the size of a large melon.  You feel a powerful urge to protect the egg, a sense that your own future is deeply tied to it.  The surrounding darkness grows ever deeper and the smell of blood fills your nostrils, and soon you can only see the dwindling light of the glowing egg, like an ember flickering and fading in the night.  

PCs who have Dark Fate get a final portion of the dream that is denied to others:

As the darkness grows ever deeper, your feelings toward the glowing egg twist within your heart, and you step forward and bring your fist down on it with all your strength.  The egg shatters, and as the red-lit darkness overwhelms your vision, you hear a voice laughing maniacally – your own voice.

PCs who have Minor Gift of Prophecy (but not Dark Fate) likewise get a final portion of the dream, but their vision is somewhat different: 

As you gaze at the glowing green egg, you feel a great whirling of wind and energy around you.  You seem to be seeing the egg down a long tunnel, a passageway, and great serpentine forms coil around it.  Their roars echo through the passage, calling to you.  This is where you must go, you know, and you see others walking alongside you.  (These others should resemble the other PCs at the table, even though the PC with the Minor Gift is not currently in their company.)   

Regardless of whether they experience the full dream or only the main portion, the PCs awaken covered in sweat, their hearts racing, terror clutching their throats.  Nothing further happens that night, but the PCs remain haunted by a powerful sense of dread.

A Terrible Day

The next morning seems perfectly normal, and the PCs may initially decide not to take action on their alarming dream.  Alternatively, some PCs may immediately begin to try to figure out where the dream took place and whether they can travel there (see “Travel to the Shrine” below).  Regardless, around mid-day, something terrible will happen which will force all the PCs to take action:

You feel a sudden and powerful sense of dread, a terror beyond anything mortal.  The ground shakes beneath your feet and the sky darkens, as though all the light is leeching out of it.  The Sun seems to shiver and then drops toward the horizon, dimming and shrinking like a candleflame going out.  It touches the horizon and winks out, leaving a dead black sky behind.  For a long and terrible moment all is silent and still… and then rain begins to fall.  Dark red rain.  Blood.   

The blood that rains from the heavens is not Tainted or otherwise dangerous, but the experience of being doused in blood is horrific for any Rokugani, and this entire event functions as a Fear 6 effect for all PCs.  PCs who fail the Fear roll by 20 or more will be completely overwhelmed with terror, screaming and running in panic, suffering a loss of a number of points of Honor equal to their Honor Rank, and a full Rank (10 points) of Glory.  

Regardless of whether the PCs withstand the terror of the Sun’s death, wherever they are the air is filled with screams as peasants and samurai alike succumb to the sheer horror and shock of what is happening.  

Any PCs with even a single Rank in Theology or Divination will realize what has happened – the Sun has died.  PCs who roll Intelligence/Theology (Fortunes) at TN 20 will know the Jade Sun is the Celestial force for honor and virtue, so its death means catastrophe for the heavens as well as the earth.  PCs who try to interpret this event as an omen (e.g. using the Divination skill) will get results ranging from “catastrophe” to “doom.”   

The rain of blood from the heavens will end after an hour, but the red-lit darkness will remain, and the air soon grows chill without the warming light of the Sun.

Part One: To the Shrine

If the PCs do not recognize the village and shrine in their dreams (e.g. they did not play the adventure “Unquiet Graves” with their current character), they can identify the location with a roll of Intelligence/Lore: History at TN 25 or Intelligence/Theology at TN 30.  A PC can also roll Intelligence/Games: Go at TN 30 to recall the famous game between Doji Fujimura and Kamato.  If none of these options work, the PCs can ask for help at the nearest temple of the Brotherhood of Shinsei, rolling Awareness/Etiquette at TN 20 to get cooperation.  Finally, a PC can “cash in” (erase) a Favor or Ally with the Brotherhood of Shinsei, the Imperial Families, or the Crane Clan to learn where Fujimura and Kamato played their game.  

Getting permission to travel to the shrine will be of variable difficulty depending on whether the PCs seek it before or after the midday catastrophe.  Prior to the fall of the Sun, it will be fairly easy.  Magistrate PCs can write their own travel papers, and others can request permission from their lords with a roll of Awareness/Etiquette (Bureaucracy) at TN 20 (adding their Status Rank to the total of the roll).  Finally, the PCs can “cash in” (erase) any reasonable Favor or Ally (GM’s discretion – a few Favors or Allies, such as Daniel Hatcherman, will not be applicable).  

After the Sun falls from the sky, the PCs will face a panicked situation in which their lords are desperate to keep whatever assets they have close at hand.  Emerald, Jade, or Sapphire Magistrates will still be able to cite their authority to write travel papers.  Other PCs who wish to gain permission to travel to the shrine will have to petition their superiors and roll Awareness/Etiquette (Bureaucracy) at TN 35 (adding their Status Rank to the total of the roll).  They can also opt to “cash in” (erase) 4 Favors, or two Allies with Influence of 3 or better.  Again, GM’s discretion whether specific Allies/Favors are useful.  

If the PCs are unable to get travel papers, they will have to decide whether they will undertake this quest without permission from their lords.  This will obviously be a greater physical and moral risk for ronin or low-Status characters, but even high-Status characters may flinch at the thought of defying their lords due to a prophetic dream.  

· PCs who travel without papers will have to roll Agility/Stealth (Sneaking) at TN 25 to avoid detection and arrest as they cross Clan borders.  Any PC or Honor Rank 1.0 or higher who takes this option will lose 1 point of Honor, 2 points if Honor Rank 4.0 or better.  A failed roll means the PC is captured.  Clan/Imperial PCs will be sent home in disgrace (lose 2 Ranks of Glory and 1 Rank of Status, and out of the adventure), while ronin will be executed.     

The Journey  

It will likely take several days for the PCs to reach the village of Aichi-Mura.  The journey is a nightmare.  The land lies under a dark red-tinged sky, and the air is chill as the ground slowly gives back the warmth of summer. The sky is empty of stars, the heavens hiding their light from the earth, and the only way to tell night from day is the pale bloated Moon, which floats across the sky like some ghastly eye staring down at the dying Empire.

The peasants are in a deep panic, and only the armed force of samurai keeps them from fleeing their homes in blind terror.  The PCs will witness several violent riots as commoner fear – and sometimes samurai fear as well – overwhelms order.  They pass entire villages which have burned to the ground.  Most businesses are closed, their patrons hiding, but teahouses and inns remain open as the anxious people seek solace in sake.  

If the PCs stay at inns, they will find them to be tense establishments where the patrons drink deeply and speak in whispers.  The local authorities post guards at all inns to keep order and watch for strangers, so if the PCs are traveling without papers they will have to stay away from such places.    

If the PCs seek rumors and news they can roll Awareness/Courtier (Gossip) at TN 25 to pick up some or all of the following:

· The darkness has apparently fallen on the entire Empire, even the Mantis Isles.  Priests are praying at every temple for the Heavens to show mercy on Rokugan.

· Supposedly the Steel Lion, Akodo Gintaku, was leading the Lion armies south to aid the Crab when the darkness fell.  Many speculate he has fallen victim to the Shadowlands and this is why the Sun has perished.  

· There are rumors that all the temples dedicated to the Jade Sun have collapsed or burned. 

· There is a rumor that the Jade Champion, Asako Heichi, has committed seppuku in despair.

· There is a rumor that a Shadowlands army has passed through Beiden Pass and will reach the Imperial Capital within days.  

