Harsh Lessons

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

by Jim Spell

and Rob Hobart

You are honored to visit Champion’s Shrine Village during the tournament to choose the new Mirumoto Family Daimyo.  However, your visit may prove more eventful than you anticipated.  

Adventure Summary and Introduction

This adventure takes place in the Dragon lands, in the village of Yushosha Seido Mura (Champion’s Shrine Village).  This village is the last major settlement on the road from the Mirumoto lands to the High House of Light, and it has been selected as the site of the great tournament which will choose the next Daimyo of the Mirumoto family.  The PCs are low-ranking samurai who have accompanied higher-ranking dignitaries to view the tournament.  Due to their modest rank, the PCs themselves will not be permitted to attend the tournament, and will spend the adventure at the Flaming Arrow Inn, waiting for the event to be over.


While the PCs are killing time at the Inn, they will stumble into a strange, mystical event.  Long ago, a Togashi monk named Setsuo was defeated by an Oni and forced into giving the creature his name.  Setsuo was a great man, a sensei destined to play an important role in the destiny of the Dragon, and when the Oni stole his name he was condemned to Maigo no Musha, the Realm of Thwarted Destiny.  The monastery he cared for was pulled with him into that spirit realm, and both it and he remain trapped in Maigo no Musha, stripped of memory and identity and periodically tormented by the Oni who is still bound to his soul. 

The PCs will have the opportunity to restore Setsuo’s name and memory, allowing him to return to the mortal realm and resume the path of his destiny.  If not, both he and the PCs may remain trapped in Maigo no Musha, perhaps forever.  

Important Note: Restrictions on PCs

This adventure takes place simultaneously with the adventure “A Champion’s Heart.”  Players may not play this adventure with the same character they use to play “A Champion’s Heart,” since the characters in that adventure are involved in completely different events that take place while these PCs are trapped in Maigo no Musha.

Player’s Introduction

The adventure begins with the PCs arriving in Yushosha Seido Mura.  It is mid-afternoon as hundreds of samurai make their may along the Daimyo’s Road, winding through the mountains to the village.   

Nestled in between the towering mountains is a surprisingly large village.  The huts and other buildings are perched on narrow terraces and small clearings between jagged, rocky slopes dotted with pine trees, and the town climbs up and down the mountainsides on both sides of a frothing stream which runs through the bottom of the valley.  Steep paths – in many cases staircases – climb up and down the slopes between the many huts and structures of the village.  You can see at least two large Inns in the town, and also what appears to be a prosperous  geisha house which sprawls up and down a series of terraced slopes.  

The Daimyo’s Road winds along the side of one mountain, skirting several narrow terraced rice paddies before turning and vaulting the valley on an arched wooden bridge.  A smiling tattooed man waits at the side of the bridge to welcome you.

This man is Hoshi Ijisu.  He is an older man with a face covered in smile-wrinkles, dressed in a loose kimono of Dragon green/gold, and stands beneath the torii arch at the entrance to the village, bowing to each guest.  “Welcome to the village of the Champion’s Shrine, honored guests!  I am sure you will find places here to rest and cleanse yourselves.  Our lord will accept challengers for the tournament this evening, at the field below the village Shrine, and would be pleased by the attendance of those of rank.”  

This man is actually the daimyo of the Hoshi family, although he will avoid mentioning this.  (PCs from the Tattooed Orders will recognize him, and other PCs can identify him with a roll of Intelligence/Heraldry at TN 25 or Intelligence/Lore: Dragon at TN 20.)  

Beyond the bridge, the PCs will have the opportunity to see more of the village.  There are four Inns in the town, ranging from the large and prestigious Golden Cup to the more modest Two Brothers Inn, where the PCs will be staying.  There is also a millhouse perched precariously astride the valley stream, two waterwheels spinning vigorously in the frothing spume of icy mountain water.  The geisha house is known as the Jade Reflection, and is a highly prestigious house, catering to the many dignitaries and ambassadors who pass through the town on their way to or from the High House of Light.  It is, of course, well out of the league of the PCs.
Aside from its role as the major stopping point on the route to the High House of Light, this village is also notable as the home to the Dragon’s Flame archery dojo, which is housed in one of the buildings along the main street.  PCs can roll Perception/Heraldry at TN 15 or Simple Perception at TN 20 to notice the small sign outside the building which houses the dojo.  

If the PCs stop to visit the dojo, they will discover about two dozen young samurai practicing the art of Kyujutsu, shooting arrows at a set of straw targets lining the far wall of the dojo.  They are observed by the school’s sensei, a middle-aged man with narrow, piercing eyes and iron-gray hair.  He will be polite to visitors but does not allow them to remain and watch the secret Dragon techniques.  

The Two Brothers Inn

Located on the far side of the town, this cozy-looking Inn is tucked in behind a rocky, densely forested shoulder of the mountain.   The trees here are exceptionally thick and tall, and the PCs should make a Raw Perception roll at TN 15 as they approach the Inn.  With a success, they notice a pair of especially thick pines whose trunks are wrapped in straw ropes.  Small wooden houses – miniature shrines – are clustered around the bases of these two trees, and paper streamers hang from their lower branches.  An ancient, moss-overgrown stone staircase ascends the steep hill in between the oaks, vanishing into the shadows beneath the trees.  

· Anyone who makes an Intelligence/Theology roll at TN 15 recognizes these small houses as shrines, and the papers as prayer streamers, suggesting that this is a minor holy site of some sort.

· If a PC explores the stairs, they are clearly ancient and ruined, with small trees and shrubs pushing through cracks in the stone.  They vanish into the hillside after about fifteen paces.   

The signboard of the Two Brothers Inn displays the kanji for its name.  Due to the steep slope, it is three stories high on the front, but only one story high at the back.  There is a small terraced rock garden on one side of the Inn, while on the other side is a large well which supplies water for the bath-house and for cooking and cleaning.    

The innkeeper of the Two Brothers Inn is actually a ronin, a middle-aged man with a broad face and a head shaved down to stubble.  He calls himself “Ako” and greets his customers with a deep, rumbling voice that is reminiscent of a bear.  As a ronin, he will personally take the swords and weapons of his guests, placing them on a set of polished wooden racks against the back wall of the common room.  

Beyond the Inn, the road continues toward the Shrine of Jurojin and the High House of Light, although it becomes noticeably narrower and rougher.  

Part One: An Evening at the Two Brothers Inn

When the PCs arrive at the Inn, it is late afternoon, the sun beginning to drop behind the jagged mountains to the west.  The Inn is crowded, since many other samurai are also here, waiting while their superiors attend the tournament.  

The following notable NPCs are present, if the PCs feel like socializing:

· Yasuki Tomei and Yasuki Joman – two courtiers, one Crab and one Crane.  They are cousins and enjoy a friendly rivalry.  Tomei is a heavyset man with a hearty laugh, slightly loud but never actually rude.  Joman is slim and more quiet, full of restrained energy.  Both men are avid Go players and socially gregarious. 

· Kitsuki Yodo, a Justicar of the Dragon.  Yodo is the local magistrate and is in charge of security for the tournament.  He is assisted by two ronin, Tsume Bekano and Reichi, who visit the Inn from time to time to deliver reports in low voices.  

· Mirumoto Meiki, a demure and soft-spoken samurai-ko.  She is an escort to one of the senior Dragon governors (also a woman) who is competing in the tournament.  Meiki is attractive but also extremely modest and self-effacing, a traditionalist who has taken an oath of chastity and follows it religiously.   

· Tamori Ryuko, a hawk-faced woman who carries a scroll satchel but dresses like a bushi and carries a daisho set.  Ryuko is savagely anti-Phoenix, and her anger has deepened and festered since her poor performance at the Tournament of the White Orchid two years ago.  If any of the PCs are members of the Phoenix Clan, she will deliberately and openly insult them, trying to goad them into challenging her to a duel.  See below for details of how to resolve this.  

· Bayushi Makesu, a short, slim Scorpion samurai with a narrow face and a rather ostentatious mask of red and white, covering the left side of his face.  Makesu is a narcissistic egotist and a pathological liar, and regularly spins fanciful tales promoting his own deeds and special status.  For example, he will suggest that he is on a special mission for the Clan Champion, or imply that he is descended from one of the great heroes of the Scorpion Clan.  The Clan knows his nature full well, and allows him to live because he is a useful distraction for their enemies. 

· Daidoji Atsuko is a Crane bodyguard who escorted her Clan’s senior representative to attend the tournament.  She is a true “iron Crane,” a warrior born and bred – her mother was of Hida blood, and she spent much of her childhood visiting her Crab uncles and cousins.  She has spent a year on the Kaiu wall and survived with only a few scars.  Although she is attractive, she is also unusually tall and muscular for a woman, and her blunt and direct manners are often unsettling to men who prefer courtly manners and feminine delicacy.  PCs who have played the adventure Shadow on the Court have met her before, and she will react to them according to how they related to her there.  She is a practical woman and regards marriage as something to be undertaken for the good of the Clan – consequently, at the moment she will only consider courtship efforts from members of the Dragon or Unicorn Clans. 

The two Yasuki courtiers will spend the afternoon playing Go, drinking tea, and “politely debating” the relative merits of their two branches of the Yasuki family.  A favorite topic is the Kemari tournament at the last Winter Court in Yasuki Yashiki, which Tomei won, but Joman insists he should have won if he had not been tired from the previous night’s drinking contest, not to mention the questionable legality of using elbows.  PCs who listen to this discussion can eventually realize the winner of the tournament gets to host the next year’s Yasuki Winter Court, and this time around the Crab won.  Anyone who rolls Intelligence/Games (Kemari) at TN 10, or Intelligence/Etiquette at TN 20, will know that using elbows is in fact illegal in Kemari, and if they point this out, Joman will say, “Well, just as I said!” and buy the PC a drink.

If anyone challenges either of the Yasuki to a game of Go or Kemari, they will happily accept, going outside to the street to play Kemari.  Their skill rolls for Go are both 6k3.  For Kemari, Tomei rolls 5k2, while Joman rolls 5k3.

Tamori Ryuko will do her best to provoke any Phoenix PCs.  She will insult them directly, rather than in traditional indirect means, and as such is losing her face – a PC who ignores her will cause her to suffer a serious gain of Infamy, and will gain +1 Honor if his Honor Rank is less than 4.0.  However, if a PC does answer her insults, this will quickly lead to a challenge.  Ryuko will try to insist on an immediate (illegal) duel to the death – if the PC insists on a legal duel, she will grudgingly accept that, and that PC gains an Obligation: Duel Tamori Ryuko.  If an illegal duel does take place, Ako the innkeeper will insist that it take place outside the Inn.  Bayushi Makesu and the two Yasuki will watch the duel (and the Yasuki will take bets on its outcome) but the rest of the samurai will ignore this illegal spectacle.  If a PC fights and wins this duel, s/he gains Bad Reputation: Illegal Duelist with the accompanying Rank of Infamy.   

The Blessed Oaks

If anyone inquires about either the name of the Inn or the trees and stairs outside, they can learn that the Inn is, in fact, named for the two oaks.  (A PC who asks about local gossip can also learn this by rolling Awareness/Courtier at TN 15.)  The oaks mark the location of an ancient dojo, the so-called Thunder Mountain Dojo, a dojo of the Togashi order which once sat on the plateau at the top of the mountain.  Supposedly, that the dojo was destroyed many centuries ago in an earthquake, but the site is still considered sacred, and the oaks are venerated by the locals, both peasants and samurai.  

If the PCs decide to pay their respects to the oaks, they can roll Intelligence/Theology at TN 10 to know that this is done by climbing up the trees and hanging prayer streamers – the higher the better.  Anyone who wishes to do this will find the lowest branches are about 25 feet up, so this will require a skill roll of Strength/Athletics (Climbing) at TN 20.  A failed roll means the PC falls for 2k1 damage.  A PC who wishes to place a streamer higher than anyone else will have to make two Raises on the Athletics roll.  