The Village of Aichi-Mura

The town of Aichi-Mura is a remote place, with only about twenty or so buildings, all of which can be seen from the main street.  Aside from the peasant huts, the only notable structures are a blacksmith’s forge, a granary, an inn, and a small shrine.  Although many of the buildings have clearly seen better days, there are also clear signs of recent repairs, and you can see a couple of houses that seem to have been built within the last year or two.  The only lights visible are inside the houses, and the shrine is pitch black.  
PCs who played “Unquiet Graves” will clearly see the village’s circumstances have changed somewhat since they last visited.  Not only do the buildings seem to be better maintained, but the fields seem better-tended as well, with thick crops sprouting in place of the weak soil and poor crops the PCs saw last time.  If it were not for the dire celestial circumstances the PCs would get the impression of recovery and growth.  However, at present the place is stricken with the same terror as the rest of Rokugan.  The villagers are hiding inside their dwellings, invisible save for a few faces peeking out from between wooden shutters.  PCs who wish to learn more will have to roust them out.

The Inn of the Last Shochu.  The town’s lone inn has a signboard labeled “Last Shochu.” It is a single-story building with a common room and four guest rooms.  The place shows age and wear, but the tables and chairs in the common room are new, and the tatami mats on the floors are of recent weave as well.  Although the building itself still shows its age (which is over 400 for some pieces of wood), it is obvious the place has undergone improvements.  The innkeeper is Jokichi, a 54-year-old stick of a man with a haggard face.  He has been the innkeeper for 34 years, since his father passed away.  Jokichi’s family line has tended the inn for over 300 years in total. He will remember the PCs from their previous visit, and once they can coax him out of hiding he will be as cooperative as possible.  

The Headman’s Hut.  The headman, Keio, lives in the largest hut in the village, which has three modest-sized rooms.  He has four children, the eldest of whom is newly married and lives in one of the rooms with his own young wife.  The whole group is currently huddling inside, whimpering in terror – only Keio himself will dare to come when the PCs call or knock.  He will likewise remember the PCs from any previous visit.  

Blacksmith.  The smithy is a three-walled building, the fourth side open to the street to allow customers to enter the forge.  The blacksmith, Tange, used to also serve as the village carpenter and general handyman, but there is now a separate carpenter’s shop next door.  Some PCs may remember Tange as having a teenage daughter, Meili – she is gone, having married a ronin shugenja two years ago.  

Tange is probably the bravest man in the village, and the only one who will emerge when the PCs call, instead of having to be coaxed or bullied into emerging from hiding.

Aichi-Mura: News and Events

If the PCs question the villagers, the terrified heimin will cooperate as best they can.  

· If the PCs ask about the shrine, the villagers whimper in terror.  Ever since the sun fell out of the sky, the shrine has been shrouded in complete darkness, and many of the villagers claim to have seen a shadowy figure inside the pagoda.  There was a monk who tended to the shrine, but they haven’t seen him since the disaster happened.

· If the PCs ask about how the village has managed to recover, the villagers reluctantly explain that two years ago an itinerant priest started coming to the village, trying to strengthen the local kami and restore the town to prosperity.  He recruited ronin to protect the village and even married the local blacksmith’s daughter.  

· The ronin priest restored the shrine and dedicated it to the Moon, and prayed there diligently whenever he visited.

· If the PCs ask where this ronin is now, the villagers say last year he went away to join the Phoenix Clan, although he still visits from time to time.  

· The ronin guards ran away after the sun fell out of the sky.  The villagers don’t blame them – they would run too, but don’t know where to go that wouldn’t be just as bad.  

Aichi-Mura: The Shrine

Whenever the PCs approach the shrine – immediately or after speaking with the villagers – they see a large courtyard-style shrine with a central pagoda structure.  The building has clearly been extensively repaired and restored, with gleaming tiles on its roof and a cleaned and ordered rock garden in the courtyard surrounding it. The darkness seems deeper and more cloying around the shrine, and the PCs can just make out a vaguely serpentine statue within the pagoda where once there was nothing.  When the PCs approach more closely, they will confront the power of the Obsidian Dragon, as outlined in Part Two below.

Part Two: The Madness of Obsidian

Whenever the PCs approach the shrine, the darkness shifts and seems to coalesce into a human form.  A slim male figure stands before the shrine, its skin gray-black, its eyes pits into emptiness.  PCs who have previously encountered the Avatar of Obsidian (in the adventures “Touch of Obsidian” and “Winter Court: High House of Light”) will recognize that this is the same being, although clearly inhabiting a different body.  His current host is Bayushi Kyoji, a Scorpion whose nature drove him to actively seek out Obsidian’s favor. 

· Scorpion PCs can roll Raw Intelligence at TN 15 or Intelligence/Lore: Scorpion at TN 10 to recognize Kyoji, who has been condemned within the clan’s ranks as a traitor. 

It is likely the PCs will expect or even want a confrontation here, and the Avatar will seem to expect this as well.  “Welcome to my garden, samurai!  I am sure you are here to plead for my mercy now that I am the only celestial power remaining in the Empire.”  If any of the PCs have the Touch of Obsidian, he holds out his hands toward them.  “Ah, my children return to me, as I always knew they would.”

Allow the PCs to respond as they see fit.  They will likely be defiant and may actually try to find some way of harming or destroying the Avatar.  This is impossible, but the PCs can certainly try and are to be applauded for their courage.  The Avatar mocks their powerlessness.  If anyone attacks him, he will seize them by the throat and begin strangling them, inflicting one Wound Rank of damage per Round while laughing and mocking them.  “The Jade Sun is dead!  Honor is dead!  I am the supreme power in Rokugan, and you will bow down and worship me!”
· PCs of Honor Rank 2.0 or less who role-play sincere and courageous defiance toward the Avatar of Obsidian should receive 1 to 3 Points of Honor, exact amount at the GM’s discretion.

Some PCs may demand to know how the Jade Dragon may be restored, or point out that Sin cannot exist without Honor to oppose it, or other such rhetorical attacks on Obsidian’s power.  The Avatar laughs hysterically and mocks their pretensions. “Fools!  It is all over!  Hope is mere human delusion!  Nothing can be done now!”

If any of the PCs are Scorpion, they may identify Kyoji by name, demand he submit to Scorpion justice, or otherwise invoke his identity as a traitor to the Clan.  He shivers and giggles maniacally.  “I accepted this path because there was no other way left to me.  The Empire, the ways I worked so hard to protect, has become a mockery of what it used to be.  The way of Bushido is dying, dying!  You have all seen it, fools!  I simply accepted it before you did!”

The Dragon Arrives

Eventually, the Obsidian Dragon will manifest directly, taking physical form in this place dedicated to him.  This will occur when the Avatar is getting close to killing a PC, when the PCs run out of things to say, or when the PCs lose patience with the Avatar’s mockery and prepare to leave.  

“Enough, little servant,” says a voice that seems to echo in your very bones.  The ground shudders beneath your feet and the air flexes and pulses around you, an intangible shock-wave that ripples out through the world.  Above you, the titanic form of the Obsidian Dragon manifests in the air, a vast coiling form of gleaming black scales and claws and vast jaws.  The Avatar collapses to its knees, seemingly almost shrinking before the power of the true dragon.

· PCs with the “Touch of Obsidian” cert will be completely overwhelmed by the dragon’s presence and will have to roll Raw Willpower at TN 20 in order to speak at all.  

· Other PCs may speak and act as they wish – the Avatar will no longer do or say anything but cower beneath the Obsidian Dragon’s manifestation.  

Stupidity?

Attacking a Celestial Dragon is an extraordinarily bad idea.  If a PC considers it, allow that PC to roll Intelligence/Theology at TN 10 to know that this is a blasphemous act and one which means near-certain death.  If the PC attacks anyway, s/he loses a number of Honor Points equal to his/her current Honor Rank (for impiety).  The Dragon snaps its jaws impatiently and the PC is knocked straight to Out.  However, this is not a single blow – the PC is, in that instant, torn to pieces and put back together half a hundred times.  The PC must roll Raw Willpower at TN 40 or scream in unutterable agony for as long as his/her breath holds out, suffering an additional loss of Honor Points equal to twice his Honor Rank.   

Confrontation with an Insane Dragon 

The Obsidian Dragon has been driven into madness and despair by the death of its Celestial twin, the Jade Sun.  It will rant at the PCs, singling them out (as sinful mortals) for what has happened.  “The Jade Sun is dead.  Killed by mortals, killed by sin.  I am victorious, and I am defeated.  The heavens are broken, I am broken, all is broken.  Broken by you, by mortals!”    

Some of the PCs may want to know more, trying to question the Obsidian Dragon about what has happened. It reacts to them erratically, alternately snarling and mourning.  Obsidian knows at some level that mortals are the world’s only hope, but madness and out-of-control power makes it difficult for the Dragon to express itself.  The GM may use the following as guidelines to how it will react:

· Why is it here, why is it so strong, etc:  “Sin!  Mortal sin gave me power, gave me doom.”

· What has happened to Jade: “I became too strong, my sister too weak.  All was open to me, all power was mine, none was hers.  She is dead!  Slain by mortal hands!  Your hands!” 

· We killed no dragon!  “What matter which mortal’s hand struck the blow?  All are sinful, all are at fault!”

· Which mortal did it/How did it happen?  “What matter who it was?  He wore the Lion banner and carried the sword of blood, but he could have been any of you!  Any of you!”  

· You are to blame for this/you are evil/your evil will not stand/etc: “Evil, me?”  The Dragon laughs madly, insanely, and its mirth shakes the world, the universe.  “I am a Celestial Dragon, mortal fool!  I fulfilled my role, to promote sin, to promote selfishness!  But you listened too well!  All your fault, mortals!  Your sins, so many sins!  You did this, not I!  It was mortal sin which made my sister weak, a mortal hand which cut my sister’s throat, a mortal’s spell that tore my sister from the Heavens!”

· If you are not evil, why did you try to possess the boy Koe? (This will most likely be asked by PCs who recall the events in the adventure “Compassion.”)  “Too much, too much sin, too much power.  He was so pure, so much potential, and my mind was broken, I was broken, am broken. Jade was too weak to stop me, and I could not stop myself.  How can the lord of Sin be expected to resist Sin?”    
· A mortal killed the Jade Dragon?  How could a mortal kill a dragon?  (And why can’t we kill you?)  “Imbalance!  Too much sin, too little honor!  I am too strong, she is too weak!  I have won, and I am defeated!  The Heavens are broken and the world will die!”  

· Won’t the Celestial Order restore the Jade Dragon?  (Knowledgeable PCs may recall that the Air Dragon was reborn after its previous incarnation became the Shadow Dragon.)  “The Celestial Order is broken.  My power is unbounded, my victory is complete, my defeat is total.  Jade will not be reborn, and the world shall die under my gaze.”

Some PCs may try to protest against the Obsidian Dragon’s condemnation by pointing out their own honorable nature, citing their past honorable deeds, or even mentioning previous confrontations with Obsidian itself in which they proved their honorable souls.  The Dragon laughs insanely.  “Meaningless!  A few virtuous souls are as nothing to the tidal waves of Sin encompassing the Empire.  When the Right Hand of the Emperor is corrupt, when the Empress lies with lovers and births bastards, how much do you think your little gestures matter?”

Making the Statement

Ultimately, the goal of this encounter is for one or more of the PCs to make the argument that if mortal sin destroyed the Jade Dragon, perhaps mortal virtue can restore it.  This is the crux of the whole adventure – the PCs must set right what has been destroyed by others.  

As soon as a PC clearly expresses this idea, the Obsidian Dragon recoils, twisting and turning in on itself, its eyes gleaming like faceted jewels.  “Yes.  Yes! Mortals, little mortals, you must do this.  Yes, destroyed by mortals, reborn by mortals, this can be done.  Yes!”
The Dragon coils around the shrine, and within the shadowy pagoda a sudden white light erupts, a vertical tear in the fabric of reality.  “The Celestial Heavens will reject you, mortals!  I am sure of it!  But I am also mad, broken, defeated!  Prove me wrong, mortals!  Bring back my sister, bring me defeat, bring me victory!”
If the PCs ask how they can do this, or what it expects them to do, it snarls impatiently: “Go to the Dragonlands, the Celestial Heavens, the place where we are born and where we return in death!  Go there and prove your precious virtue, prove the honor you boast about, little mortals!”

The PCs should feel a strong sense of urgency.  If they ask the Dragon to delay (such as if they want to go back to the inn and get equipment), the Dragon laughs maniacally.  “Selfishness!  As I knew, as I knew!  You will not restore Jade that way!  Give up now, little selfish mortals!”  The PCs will have to change their minds and go through immediately or the Dragon will close the gateway, meaning they fail the adventure.  

Kyoji’s Fate

If any of the PCs are Scorpion and know who Kyoji is, they may demand to know why he betrayed the Scorpion by becoming the Avatar of Obsidian.  They may also try to persuade the Obsidian Dragon to let them kill Kyoji as their Clan requires.  

After the Obsidian Dragon manifests, if the PCs speak to Kyoji by name, demanding explanations for his actions or even just asking why he would wish to serve the Obsidian Dragon, some of his own human identity will come back into his face.  His eyes lose their empty darkness and become warm and human, and his face twists with misery and suffering.  “My sister and brothers sacrificed everything to protect this Empire, and for what?  Their names are remembered as villains.  Those who serve Honor are laughed at, while those who reject it prosper.  I cannot count how many samurai I have met who claim to cling to Bushido while acting in a manner not even the Scorpion would forgive.  I could not watch such hypocrisy any more.  I had to make them all understand the errors of their ways.”
If the PCs try to kill Kyoji on their own, their weapons are useless.  He laughs at them – either mockingly if they have done nothing to touch his humanity, or sadly if they have spoken to him about his past.  “Mortal weapons are no value against a Dragon.”

If the PCs ask the Obsidian Dragon to let them kill Kyoji, or even demand Kyoji’s death in the name of their duty to the Scorpion Clan, the Dragon is darkly, insanely amused.  “Kill him?  What difference do you think that will make?  There will be more, there are always more, always so many eager to offer themselves to me.  Kill him if you wish.  It makes no difference.  No difference!”  Kyoji utters a terrible cry as the Dragon’s power is withdrawn from him, leaving him a normal mortal again, trembling and shaking on his knees.  The PCs can kill him if they wish, or spare him to live – the Dragon is equally amused either way.  

Begging Another Chance

If the PCs anger the Dragon and it closes the spirit gate, they have one chance to realize their mistake and try to rectify it.  If they immediately appeal to the Obsidian Dragon in the most respectful and pleading terms, role-paying with complete dedication, they can roll Awareness/Etiquette (Sincerity) at TN 50 to convince the Dragon to re-open the gateway.  Each PC who speaks can roll exactly once and the appeal must be made immediately (the PCs cannot leave and then come back).   

Part Three: Into the Spirit Realms

Once the PCs enter the spirit gateway, they find themselves walking through the passage between worlds: 

You find yourselves in a realm of coiling white mists, in which nothing is visible save the indistinct outlines of your companions.  Even when you are standing still there is nonetheless a sense of movement, like the world is shifting past you.  

PCs who roll Intelligence/Lore: Spirit Realms at TN 20 will realize they are traveling toward another spirit realm, although they cannot tell which one.  Any Kitsu shugenja PC does not need to roll, recognizing where they are instantly from their studies.  Kitsu PCs will also be able to warn the rest of the party that the passages between the spirit realms can be dangerous and unpredictable.  