If the PCs do decide to place a streamer, they will quickly attract a crowd of local peasants and samurai, watching and chattering excitedly. A PC who actually manages to place the highest streamer earns a burst of applause and cheers, and gains +1 point of Glory.  The PC also gains one Free Raise to be used during the remainder of the adventure, as the spirits show their favor for the offering.   

If any PCs are injured by falling from the tree, Kitsuki Yodo will offer to summon his wife, a shugenja-ko named Eiko, to heal them.  PCs who accept this offer will gain a 2-point Obligation to the Dragon.  Furthermore, if a PC took 16 or more wounds he has suffered a twisted ankle, which cannot be healed with magic unless a PC shugenja has Regrow the Wound.  Otherwise, the PC will be under the effects of the Lame Disadvantage unless successfully treated with Intelligence/Medicine (Anatomy) at TN 20. 

Dinner at the Green Leaf

As the sun begins to set, Kitsuki Yodo will address the crowd at the Inn.  “We are honored to have so many visitors to our humble village.  Although many of our facilities are in use by our most prominent guests, we would be remiss if we did not offer some pleasantries to all of you.  The restaurant of the Green Leaf has offered to host all you for dinner this evening, as my personal guests.”  

The Green Leaf is a long, low building in the lower part of the village, perched on a ledge above the river that runs through the center of town.  Gaily colored lanterns have been hung outside the door and the PCs are greeted as they enter by the restaurant’s owner, a hunch-backed old peasant named Chochu who welcomes them with bobbing head and obsequious pleasantries.  He gifts each PC with a sturdy mahogany box containing a stack of blank sheets of paper in Dragon colors.  (This is actually a meaningful gift – paper is an important part of Rokugani life, and requires considerable work to create.)  Each box is inscribed with the Clan mon of the recipient. 

The dinner is served at a long table which fills most of the restaurant, with Kitsuki Yodo seated at the head of the table.  The quality of the food is excellent, although there is a noticeable lack of fish and poultry – most of the protein comes from tofu.  Service is swift, silent, and almost alarmingly efficient, with empty bowls and plates whisked away the moment they are no longer needed, and sake cups kept continually full.

During the meal, Kitsuki Yodo will encourage everyone to chat and converse, discussing both the tournament that has brought them here and the latest news from across the Empire.  

· If anyone mentions the Thunder Mountain Dojo or the associated trees, Yodo will mention in passing that the local villagers believe the mountaintop is haunted and refuse to go there.  He does not know why they believe this, and dismisses it as peasant superstition. 

· The Yasuki will discuss rumors of a peasant uprising in Lion lands.  Tomei will express concern over the possibility that the revolt might be maho-inspired, while Joman will suggest it is due to the standard Lion policy of treating their peasants with harshness and cruelty.  

· There is some discussion of the war which has begun between the Crab and the Hare/Scorpion.  Yasuki Tomei will do his best to defend his Clan’s decision to go to war, although it is apparent to anyone who rolls Perception/Investigation at TN 20 that his heart is not really in it.  There is some speculation as to whether the Dragon Clan will involve itself in the war – Kitsuki Yodo will be carefully noncommittal.  

· The Emperor has proclaimed the strange new drug called “Crimson Flower” to be illegal.  The general tone among the guests is one of approval, and Kitsuki Yodo notes that the drug is clearly dangerous, given how quickly it has spread across the Empire.    

Good-quality sake is served with the meal – not quite at the level of Taka-label or White Lotus sake, but still quite good.  Several of the guests become quite merry over the course of the evening, especially Bayushi Makesu and the two Yasuki.  Of course, in these sorts of social situations it is considered bad form to draw attention to such minor breaches of etiquette.  When the meal is finished, the cheerful samurai filter out of the restaurant to return to the Two Brothers Inn.    

Part Two: The Call of Maigo no Musha

As the PCs are returning to the Two Brothers Inn from their evening at the Green Leaf restaurant, they notice something quite odd: 

As the gravel of the path crunches under your feet, a lone cloud passes overhead, momentarily obscuring the moon. As it passes and the pale light returns, you notice a solitary figure descending the stairs between the Two Brothers Pines.  The man is old and bald, like a weathered mountain that has been beaten into a low hill. A lifetime of hardship hangs from his neck like a millstone, dragging him down to the earth.  His weary footsteps are slow, and he carries two large jars tied to a long stick over his shoulders.  He struggles with the burden, head bowed, as he goes to the well next to the Two Brothers Inn and begins slowly filling each jar.  

If any PCs look at the stairs which the old man descended, they will see that they now ascend toward the top of the hill, and appear much more intact than they were during the day.  A PC who examines the old man himself can see that his head is shaved as though he is a monk, and he is dressed in a tattered, colorless robe.  If the PC rolls Perception/Investigation (Notice) at TN 20, they realize he is blind, and his robe is torn in the places where mons would be embroidered.

None of the NPCs wending their way back to the Inn can see this mysterious old man, nor can they see the stairs which have reappeared on the hillside.  If the PCs mention either of these things, the NPCs will assume the PCs are drunk and hallucinating.  Any PC who actually tries to forcibly make the other NPCs see or touch these things will not only fail, but will be committing a serious breach of etiquette, probably requiring an abject apology to avoid a duel.

If any PCs approach the Old Man, he will be polite and friendly, but does not pause in his labor of filling the jugs and then starting back up the stairs.  

· He does not remember his name, although if a PC mentions the word “Togashi,” it sounds vaguely familiar to him.  He does not seem to be very troubled by his inability to remember his name – whenever he starts thinking about it for long, he shakes himself back to work.  “The Master will be back soon, I must get to work.”

· He says he dwells in the Dojo atop the hill, where he serves the Master.  The Master is away for now, but will return soon.  There is much work to be done before then.

· He will not say who the Master is, other than simply to repeat, “he is the Master of the Dojo.”  PCs who roll Awareness/Investigation at TN 20 get the sense that he is frightened of the Master, although he will deny this if asked.