While the PCs are in the mist between the worlds, the following effects apply:

· Casting spells is at a +15 TN penalty, due to the scarcity of elemental kami in this place.  Void spells will be at +20.

· Characters cannot recover Void in any way while they are in this place.

· Ancestors and Haunted effects (including Hiruma Kyojitsu) still function normally.

· The PCs will have all of their equipment and personal gear.  However, living companions such as horses, pets, and servants will not come through the Obsidian Dragon’s portal.  Likewise, if a PC is an Orochi Rider, the Orochi will not accompany the PC into this place. 

Visions in the Mist 

Have each PC roll Simple Void.  The PC with the highest roll and the PC with the lowest roll will be subjected to distracting visions as they travel through the mists between the realms.  Each such PC perceives a different encounter, and none of them share their vision unless the GM judges they have enough similarities in their personal identities to do so (for example, a brother and sister PC might see the same vision).  The other PCs are completely unaware of what befalls their companions.  

The encounters should be chosen from the list below by random die-roll.  

1. Ghost.  The PC has a vision of a dead friend or family member – father, mother, lost sibling, honored grandparent, former lover, close friend, etc.  (If the PC in question has a deceased Lost Love, the ghost should be that love.)  The figure gazes at the PC longingly for a moment before fading into the mist.  However, if the PC responds or approaches, the ghost’s face changes, becoming insectile and predatory. The PC suffers a Fear 4 effect (Fear 6 if the ghost took the form of a Lost Love).  A PC who breaks and runs will have to be stopped or tackled – otherwise the PC becomes lost in the mists until the second round of the Tsuno encounter (see below).  

2. Battle.  The PC seems to see a distant vision of two armies clashing.  One of the armies is from the PC’s own Clan, and the other is of that Clan which the PC dislikes most.  The PC can hear faint battle-cries, the pounding of drums, etc.  The PC’s own Clan is clearly losing the battle.  PCs who have visited Toshigoku before may realize they are seeing that realm here.  If the PC shows interest at all in joining the battle, s/he must roll Simple Willpower at TN 10 or charge into the mists, sword swinging.  The PC does not return until the second round of the Tsuno encounter.    

3. Wandering Spirit.  The PC sees a ghostly samurai walking quietly toward some distant goal.  The samurai spirit will not respond to the PC unless the PC asks where it is going.  “I go to Meido, the Realm of Waiting, to await the judgment and decision of Emma-O-sama. Should you not be on my path as well?”  A PC who hears such a response will feel a sudden overwhelming urge to accompany the spirit to Meido and hear the judgment of Emma-O, god of the dead.  The PC must roll Simple Willpower at TN 10 to keep from following the spirit and becoming lost on the path to Meido, not returning to the party until the second round of the Tsuno encounter.   

4. Celestial Vision.  The PC has a sudden dazzling vision of a place of golden light and shining palaces, where godlike figures and magnificent dragons dwell together in eternal splendor.  The vision is so beautiful that the PC weeps with joy.  Although there is nothing wrong with such a response to a vision of Tengoku, the Celestial Heavens, a PC might subsequently react with shame or embarrassment at this burst of emotion.  Such PCs dishonor the Celestial Heavens (and hence themselves).     

5. Touch of Jigoku.  The PC glimpses a terrible landscape of fire, darkness, and jagged stone, and hears distant cries of pain and fear.  If the PC has played the adventure “Truth and Falsehood,” s/he will recognize this as a vision of Jigoku.  (Otherwise the PC can roll Intelligence/Lore: Spirit Realms at TN 20 or Lore: Shadowlands at TN 30 to recognize this place.)  If the PC has Dark Fate (due to buying it from the “Touch of Obsidian” cert), that PC will feel a powerful urge to plunge through the mists toward the Realm of Evil.  The PC must roll Raw Willpower at TN 20 to resist this urge.  If the PC fails, all of the other PCs will have one chance to either physically catch him or to talk him down with effective role-play and a roll of Awareness/Etiquette (Sincerity) at TN 30.  Otherwise, the PC plunges into Jigoku and is lost forever, fulfilling his/her Dark Fate.    

A Final Confrontation with the Tsuno 

As the PCs slip through the eerie mists that lie between the worlds, they hear voices echoing strangely through the air and see a shadowy form ahead of them.  This resolves after a few moments into a young man dressed in shugenja robes, wearing the colors of the Lion Clan.  PCs who have played the adventures “Essence of Toshigoku,” “Bayushi Lineage,” or “Tears of a Fox’s Heart” (among others) will recognize him as Kitsu Mokuna.  He sees the PCs at the same time and runs toward them, his face alighting with sudden hope.  “Help!” he calls.  “Samurai!  You are samurai, aren’t you?”

Mokuna is being chased by a Tsuno Soultwister, the last survivor of the Tsuno pack the PCs have previously encountered in the adventures “Grave of Heroes” and “Essence of Toshigoku.”  Mokuna will hurriedly gasp a warning to the PCs: “Tsuno!  Chasing me – I had to lure it away from the others!  Help, please!”  A moment later, the sinister form of the Tsuno emerges from the mists:

You see a hunched, bestial humanoid creature, its body covered in fur and horns sprouting from its lean, elongated head.  (All PCs who have played Grave of Heroes or Essence of Toshigoku recognize it as a Tsuno.)  Walking beside it is a man dressed in the soft green of the Mantis Clan, holding a nocked bow in his hands.  His eyes and mouth appear to have been sewn shut with heavy black thread, and blood runs down from his sealed eyes like streaking red tears.  

The hideous creature’s red eyes go wide as it sees you. “Mortals!  More mortals!  Slave, kill them!”  The blind Mantis instantly raises his bow to shoot.  

The Tsuno is a Soultwister and the last survivor of the Tsuno pack which the PCs have encountered in Grave of Heroes and Essence of Toshigoku.  PCs who have played either (or both) of those adventures can roll Perception/Lore: Heraldry at TN 25 to notice markings in his fur which match the Tsuno they have fought before.  The Soultwister will fight to the death, using his spells to best effect.

The unfortunate Mantis is Tsuruchi Kenzo, a young Emerald Magistrate (and Player Character) who gave himself over to the Tsuno to save his companions.  PCs who knew Kenzo will recognize him instantly.  His mind has been completely broken and his body is now nothing more than a weapon for the Tsuno.  He can see perfectly well despite his missing eyes and will relentlessly shoot the PCs down until he is killed.  

· Some PCs may try to “save” Kenzo by shouting at him, trying to “snap him out of it,” taking him prisoner, or similar measures.  These efforts, while admirable, will be in vain.  Kenzo’s mind and soul have been perverted into tools for the Tsuno.  The only way to save him is to end his life, allowing his wounded soul to rejoin the Celestial Order.

Kitsu Mokuna will assist the PCs as best he can, but he has no spell slots left – he has expended them all during his journeys through the spirit realms and his flight from the Tsuno.  However, he will use the Medicine skill and may even jump into the physical fight if things seem desperate.

Victory

Once the PCs defeat the Soultwister and Kenzo, Kitsu Mokuna will sink down to his knees, gasping with relief.  As soon as he has had a few moments to recover, he calls out into the mists: “It is over!  He is gone!  Come out, my friends!”  Several figures emerge from hiding, slowly coming closer to the PCs.

Some of these people are lost souls which Mokuna has been guiding toward Meido, the Realm of Judgment.  (They include Daidoji Eriko, the young woman who the PCs encountered in Essence of Toshigoku.)  The rest of them are living mortals who got lost in the spirit realms. Mokuna has found them all and is trying to bring them back to the mortal world.  These lost mortals include all PCs who became trapped in other spirit realms in the adventures Harsh Lessons, Essence of Toshigoku, Truth and Falsehood, Mujina Tricks, and Reverence for Chikushudo.  

Mokuna will question the PCs about why they are here in the mists between the realms.  (He is initially afraid that they may be more lost souls which he must guide home.)  

· If the PCs explain the death of the Sun and their quest, Mokuna will be shocked and horrified.  He will initially try to say that such a thing cannot be true, but his assurance will wilt in the face of their testimony.

· If the PCs explain how they got here, Mokuna will be surprised but at the same time hopeful.  “A spirit portal opened by the Obsidian Dragon himself?  Perhaps this can be a way home for my companions!”  He spends several moments in prayer and then nods excitedly.  “Yes, yes!  My friends, if you go this way, back along the path of these brave samurai, you will be able to return to Ningen-do!”  The trapped mortals thankfully begin their journey back to the living world.  These PCs will become playable again after this adventure is over.

· If the PCs ask what Mokuna has been doing, he explains that he began by trying to guide Daidoji Eriko to Meido, then met other souls that needed guidance, and then – as they journeyed through the spirit realms – met other mortals who had become trapped in these places.  “What could I do?  I could not abandon them.”  Eventually their journeys drew the attention of the Tsuno, which began to pursue them.  Mokuna sought to lure it away from the others.  “It is only the Ancestors’ blessing that I stumbled upon you.”
· If the PCs ask Mokuna to accompany them, or suggest he should now return to Ningen-do, he shakes his head and gestures at Eriko and the other souls.  “I must still fulfill my vow to guide these souls to Meido.  Perhaps that may be accomplished soon, now that we have come so far.” 

Eventually, Mokuna and his remaining companions will bid the PCs goodbye.  Daidoji Eriko (who is also a former PC) will make a point of offering a personal goodbye to any PCs she knew in life.  They depart into the mists, fading from sight within a few minutes.     

Part Four: The Realm of Yomi

Once the PCs have resolved the encounter with Kitsu Mokuna and the last Soultwister, they will be free to continue through the mists between the worlds, and soon arrive in Yomi, the Realm of Blessed Ancestors:

The cold white mists suddenly thin and fade away, leaving you blinking in bright, glorious light.  Although there is no Sun visible in the sky, you nevertheless stand under a clear blue sky on a warm day.  You are on a low hill, colorful wildflowers speckling the thick, soft grass.  In the distance you can see a lush dark green forest and, rising on a hill behind it, a beautiful five-story castle.  The air smells sweet and clean, and you can hear distant birdsong.

Each PC will appear stronger and healthier than they do in Ningen-do (the realm of mortals), and any injuries or illnesses which normally plague them (including Disadvantages like Missing Eye or Lame) will be absent while they remain within Yomi.  Likewise any injuries suffered during their battle with the Soultwister and its Tsuruchi slave are gone.  Even their clothing and equipment looks better here.

· If any PCs are measurably Tainted (e.g. at least one full Rank of Shadowlands Taint), those PCs will feel a deep and shameful sense of their own uncleanness.  Other PCs looking at them will see a faint nimbus of darkness shrouding their forms.

· Any Ancestor, Haunted, or Possessed effects cease to apply while the PCs are in Yomi.

· Spells, Void, and all other magical effects function normally.

The Blessed Guard

After a few moments, the thunder of hooves echoes across the fields, and a large party of horsemen rides toward you.  Their beasts are magnificent, bigger and stronger than the mightiest Otaku steed.  The riders, a mixture of men and women, wear the armor and colors of every Great Clan in the Empire, along with a few of the Imperial Families and even the Minor Clans.  Their faces, however, are covered by full-face masks engraved with elaborate patterns.  They reign up before you and the leader, a mighty Phoenix samurai-ko whose polished armor blazes like the sun, speaks to you in a voice which is clear and powerful despite the intervening mask.  “What do mortals seek in the realm of Yomi?”   

These are ancestral spirits of the Blessed Guard, those samurai who spend their afterlife patrolling the borders of Yomi against encroachments from more dangerous realms.  PCs who are puzzled or alarmed by their strange facial masks can roll Intelligence/Theology (Ancestor Worship) at TN 25 or Lore: Spirit Realms at TN 20 to know that shiryo (ancestral spirits) always cover their faces.  (If the PCs ask the spirits why they cover their faces, they seem puzzled.  “This is our nature.  Would you ask why yours are exposed?”)  A PC who rolled with Lore: Theology (Ancestral Worship) and made TN 40 or better recognizes the patterns on the leader’s mask, identifying her as Shiba Toriiko, one of the most famous of all Phoenix ancestors, who died dueling a Crane to prevent a war.  

Toriiko is initially cautious toward the PCs, wondering why they are here.  She and all the others are well aware of the death of the Jade Dragon but are initially quite dubious of any claim the PCs make.  “Sent here by the Dragon of Sin?  A most bizarre story.  How can we be sure you are not agents of Jigoku?”  

· If any PCs are Tainted, the Blessed Guard will suddenly acquire aspects of extreme suspicion despite their unchanging masks, and Toriiko levels her naginata at them.  “You have brought the mark of Jigoku into this place.  Explain yourselves!”

· Rude, crude, or hostile PCs (whether Tainted or not) will be subjected to cold and hostile stares from the masked shiryo.  If the uncouth PCs do not restrain themselves and instead continue in their improper ways, they suddenly find themselves unceremoniously expelled from Yomi back to the mortal world.  They have failed the adventure, and lose 2 full Ranks of Honor along with any Fortunes Blessing Advantages they might have.

Most likely the PCs will explain their mission and destination – to reach the DragonLands in Tengoku itself.  If they failed to think of asking the Obsidian Dragon where they should go or what they should do, the Blessed Guard will agree that this is the only possible place to restore the Jade Sun.  “The Celestial Dragons are born from the DragonLands, within holy Tengoku itself.  Only there can they be reborn.”  

Regardless, the PCs will have to convince the Blessed Guard to let them travel across Yomi to the gates of Tengoku.  This will require a well role-played, eloquent, and emotionally compelling appeal.  The PCs who speak (and ONLY those PCs) may then roll Awareness/Etiquette (Sincerity) at TN 50.  If any of the PCs are Tainted, the TN is 60 instead.  

If the PCs succeed, Toriiko reluctantly agrees to let them “plead their case” at the gates of Tengoku, and assigns one of her subordinates – a Lion whose fiercely scowling mask is surrounded by a great mane of reddish-gold hair – as their escort.   

Scorpion Intervention

If the PCs fail the roll to convince the Blessed Guard, Shiba Toriiko will begin to declare they must leave.  “I am sorry, samurai, but your story is simply to fantastic.  We are the Blessed Guard and the safety of Yomi is our charge.  We cannot allow you passage.”

At that point, one of the other Guards – a man dressed in the splendid armor of a Scorpion bushi, with a mask depicting a pleasant smile – clears his throat.  “Taisa-sama.  If I may.”
Although Toriiko’s mask cannot change, somehow her whole aspect conveys irritation and impatience.  “Bayushi-san.  What is it?”
“I believe these are the mortals which Bayushi’s messenger told us to expect.  And if that is the case, we have no choice but to escort them to Heaven’s Gates, and allow Tengoku to pass judgment on them.” Toriiko objects, expressing her continued doubts, but the Scorpion holds firm.  “I cannot question a message delivered directly from my Kami.  I take full responsibility for these mortals, Toriiko-sama.  I shall escort them to the Gates personally.”

In the face of this pledge, Shiba Toriiko finally backs down and allows the Scorpion shiryo to escort the PCs. 