· If the PCs try to talk with him for any length of time, or encourage him to stay to eat or drink, he will explain that he cannot stay and chat, because the Master requires him back to perform his other tasks.  

· If anyone asks him whether he needs help, he will politely refuse, explaining that he is the servant at the Dojo and it would be improper to accept help from the PCs.  However, if a PC insists on helping, he will not resist.    

If a PC does help him with carrying the jugs, he will be deeply grateful, profusely thanking the generous samurai as he stretches his weary back with loud popping noises. A PC who examines his posture or behavior after he straightens up can roll Perception/Investigation at TN 15 to realize he has the posture of a monk or a samurai, not a peasant.

This is a key moment for the adventure.  If the PCs accompany the Old Man to the top of the stairs, or simply go up the stairs themselves to see what they can find, they will be able to participate in the rest of the adventure.  If they fail to do so, they will be effectively out of the action for the remainder of the adventure.  Soon after the Old Man goes back up the stairs, they disappear, and the hill resumes its normal form.

Accordingly, the GM should encourage the PCs to at least follow the Old Man to the top of the mysterious stairs.  The fact that none of the other guests seem to see the Old Man or the stairs should certainly suggest that something of significance is happening, something worth investigating.  

Ascending to the Dojo  

The stairs are long and steep, ascending all the way to the top of the hill.  PCs who are carrying jugs of water must roll Stamina/Athletics at TN 15 to make it to the top without stopping – otherwise, they lose 1 point of Glory for their lack of fortitude.  If no one actually helps the Old Man, he somehow makes it to the top without stopping, despite being bent nearly double under the weight of the two jugs on his shoulders.  

As the PCs ascend the stairs, there are a number of peculiar facts which they may be able to notice:

· A roll of Perception/Investigation (Notice) at TN 20 will note the presence of small stone shrines located periodically along the staircase, hiding in the night-time shadows beneath the trees.  There are a total of seven of these spaced out from the bottom of the stairs to the top. If the PCs examine these, they find small stone plaques within each one which have been knocked down.  In addition, some of the shrines have had their roof tiles knocked off or have been otherwise defaced.  PCs who examine the plaques can roll Perception/Calligraphy at TN 15 to make out the kanji for the Seven Virtues of Bushido.  From the bottom of the hill to the top, these are, in order, Gi (Honesty), Yu (Courage), Jin (Compassion), Rei (Courtesy), Meyo (Honor), Makato (Sincerity), and Chugo (Duty).  

· If any PCs examine the stairs themselves, they can roll Perception/Engineering at TN 15 or Perception/Investigation at TN 25 to realize that the stairs have been carved out of an older staircase which was built on a far larger scale – each step equivalent to roughly three human steps.  The older steps are extremely aged and worn, cracked and broken like old teeth, with trees and roots forcing their way through them at the edges.

· Any shugenja PC and any PC with a sensitivity to the kami (such as an appropriate Inner Gift) can roll Awareness/Meditation at TN 20 to get a vague sense of something “not quite right” as they near the top of the staircase.  

Trapped in Maigo no Musha

Once the PCs ascend the staircase, they will be unable to return to their own world again.  Anyone who goes back down the stairs finds the whole village shrouded and dim, as though suffused with fog, and empty of all life.  The banners, lanterns, and other colorful things look dull and lackluster; even the air feels flat.  No matter how far the PCs might travel, the nature of the world does not change.  

· If a shugenja Communes with the spirits here, they seem normal enough, but they insist things have always been this way and the PCs are the first people they have ever seen.

· A PC who sees these phenomena and rolls Intelligence/Theology or Intelligence/Lore: Spirit Realms at TN 20 will recall that these phenomena match descriptions of the near-legendary realm known as Maigo no Musha, the Realm of Thwarted Destiny.  

Part Three: Thunder Mountain Dojo

When the PCs reach the top of the stairs, they pass beneath a single ancient torii arch, its paint long since worn away and leaving only bare, weathered wood.  They emerge onto a wide plateau, covered with tall grass and scattered patches of pine trees.  It is still night, and the air is blanketed with a heavy gray mat of clouds, obscuring the moon and the surrounding mountain peaks.  About a hundred feet away from the torii arch, an old building sits nestled among some of the pine trees.  It appears to be a dojo, although there is no visible sign hanging by the door.  The walls of the building are still intact, but it is obviously in a state of disrepair.  Tiles are missing from the roof and the PCs can see what appear to be weed-overgrown gardens on the right and left sides of the building, and an overgrown path leading off into the trees to the right.  Dead pine needles and fallen branches cover the ground, and the cloudy air seems to lay a pall of shadow over the entire area.  

The Old Man will head straight for the ancient dojo, placing his jugs of water in the kitchen and then picking up his broom and starting in to work.  The PCs do not have to follow him, and are free to explore the plateau as they wish.  

The Nature of Maigo no Musha 

The PCs are in the realm of Thwarted Destiny (sometimes also called the Realm of Lost Heroes), a spirit realm for those souls who have been diverted from their proper destiny.  There are no beings native to this realm, and it serves mainly as a sort of refuge for those who may still be able to win the chance to regain control of their fate.  

Spells here function normally, but the kami here are native to this realm and as such do not recognize the existence of any other.  As far as they are concerned, the PCs are strangers and newcomers.  They know that the Old Man has been here for a very long time – they cannot define the length of time exactly, since the length of night and day in this realm is variable.  They know the “Master” sometimes visits the Old Man, but do not know what this being is except that it is powerful and terrible.

The spirits at the mysterious Stone Wall (the entrance to Jigoku) can say that there is “another place” nearby, a “dangerous place,” although they cannot describe it.    

Things to Find on the Plateau  

Exploring the plateau is time-consuming but not otherwise difficult, and since the PCs are now stranded in Maigo no Musha, time is not really a factor.  The plateau is irregular in outline, extending only a short distance to the right (east) of the dojo but spreading behind and to the left for hundreds of yards, the distance obscured by the fog and scattered trees.  The edge of the plateau leads, for the most part, to either very steep tree-covered slopes (such as where the stairs ascend) or to sheer cliffs of jagged rocks.  The sole exception is the mysterious Wall located at the very far end of the plateau, behind the densest trees – however, this cannot be located unless a PC is tracing the source of the missing water for the dojo.  (See “The Problem of the Water” in Part Four for more details on the Wall.)    