· If the PCs ask him for more information about this message, he turns his smiling mask toward them.  “The words of Bayushi were for our ears, not yours, my mortal friends.  Be grateful for them, all the same, for they are why you may continue in your quest.”

· If the PCs ask about the “messenger” who brought Bayushi’s words, the shiryo shrugs eloquently.  “A woman.  She had a name once, but gave it up.”  He shows no further interest in the topic.   

· If the PCs ask his name, he shakes his head.  “My name did not matter while I lived, nor does it matter now.  You may call me Nomen.”    
Across the Fields of Yomi

Regardless of whether they are escorted by a Lion or a Scorpion shiryo, the PCs eventually make their way across the rolling fields, lush river valleys, verdant forests and splendid hills of Yomi, passing occasional castles and dwellings in the distance.  They see shiryo from time to time, some of them simply wandering, others engaging in activities which seem like perfect expressions of a mortal life – a smith hammering out a masterwork sword, a teacher speaking to a circle of rapt students, a monk practicing perfect jiujutsu in an open field.

PCs who have noticed the absence of the Sun may think to ask why there is still light here.  The shiryo (whether Scorpion or Lion) answers: “This place stands adjacent to the Heavens.  Even without the Jade Sun, the pure light of Tengoku suffuses our existence here.”  

Some PCs may mention the possibility of Celestial imbalance, or express fear that the death of Jade may in time bring doom to the heavens as well as the earth.  The shiryo will take on an aspect of concern, though his mask remains unaltered.  “This may be so.  Standing closer to Tengoku, we may feel the disaster less acutely than the mortal world, but if the Heavens are out of balance it will surely come to affect us as well.”

Eventually, the PCs notice that the sky is growing even lighter, shifting from blue to a pale near-white.  Ahead of them, a single giant torii arch stands in a vast open field.  A figure resembling a monk, wearing a straw jingasa and plain tan robes, stands at the side of the arch.  The PCs’ escorting shiryo reins in and bows.  “Here my journey ends.  You must proceed alone, if you are to proceed at all.  The Fortunes go with you, mortals.”  The shiryo waits where he stands to see what happens.

The Gates of Tengoku

The monk bows low as the PCs approach.  His jungasa covers his head, showing only glimpses of his smiling face through a set of wicker bars.  “Greetings, mortal guests.  Beyond me lies the way to Tengoku, the Celestial Heavens.  You wish to pass this way, do you not?”  His voice is smooth and mellow, conveying a profound sense of peace and harmony.  

Once the PCs express their mission and intentions, the monk nods to himself, rubbing his chin thoughtfully.  “It is true that the Celestial Order is deeply disturbed.  It is true that mortals may be the only ones who can set it aright.  But there is something I would like to know, samurai.  Why are you the mortals to perform this task? Why are you worthy to enter the Celestial Heavens?”

This is a pure role-playing challenge.  The PCs must speak of themselves, express why they are willing to undertake this quest and why they are worthy of doing so.  All of the PCs must at least make an effort to speak for themselves – if a PC remains silent, the monk regards that person and specifically asks, “Ah, and what of you?  All your comrades have spoken, but you remain silent.”

· Some PCs may find themselves very curious about the identity of this monk.  He will smile gently and refuse to answer.  “It is your fate that is at question here, samurai.  Your destiny which must be chosen, not mine.”

The key to this scene is that all of the PCs must at least make an effort to speak for themselves.  It need not be eloquent or clever so long as it is sincere and honest.  Lying is not an option here – the monk can see through any falsehoods and will “call out” the PCs for not speaking truthfully.     

The PCs cannot fail here so long as all of them are willing to speak honestly and sincerely for themselves.  In that case, the monk bows and gestures behind him.  “Proceed, then.  May the spirits guide your path.”

If one or more PCs ultimately refuse to speak, or insist on lying about themselves or their motivations, the monk sighs and shakes his head.  “It seems some of you are unworthy.  But perhaps the others may be able to fulfill this task.  Are the rest of you willing to proceed alone?”  This will be an opportunity for those PCs who did accept the monk’s challenge to continue with the adventure.  It is also a last chance for the silent/dishonest PCs to stop dissembling, do the right thing, and speak honestly on their own behalf.  

If any PCs ultimately cannot proceed from here, either because they cannot speak or because they will not proceed without their companions, the adventure (and the campaign) is over for them.  They have failed the Celestial Order and are never able to return to Ningen-do.  

Dark Fates?

If any of the PCs have Dark Fate (due to having the Touched by Obsidian cert), they must roll Raw Willpower at TN 25 (adding their Honor Rank to the total of the roll) in order to speak up here.  Otherwise, their tongue cleaves to the roof of their mouth and they cannot bring themselves to speak.  (A PC who role-plays a sincere and intense effort to overcome this effect can make a second roll with a Free Raise.)  This may well result in that PC failing to enter Tengoku and thus ending his/her life by failing the Celestial Order.  

Part Five: The Celestial Heavens

It is to be hoped that most or all of the PCs are willing to speak of themselves honestly to the monk.  Those PCs proceed through the torii arch.  The air grows brighter around them, suffusing them with light, and they feel as though they are floating in mid-air.  For a few brief moments they see a vista of vast splendor – impossible castles, glorious mountains that ascend forever, beings of golden light.  Then the light fades, just slightly, and they find themselves in a vast empty space, full of soft white mist.  

The mist coils and swirls around them, and a deep voice speaks, echoing through their bones.  “So few.”  A vast coiling shape emerges from the mist, a dragon so vast it makes the Obsidian Dragon look spindly by comparison.  Its body trails off endlessly into the mists, the tail invisibly distant, and its head is larger than a castle.  Its huge glowing eyes regard the PCs from a profound spiritual distance, like a man gazing on an insect.  “This is all that Ningen-do could send?  So few, so few.”

· PCs who roll Intelligence/Theology (Fortunes) at TN 25 recognize this being as the Celestial Dragon, the mightiest of all the Dragons.

Hopefully, the PCs will speak up, expressing their determination to restore the Jade Dragon and repair the Celestial Order.  (If none of the PCs speak up at all, perhaps because they are cowed by the Celestial Dragon, it shakes its vast whiskered head.  “Few, and silent cowards.”  At that point the PCs must speak immediately or fail the adventure.)     

If the PCs do speak, the Celestial Dragon regards them closely, his vast eyes seeming to stare directly into their souls.  The PCs feel as though they are made of crystal, the Dragon’s light shining through them and illuminating every imperfection.  They are acutely aware of every failing and flaw of their characters and souls, perceiving them as darkness within themselves.  In game terms, this is a Fear effect, with a strength equal to 2, plus 1 for every ten points of Mental and Spiritual Disadvantages they possess, and plus 1 for every Rank of Taint they possess.  A PC who fails the Fear roll collapses weeping in shame and self-loathing, losing a number of points of Honor equal to twice his/her Honor Rank, as the PC’s self-image as an honorable samurai collapses in the face of the truth.

Dark Fates

If any PCs with Dark Fate have made it this far, their Fate rears its head once more, this time in its ultimate and most terrible form.  They also have one final chance to escape it.  

Confronted by the Celestial Dragon’s pitiless gaze, these PCs feel their own sinful worthlessness and are afflicted with a profound urge to lash out against this being who presumes to judge them, to lash out against the Celestial Order itself.  They feel they must fight, must flee, must abandon this hopeless quest and escape this place of searing light and unbearable truth.  The Celestial Dragon focuses its gaze even more tightly upon these PCs.  “You bear the mark of darkness, the touch of sin and evil,” it says.  “You have no place here.  Your soul is weak, and you will serve the power of Jigoku, not of the Heavens.”