The Dojo itself is a larger building than it appears, with many rooms in the back, including three small residential chambers, a dry and unused bathing chamber, a storage room, and a small kitchen with a charcoal fire pit in the center of the floor.  There are ragged, aged futons in each of the residential rooms, and one room is apparently used by the Old Man.  

· The dojo’s main hall is quite expansive, but very dusty. There are plaques on the walls to display the names of students, but these are also quite dusty.  (If the PCs look at the plaques, they can roll Perception/Calligraphy at TN 15 to make out that the most recent plaque is dated IC 427.  All of the names seem to be Dragon family names, primarily Togashi.  None of them are names which the PCs can recognize.) There are several bonsai trees on shelves near the entrance, all of which need pruning.  There are shoji screens in the corners which once displayed artwork, but their silk has been torn out, leaving only scraps.   Several practice weapons are racked against the wall, including bo and jo staffs, tonfa, and other such monk-type weapons favored by the tattooed men.  

· The storage room is packed with a variety of supplies and gear, including brooms, buckets, rags, soap, mattocks, shovels, wood axes, hammers, stone chisels, sheets of paper and silk, paints and brushes, roof tiles, and so forth.  There are also barrels of rice, dried and pickled vegetables, and tofu – enough to last for a couple of days for the whole party. 

· The front porch of the dojo is clean – the Old Man sweeps it regularly.  

· The dojo’s sign is actually lying on the ground next to the front path, and can be spotted amid the tangled grass with a roll of Perception/Investigation (Notice) at TN 15.  (Speaking with the local kami can also locate the sign.)  The kanji on the sign have faded and flaked, but a Perception/Calligraphy roll at TN 15 can make out the name: Thunder Mountain Dojo.  

To the right of the dojo is a weed-infested rock garden, which extends about forty feet to the eastern edge of the plateau.  It is badly overgrown and has clearly not been well cared-for.  A large boulder in the center of the garden is cracked in half.  There is a creekbed running through the garden, designed to harmonize its chuckling stream with the rocks and then fall off the eastern cliff-side, but it is currently dry.  There is a shishi-odoshi (deer-scarer) clock in the stream-bed which is also broken.     

· Any PC who looks through this garden and tries to understand its layout and harmony can roll Awareness/Meditation at TN 15 to realize that the large central boulder was intended to be a meditation site, but with the stone broken, it cannot do so.

The eastern path which passes through this garden leads into a grove of bamboo trees located about fifty feet away from the dojo.  The farther part of the path is badly overgrown with weeds and brush.  Hidden inside the bamboo grove is an old, rustic teahouse, with nothing inside of it except for a few scattered dead leaves and pine needles.  Many of the bamboo trees have grown up through the path, blocking access to the teahouse.  There is no actual tea set in the house. 

To the left (west) of the dojo is another small garden, this one designed to display shrubs and flowers rather than rocks.  The garden is in need of raking and weeding.  There is also a pile of logs, apparently for firewood, which need to be cut and split into suitable sizes.

In the middle of this garden is an old stone shrine, similar to the ones on the stairs, but lacking any identifying plaque or statue.  A roll of Perception/Theology (Shintaoism) at TN 20 will suggest that it is a shrine to Shinsei, but is in need of re-consecrating. 

Behind the dojo, to the north, is the source of the dry stream running through the rock garden: a large pond, all but completely dried out.  Some damp mud and a few stagnant pools of water lie in the center of the pond, a several wooden poles rise out of the mud – a roll of Intelligence/Jiujutsu (or a suitable Lore skill) at TN 20 suggests these are balance poles used for training.  At the back of the dried-up pond is a stone waterfall, but only the tiniest intermittent trickle of water comes over it.  Several desiccated willow trees stand to either side of the near-dry waterfall, and a fallen pine tree lies across it.

· A PC who rolls Perception/Investigation (Notice) at TN 20 will see that one of the training posts is loose and needs to be stabilized.  

· A PC who decides to train on the balance posts must roll Agility/Athletics at TN 20 to keep his balance.  Falling off inflicts 1k1 damage, since there is no water to cushion the impact.  A PC who attempts to do this without first repairing the wobbly pole must instead roll at TN 35 to avoid a fall.

· Above the waterfall is a small, stagnant pool of water, fed by a tiny stream that is barely a trickle.  It wends its way off into the denser trees to the north.  

Talking With the Old Man

If the PCs speak with the Old Man, he will be polite and cooperative, indeed downright deferential, although the PCs will likely find speaking with him to be somewhat elliptical and frustrating.  

The Old Man’s basic knowledge is that the dojo belongs to “the Master” and, due to the prolonged absence of the students, it is his job to maintain and repair it.  Unfortunately, his blindness makes this quite difficult, and the place has fallen into disrepair.  The Master will be back “soon” and the work must be completed by then, or he will be beaten again. If the PCs suggest helping him, he will say, “I am not permitted to ask for help,” but if any PCs volunteer to help, a look of pure joy and relief washes over his face. 

· If the PCs ask what was taught at the Dojo, the Old Man will respond, “What do you want to learn?”   He has no other answer to this question, although asking it repeatedly, or pressing him on the issue, will seem to cause him unease and discomfort. 

· He has no knowledge of Maigo no Musha.  He only knows that he has been alone here for a very long time, and expects a visit from the Master very soon.  If the PCs ask him more about this place, he complains that the wind does not speak here and he has not felt the blessings of Lady Sun in… he has lost count of the days.    

· If the PCs ask how he originally came to be here, or why he is the servant of the “Master,” he has no explanation of any kind.  He does not remember how or why he came to be here, nor does he remember why he must serve the Master.

· He does not know exactly when the Master will return, but notes that his rice supply is getting low, which means it will be “soon.”  The Master brings him food whenever he comes.  

· If the PCs ask him which tasks need doing, he will list them off, counting on his fingers by feel: “Everything is dirty, everything in the dojo, if only I could see I would be able to sweep it all properly. The shrines must be repaired, on the steps, and also the shrine in the garden must be re-consecrated.  Let me see, yes… the bonsai trees in the dojo must be trimmed, and the torn shoji paintings replaced with new ones, the dojo’s sign must be re-hung, the training ground posts need repair, the gardens need to be weeded and raked and repaired, the meditation stone especially… oh yes, and the shishi-odoshi in the rock garden doesn’t work anymore either.  The roof tiles need replacing, I need a tea set in the teahouse, if it can be reached through all that nasty bamboo, and of course I must find out why there is no longer any water in the training pond and the rock garden.  Very peculiar, that, it’s never stopped before that I can remember.”  He will repeat the list for PCs who cannot remember it.

Whenever the PCs finish talking to the Old Man, he will politely excuse himself and go back to sweeping the front steps of the dojo, feeling his way along.

Part Four: Making the Repairs 

In order for the PCs to resolve this adventure and escape from Maigo no Musha, they must help the Old Man complete the various tasks facing him.  Because they are in a Spirit Realm, time passes in a strange and distorted fashion.  Effectively, the PCs’ entire stay in Maigo no Mura will be a single infinitely long night.  This means the PCs will not naturally heal any injuries, no matter how long they rest, and will not recover Void or spell slots unless they Meditate for them.  

The GM should keep track of how many of the tasks the PCs have completed.  There are a total of fourteen tasks (they are listed on GM’s Aid #1) and as the PCs complete them, the Old Man will begin to recover his strength, memories, and abilities – see “The Old Man Recovers” below for details.  

If the PCs seek the Old Man’s advice and assistance with the tasks they are trying to complete, he will advise them as best he can.  In point of fact, he has the Leadership Advantage, allowing him to enhance the skill rolls of any PCs who do seek his help.  

If any PCs should actually be so uncouth as to complain about having to work, the Old Man is not sympathetic.  “All must work.  Only the Emperor is exempt.  Are not our labors an exercise in Chugo?  And our duty keeps us humble in the face of fate and the Fortunes, letting us see things unclouded by pride or ambition.”  

Performing the Tasks

Most of the tasks which the PCs face here are relatively straightforward, but will nevertheless require skill rolls to perform effectively.  

· General sweeping and cleaning, whether on the various paths or inside the dojo, requires a Raw Stamina roll at TN 15.  

· Weeding the flower garden will require a roll of Stamina/Artisan: Gardening at TN 10 or Stamina/Medicine (Herbalism) at TN 20.

· Raking and weeding the gravel in the rock garden requires Stamina/Artisan: Gardening (TN 10) or Stamina/Meditation (TN 20).  

· Clearing the bamboo from around the teahouse will require utilizing a sword, naginata, ono, or other cutting/slashing weapon.  An attack roll at TN 30 will successfully clear the bamboo.   

· Replacing the tea set in the teahouse will require either that a PC donate a tea-set of their own, or a PC carves a replacement tea-set from wood or stone.  A replacement tea-set can be made with a roll of Intelligence/Artisan: Sculpture at TN 15, or Raw Intelligence at TN 25.   

· Fixing the shrines on the stairs does not require a skill roll (the plaques simply need to be replaced) but re-consecrating the Shinseist Shrine in the rock garden requires a roll of Void/Theology (Shintao) at TN 20 to perform the correct prayers.  

· Re-hanging the dojo sign will require tools and materials from the dojo’s supply room – a hammer, pegs, rope, etc.  In addition, someone will have to be either boosted up high enough to hang the sign (a Strength/Athletics roll at TN 25 for the person doing the boosting) or climb up on the roof and lean over – the latter option requiring a skill roll of Agility/Athletics (Climbing) at TN 20 to avoid a fall for 2k1 damage.

· Pruning the bonsai trees requires a roll of either Intelligence/Artisan: Gardening at TN 10, or Raw Intelligence at TN 20.  

· Fixing the loose balance pole in the dried-out pond will require hauling in several large rocks to wedge it in place.  This will take a roll of Strength/Athletics at TN 20.

· Replacing the large meditation stone in the center of the rock garden will require a Strength/Athletics roll at TN 30.  Up to three PCs can combine their efforts on hauling in the new stone.  A roll of Perception/Meditation at TN 20 or Perception/Artisan: Gardening at TN 20 will be needed to place the stone properly in order to harmonize properly with the rest of the garden.   

· Replacing the four shoji screens in the dojo is a challenging task.  First, new silk must be hung in the frames, requiring a single roll of Raw Intelligence at TN 15.  Then, new artwork must be created on the screens.  This will require a separate roll of Awareness/Artisan: Painting at TN 15 for each of the four screens.

· Repairing the shishi-odoshi (deer scarer) in the rock garden will require carpentry tools and a roll of Agility/Artisan: Gardening or Artisan: Sculpture at TN 15.

· Fixing the missing tiles on the dojo roof will require a roll of Agility/Athletics at TN 20 to do so without a fall for 2k1 damage.

The solutions listed above are for physical skills.  In many cases, a shugenja PC will be able to solve these problems with appropriate spells.  For example, a flying spell will allow the dojo sign to be hung and the roof tiles to be replaced without any physical risk.  Similarly, the torn shoji screens and the meditation stone in the garden can both be repaired with the spell Fires From the Forge.  Although not every problem can be solved with magic, in general the GM should reward creative applications of the power of the kami.

In general, each PCs should have only one opportunity to perform each task.  If the PC fails the roll, that task is simply beyond him/her – the roof is too steep, the weeds are too thick, the rock too heavy, etc.  However, if the PC comes up with a clever or creative alternative approach to the problem, the GM should permit another attempt.  

The Problem of the Water

The trickle of water feeding the pond and the rock garden is an obvious problem, and one the Old Man is greatly troubled by, since it forces him to go all the way to the bottom of the hill to get water from the village.  If the PCs do begin helping him, he will certainly drop many hints that solving the problem of the water would be quite helpful.  “The water used to flow freely, the last time the Master came it was still flowing.  But now I cannot find anything out there but mud.”  