The Dark Fated PCs have one chance to stand up and speak on their own behalf, to testify as to how they have tried to reject their Dark Fate and withstand the forces of sin and evil.  If they speak well and sincerely, with a true sense of humility and selflessness, they can roll Willpower/Honor (keeping Willpower) at TN 40 to free themselves from Fate.  Void may be spent on this roll, and an Honor Roll may be taken, but Luck and other such “free” re-rolls cannot be used.  Other PCs cannot assist the roll in any way – this is a personal struggle with one’s own inner demons.  

· PCs who make the roll are able to finally cast off their own self-judgment and weakness, and its manifestation through the Touch of Obsidian.  They lose their Dark Fate and also lose the “Touched by Obsidian” cert.  

· PCs who fail the roll finally embrace their fate completely.  Under the all-seeing gaze of the Celestial Dragon their very physical form changes, become monstrous and demonic.  They have brought a seed of evil into Tengoku and it has germinated, consuming them.  They are now NPCs controlled by the GM, and will turn on the rest of the PCs and try to destroy them.  The Celestial Dragon will not participate in this battle, watching impassively as the Fated PCs meet their doom.

The Price Must Be Paid

Once the PCs have confronted their inner selves, and any Dark Fate PCs have either escaped their fate or been consumed by it, the Celestial Dragon utters a low rumble that makes the PCs’ very bones shake within their bodies.  “Perhaps.  Perhaps there is still hope.”  It shifts and coils itself around in a vast circle, then uncoils once again.  The PCs can now see a small jade-green egg, glowing softly.  

The Celestial Dragon lowers its great head until the whiskers on its chin brush the small egg.  “It cannot hatch.  The sins of the Empire have grown too great, honor has grown too weak.  The balance is shattered and cannot be restored.”  It swings to regard the PCs.  “Do you believe otherwise?”
Here again the PCs must speak, not only on behalf of themselves but also for the Empire itself.  They must advocate not only for their own purity but for the Empire, for the strength of Honor, for the hope that Rokugan can reclaim the ways of purity and Bushido.  If at least one PC speaks well and eloquently, the Celestial Dragon continues: “It is the sins of mortals which brought death to our sister of Jade.  The honorable sacrifice of mortals may be able to restore her life.  Your sacrifice.  It is in your hands, mortals, whether the balance can be regained and the Heavens brought into alignment.”

If the PCs ask the nature of the sacrifice:  “You must give of yourselves – of the body or the spirit.  It is your choice which to give of yourself, but it must be made freely and without fear, without regret, without the lust for power.”  

If the PCs ask why a sacrifice is the only way: “There must be a sacrifice.  Mortal selfishness brought this to pass.  Only mortal selflessness can restore balance.”

If the PCs ask whether one person can make the entire sacrifice (or otherwise try to evade the need for all of them to sacrifice): “You see?  Even now, selfishness and fear gnaws at your hearts.  There can be little hope when even the best among mortals are so weak.”

Each of the PCs must choose to make one of these two sacrifices (body or spirit).  They cannot know anything more about them beforehand other than the Celestial Dragon’s brief description. The sacrifice must be made willingly and voluntarily, without reservations, and all of the PCs must do so.  If even one PC refuses, the adventure is a failure, and the Jade Dragon cannot be reborn.  

A PC who deliberately tries to choose a less painful sacrifice (e.g. a bushi who says, “Well, spirit will probably hurt least for me”) will earn an angry growl from the Celestial Dragon.  “Your fear and desire are unworthy of the Jade dragon.  Such weakness!  Do you truly think you can restore the Celestial Order?”  The PC can still choose to make the “less painful” sacrifice, but does not gain any Honor at the end of the adventure.

Effects of Sacrifices

All of the sacrificing PCs who have Great Destiny will lose it as a result of making the sacrifice.  Their Destiny has been fulfilled by acting to restore the Jade Dragon and bring harmony back to the Celestial Order.  Some PCs may object on the grounds that their Destiny was “supposed” to be something else, like becoming Emerald Champion.  The GM should point out that the Celestial Order certainly knows what their Great Destiny is better than they do.  

In addition to this general effect, the following specific effects will happen regardless of whether the PCs choose to sacrifice of the body or of the spirit:

· All shugenja PCs lose their most powerful spell.  This is the GM’s judgment but it should, in general, be the most abusive and “broken” spell which the PC has.  The spell cannot be regained, even if the PC later gains an Insight Rank, visits a library, or is otherwise able to learn new spells.  The ability to cast that spell has been permanently lost.

· Any PC with a Dragon Clan tattoo (whether from a cert or from being a tattooed man) permanently loses the most powerful tattoo they have.  This will encompass the vast majority of non-shugenja PCs due to the “Rewarded by the Dragon Clan” cert from Winter Court: High House of Light.  Again, the GM can choose in the case of multiple tattoos, but the most obvious choices are (in order) Hurricane, Crab, and Mountain.  Again, this tattoo cannot be regained even if the PC later increases Insight Rank.

· PCs who do not fall into either of the above categories will most likely be Henshin, in which case they lose their most powerful Riddle or Mystery – again, GM’s judgment.

· A PC who does not fit any of the above categories will lose either a Kiho or a Void Point (the PC’s Void Rank does not change, he simply loses the ability to possess or spend one of his Void Points).  

For obvious reasons, the GM should not tell any of the PCs what they have lost until after all of them have agreed to the sacrifice.   

In addition to these general effects, the PCs will also suffer specific additional losses based on whether they chose to make a sacrifice of the body or of the spirit:

Body: A PC who makes this sacrifice will lose all significant physical Advantages.  These comprise the following:

· Ambidextrous

· Combat Reflexes

· Crab Hands

· Dangerous Beauty

· Fleet

· Great Potential (if tied to a physical skill like Kenjutsu or Athletics)

· Hands of Stone

· Quick

· Strength of the Earth 

· Voice 

Spirit: A PC who makes this sacrifice loses all Blessings (whether from Advantages or from certs), including any of the Seven Fortunes’ Blessings, Blessing of the Elements, Ekibyogami’s Blessing, Chikushudo’s Blessing, and the Final Blessing of Nishari.  In addition the PC loses any of the following Advantages s/he might possess:

· Balance

· Clear Thinker

· Crafty

· Friend of the Elements

· Great Potential (if tied to a mental or social skill such as Lore or Courtier)

· Inner Gift

· Kharmic Tie

· Magic Resistance

· Sage

If none of these apply, the PC permanently loses 1 Void Point (unless the PC already lost a Void Point due to the general effects of the sacrifice as outlined above).  The PC’s Void Ring does not change, the PC simply loses the ability to possess or spend that one Void Point.

Forsaken by Destiny?

Some PCs may have gained the “Forsaken by Destiny” cert as a result of playing the adventure Touch of Obsidian.  If these PCs perform the sacrifice to restore the Jade Dragon, they have successfully fulfilled their destiny and returned to their proper relationship with the Celestial Order.  They immediately lose the “Forsaken by Destiny” cert.  

The PC does not regain Great Destiny (since that destiny has been fulfilled by restoring the Jade Dragon), but the PC does regain the lost Void Point and any lost ranks of Luck.

Jade Reborn

At this point, it may be assumed that all the PCs have made the sacrifice to restore Jade.  If they don’t, the adventure is over, and they have failed.  But if they are the sort of characters to do such a thing, what are they doing playing Heroes of Rokugan?  Once all the sacrifices are complete, the Heavens take action:

A great trembling runs through the DragonLands, as though the Heavens themselves are shaking to their foundations.  The white mist begins to glow, brighter and brighter, until everything merges into a single mass of white light.  The egg shatters, and out of it emerges the coiling form of the Jade Dragon, roaring with triumph as it spirals up into the Heavens.