Following the thin trickle of water from above the waterfall is easy enough at first, but once the PCs enter the denser woods, the darkness and fog will make it more difficult, requiring a successful Perception/Hunting roll at TN 20 to track down the source of the water.  (If the PCs bring their own light sources – there are no candles or lanterns in the dojo – the TN is only 10.)   

The trickle of water leads back through a forest of tall, old trees.  The high canopy filters what light there is into soft gray beams that cut through the gloom, bathing the PCs in twilight silver.  After about a twenty minute walk, the trees give way to a clearing in front of a sheer cliff, about fifty feet tall.  Water trickles down the face of the wall.

On closer examination, the cliff is actually a Wall, put together from giant cyclopean blocks of dark, rough-surfaced stone.  The Wall extends left and right as far as the PCs can see.  (If they follow it, after a about half a mile in either direction they will come to the end of the plateau.  The Wall, however, continues on indefinitely…) If the PCs look up toward the top of the Wall, they can roll Raw Perception at TN 15 to spot a pile of logs and brush at the top of the cliff, presumably blocking the water-flow.  

· If the PCs examine the rocks more closely, they can roll Perception/Investigation at TN 15 to see that the stones are cut and fitted extremely precisely, with no need for mortar.  

· A PC who rolls Intelligence/Engineering at TN 20 will realize that the style and method of construction here is wholly alien to Rokugan.  It cannot be identified with any skill, even by PCs with knowledge of gaijin.   

Getting to the top of the Wall will require either a suitable spell (flying magic, Hands of Clay, etc.) or a roll of Agility/Athletics (Climbing) at TN 25.  A PC who has climbing gear gains a Free Raise on the roll.  A PC who is using a rope (perhaps one placed by another PC who has successfully climbed the wall) gains two Free Raises.  If the climbing roll is failed, a falling PC suffers 4k4 Wounds.  

At the top of the Wall, the PCs do indeed discover a groove through the stone which is supposed to allow water to flow through.  The Wall is about twenty feet thick, and the channel for the water has been blocked by a thick tangle of logs, brush, and rocks.  Clearing this blockage out of the way will require a Strength/Athletics at TN 30 – other PCs can assist a primary PC on this task if they wish, rather than each rolling individually.  

However, PCs atop the Wall may find themselves distracted by the astonishing sight in front of them:

Before you stretches a vast, mirror-smooth lake, or perhaps a sea.  To the left and right it extends beyond sight, but directly in front of you, you can just make out something on the far side of the water, perhaps two miles away, shrouded in the fog.  You can see what appear to be high black towers, or perhaps mountains, on the far side.  Hanging above the landscape is a swollen, blood-red moon, its edges blurred by the clouds.  The fog and mist drifts slowly against your face, dampening you skin and clothing.  Distant sounds drift to you across the water – bestial howls and screams of torment, perhaps, although it is difficult to be sure.  

A PC who rolls Intelligence/Theology at TN 25 or Intelligence/Lore: Spirit Realms at TN 15 will suspect that they are seeing nothing less than Jigoku itself on the far side of the lake.  Anyone with any Taint, with the Cruel Disadvantage, or with an appropriate Driven Disadvantage (as judged by the GM), must make a roll of Raw Willpower at TN 10 to not be drawn forward into the water by the call of Jigoku’s cruelty and power.  Conversely, a PC with the Coward Disadvantage must make a Raw Willpower roll at TN 15 to avoid getting a 4-point Phobia of “dark water” which will last for the next three adventures.  

· If a PC enters the water of the lake, either voluntarily or due to the compulsion of the Taint, skeletal hands will emerge from the dark water and attempt to drag him/her under the surface.  The PC can resist by rolling Strength/Jiujutsu (Wrestling) at TN 25.  Other PCs can assist this roll, or they can try to hack away the skeletal hands by rolling attacks at TN 20 and inflicting a total of 30 Wounds.  The PCs will have two rounds before the hands drag their victims beneath the water, to Jigoku.

· A generous GM can allow such a PC to try to slip out of his/her clothing and gear to swim back to the surface with a Strength/Athletics (Swimming) roll at TN 25.  This will likely entail losses of Glory and Honor due to losing swords and other family bequests.  Otherwise, the PC is lost forever, and the GM should laugh a suitably evil laugh.

The Old Man Recovers

The GM should keep track of how many of the fourteen tasks the PCs have completed.  As they do so, the Old Man will begin to recover his memories and capabilities.  The more tasks the PCs successfully complete before the end of the adventure, the more the Old Man will recover, according to the schedule shown here:

· After three tasks are completed, the Old Man will recover one Void point and will regain the Bat Tattoo.  The PCs will be able to see the faint golden outlines of the Tattoo if they roll Perception/Investigation (Notice) at TN 20.

· After six completed tasks, the Old Man will remember that his name is “Togashi,” and that he was the instructor here before “the fight,” although he does not remember any other details, nor does he recall his personal name or who he fought.  He does not (yet) connect any of this to the impending visit of the Master.  In addition, he regains a second Void point and the Lion Tattoo.

· After nine tasks are completed, the Old Man recovers a third Void point and the Crab Tattoo.  At this point, if the teahouse has been restored, he will invite the PCs to pause in their labors to participate in a Tea Ceremony with him.

· If twelve or more tasks are completed, the Old Man regains his fourth Void point and the Arrowroot Tattoo.  

Part Five: The Master Arrives

Eventually, the PCs’ endless night at Thunder Mountain Dojo will be concluded by the return of “the Master,” the Oni no Setsuo.  Since time in Maigo no Musha is somewhat malleable, when exactly this happens will depend on how the PCs have progressed in dealing with the various tasks.  The arrival of the Master will occur when any one of the following three conditions is fulfilled:

· If all of the PCs have attempted all of the tasks, whether or not they have succeeded. 

· If all of the PCs have given up on completing the tasks.

· If the PCs have completed all fourteen tasks.  