The PCs are briefly bathed in the pure light of the Jade Dragon.  Any PCs with Shadowlands Taint are immediately purged of all Taint they possess.  Likewise, any PCs who are Possessed by Hiruma Kyojitsu may discard that cert.  

Regardless, the PCs almost immediately lose sight of the reborn dragon as the white light swells and encompasses everything around them.  They have a sensation of falling, of reality shifting and warping around them as they depart (whether they wish it or not) from the Realm of Tengoku.

Conclusion

The PCs awaken to find themselves lying in an open grassy field on a low hill a couple miles south of Toshi Ranbo, the Imperial Capital.  The warm golden light of the Jade Sun blazes down on them from overhead, ensconced once more in the blue sky above Rokugan.

However, all is not well.  As the PCs look around, they see two vast armies encamped outside of the walls of Toshi Ranbo.  One is a Lion army, flying the banners of Akodo Gintaku.  The other is an army of Shadowlands creatures, vast beyond counting…  but flying the same banner.  

To the south, approaching the city, the PCs see another much smaller army, flying the banners of the Shogun, Toturi Kobe.  

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs reach the gates of Tengoku 


without help from the Scorpion shiryo:
+1 XP

PCs sacrifice to restore the Jade Dragon:
+2 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

PCs who sacrifice to restore the Jade Dragon earn 2 points of Honor, plus 1 additional point for every Rank below 5 of their current Honor Rank.  (Thus a PC of Honor Rank 0 will earn 7 points of Honor.)  

A PC who successfully escapes the clutches of a Dark Fate (and thus also eliminates the “Touch of Obsidian” cert) earns an additional 2 points of Honor.

Appendix #1: NPCs and Villains

Kitsu Mokuna, Young Spiritualist

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 4 

	Stamina 3
	

	VOID 4


TN to be Hit:  23 

School/Rank:  Kitsu Shugenja 3

Technique: Affinity for Water, Deficiency for Fire.  May cast Sense and Commune to detect and communicate with ancestors, as well as to detect spiritual or kharmic advantages or disadvantages in others.  This can detect possession but not the Shadowlands Taint.

Honor/Status/Glory:  4.5/1.5/2.3

Skills:  Calligraphy (Lion Clan Cipher) 2, Defense 4, Divination 3, Etiquette 2, Kenjutsu 3, Lore: Ancestors (Lion) 4, Lore: History 4, Meditation 2, Theology (Ancestors, Spirit Realms) 5.

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

Advantages/Disadvantages: Benten’s Blessing/Fascination (Yorei), Meddler

Spells: Sense, Commune, Summon, Counterspell, (Water 1) Path to Inner Peace, Purify Water, Reflections of Pan Ku, Sympathetic Energies, (Water 2) Rejuvenating Vapors, Wisdom and Clarity, (Water 3) Near to Ice, (Air 1) Wind-Borne Slumbers, (Air 2) Echoes of a Breeze, (Air 3) Summon Fog, (Earth 1) Earth’s Stagnation, Force of Will.  (When the PCs meet Mokuna, he has exhausted all his spell slots, so unless they cast Rejuvenating Vapors or otherwise restore him, he will not be able to cast spells.)

Equipment: Wakizashi, kimono, scroll satchel.  

The Last Soultwister

	FIRE 3
	  AIR 4

	Agility 4


	

	EARTH 4
	WATER 4 

	Willpower 5
	


Shadowlands Taint Rank: 8

Initiative: 7k4

TN to be Hit: 38 (33 without armor)

“Honor”: 2.5

Attacks: 8k4+4 (Tsuno blade), 9k4+Free Raise (knife), or 8k4 (unarmed)

Damage: 7k3 (Tsuno blade), 5k2 (knife), or 4k2 (unarmed)

Carapace Armor: 3 (bypassed by spells)

Wounds: 10 per rank.  Wound penalties as per humans.

Skills: Anatomy (Torture) 6, Athletics 5, Defense 4, Heavy Weapons (Tsuno Blade) 4, Jiujutsu 4, Knives 5, Lore (History) 6, Lore (Kami) 6, Lore (Shadowlands) 6, Lore (Spirit Realms) 8, Stealth 4, Theology 5. 


School: Tsuno Soultwister 3


Spells: Bloodlust, Delicious Pain, Heaven’s Blessing, Separate the Soul, The Smith’s Lament. 
Special Abilities: Fear 4.  Spirit Qualities: take half damage from normal weapons and attacks.  Full damage from crystal, obsidian, nemuranai, and magical effects.  Speed: moves as if Water Ring is 6.  Spirit Armor: PCs with Taint, or who are not native to Ningen-do, suffer +10 TN penalty when attacking them.  Spirit Weapon (Tsuno Blade): Gains Free Raise against opponents who are Tainted or are not native to Ningen-do.  

Tsuruchi Kenzo, Enslaved Mantis

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 37 (32 without light armor, +6 against ranged attacks)


School/Rank: Tsuruchi Bounty Hunter 3



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



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



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

Honor/Status/Glory: 0.0/4.5/0.0

Skills: Athletics 3, Battle 2, Deceit 2, Courtier 2, Defense 3, Etiquette 3, Hunting 3, Investigation 5, Kenjutsu 2, Kyujutsu (Tsuruchi Longbow) 6, Lore: Heraldry 2, Lore: Law 2, Stealth 2 

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher. Subtracts Kyujutsu skill rank from Wound penalties.  +5 to total of Opposed Social Skill rolls.

Kata: 

Advantages/Disadvantages: Social Position (Emerald Magistrate)
Equipment: Light armor, bow (Tsuruchi longbow) and 20 arrows, clothing, sandals, Emerald Magistrate’s badge and sash.

Special Notes: Kenzo’s eyeballs and tongue have removed and his eyes and mouth sewn shut.  Despite this, he can see perfectly, even in complete darkness.  Spells and effects which obscure vision have no effect on him.  He is also pain resistant, granting him Carapace 3. 

Appendix #2: Soultwister Spells

Bloodlust

Mastery Level: 1

Rolls to Cast: 7k4

Duration: School rank x 2 in rounds

Area of Effect: One target creature

Range: 50’

Effect:
The target is infused with the rage of Toshigoku Target must take Full Attack posture every round and

must attack the nearest creature. Each round, target may roll Willpower at TN 15 to stand and do nothing (requiring

all his concentration to do so). This TN is reduced by 10 if the nearest target is a friend.

Delicious Pain

Mastery Level: 2

Rolls to Cast: 7k4

Duration: Instantaneous

Area of Effect: One target creature

Range:
50’

Effect:
Target creature must roll Stamina at TN 20 or fall to the ground and suffer 3k3 Wounds from body-

wracking spasms.

Heaven’s Blessing

Mastery Level: 1

Rolls to Cast: 6k3

Duration: School Rank x5 in rounds

Area of Effect: One target

Range: 50’

The target gains the aid of the heavenly spirits and rolls +1k0 to all actions for the duration of the spell.

Separate The Soul

Mastery Level: 1

Rolls to Cast: 7k4

Duration: School Rank x 2 in rounds

Area of Effect: One target creature

Range: 30’

Effect:
Target loses the benefit of any ancestors, and has a +5 TN penalty to all attack and skill rolls, and -5

penalty to damage totals.

The Smiths Lament

Mastery Level: 1

Rolls to Cast: 7k4

Duration: Permanent

Area of Effect: One object

Range:
60’

Effect:
The spell affects any one non-magical object of Average quality or less, including weapons and armor. The object will break the next time it is used. Objects of fine quality or higher are immune to this spell.
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