Once one of these conditions is attained, the weather at the dojo changes – rain begins to fall, and a heavy wind picks up, lashing the trees and rattling the walls of the dojo.  Thunder rumbles in the distance, although no lightning is visible.  Once this occurs, the Old Man will invite the PCs inside the dojo for a meal of rice and vegetables.  A single flickering candle lights the room as he serves bowls of steaming rice and thanks the PCs for any work they have done on his behalf. 

Enter the Master

The dinner is interrupted by a heavy, slow pounding from the front gates of the dojo.  The candle flickers violently and the Old Man exclaims, “The Master is here!”  He rushes to open the doors, revealing a dark figure silhouetted against the darkness outside.  He shoves the Old Man aside, knocking him to the ground, striding arrogantly into the dojo and glowering at the PCs.  “What are you doing in my house?”

Oni no Setsuo appears to be a seven-foot-tall man, hugely muscular, with strong facial features and dark eyes that shine with malice and hatred.  A PC who looks closely at him and rolls Perception/Lore: Shadowlands at TN 20 will notice two small horns poking from his shaggy head of hair – the marks of an Oni.  

Oni no Setsuo is a cruel, brash, and aggressive creature, and will physically and verbally abuse the Old Man, knocking him around and berating him for his weakness, stupidity, and blindness.  If the PCs intervene or talk back to him, he will attack and insult them as well.  He calls himself “Setsuo” and insist the dojo belongs to him, labeling the PCs as trespassers.  If fighting, he employs special attacks (knockdown, called shot, disarm, etc) in order to humiliate the PCs as well as harm them.  Since he can steal Void points with his physical attacks, he will spend Void freely to enhance his attacks.  If the fight starts to go badly for him, he will go Full Defense or leap into the dojo’s rafters to buy time for his healing abilities.  

· Due to the dim lighting in the dojo, all the PCs’ ranged attack rolls will be at a +5 TN penalty.  Melee attack rolls are made normally.  

Redemption for the Old Man

If the PCs have completed twelve or more of the tasks, the Old Man will recover his memories during the fight with the Oni no Setsuo.  This will occur either after five rounds, or when the PCs are all at the Down/Out/Dead level, whichever comes first.  

The Old Man suddenly rises to his feet and shouts, “Stop!”  In the moment of silence that follows, he straightens up, throwing aside his robes, his tattoos blazing from his skin with golden light.  “I remember now, creature.  Setsuo is my name, not yours.  This is my dojo, not yours.  Face me now, thief, and be humbled!” 

Togashi Setsuo will challenge the Oni to a personal duel of jiujutsu.  This duel will be accompanied by roars of noise and thunderclaps from outside, as though the dojo itself is fighting the power holding it in the realm of Maigo no Musha.  After an epic battle, Togashi Setsuo flings down the Oni, stunning it.  His blindness does not seem to trouble him in this battle – the restoration of his memories also restores his Inner Gift.

The Master Defeated?

If the PCs defeat the Oni, or if Togashi Setsuo recovered his memories and fights the Oni, the creature falls to the ground, apparently stunned.  If the Old Man did not recover his memories, he will be confused and bewildered by what has happened, but warns that the Master will re-awaken soon. 

A PC who rolls Intelligence/Lore: Shadowlands at TN 20, Theology at TN 25, or Lore: Spirit Realms at TN 20 will surmise that the Oni must be expelled from the location of the dojo in order to defeat him completely.  The Old Man will warn that the Oni may recover soon if he is not expelled from the dojo.  In order to dispose of the Oni completely, he must be removed from the plateau, by throwing him off the cliffs or down the stairs. This will require a roll of Strength/Athletics at TN 25, although up to four PCs can work together to move the creature.  Otherwise, after half an hour the Oni will revive, having healed half his Wounds in the meantime.

Once the Oni is expelled from the dojo, the thunder and wind abruptly stops, and within minutes, the clouds and fog retreat like a scroll being rolled up.  The Sun appears on the eastern horizon, bathing the plateau in golden light.  The PCs can now see the surrounding mountains of the Dragon lands, and the wall which marked the edge of Jigoku has now been replaced with the higher snow-capped peak of the mountain.  A flock of sparrows swoops overhead, singing in the light.  

If the PCs defeated the Oni on their own, the Old Man will now remember his true name.  Either way, he will thank the PCs for saving him, tears running down his lined face.  “That creature tricked and defeated me, long ago, and stole my name.  I have spent all the time since then – I do not know how long – trapped in this place.  Now you have freed me.  I will never be able to repay this deed.”  

The Master Victorious!

If the PCs are defeated by the Oni, and the Old Man has not regained his memories, the Master struts about gleefully.  He steals all of the PCs’ Void points and then commands them to give him their names.  “You are all my servants now!  Yes, a full array of servants will make this place more suitable to my needs, I think.  Including my… hunger.”  He picks up one of the PCs, chosen randomly, and departs back to Jigoku to devour his prize. The rest of the PCs are condemned to remain in Maigo no Musha until and unless they are freed in a future adventure.

Conclusion

Assuming Togashi Setsuo and the PCs have defeated the Oni, they are now free to descend the stairs and return to Champion’s Shrine Village – the dojo has returned to the mortal world.  If they do so, Setsuo will accompany them down the long staircase.  At the bottom, they find a crowd gathering, commoners and samurai alike staring curiously at the stairs and wondering what has happened. Only a single night has passed in the waking world.  

The crowd will bombard the PCs and Setsuo with questions.  (Any PCs who admit they performed manual labor at the dojo will lose 1 point of Glory.)  Togashi Setsuo will introduce himself as Sensei of the Thunder Mountain Dojo, which will prompt many to ask, “What is taught there?”  The answer, of course, is: “What do you ant to learn?”

Becoming Instructors

If the PCs succeeded in restoring Togashi Setsuo’s memories for the fight with the Oni (by completing twelve or more tasks), he will offer to let them become visiting instructors at the liberated Thunder Mountain Dojo.  However, unless the PCs are already members of the Tattooed Orders, they will need to persuade their daimyo to allow this.   

If any PC decides to try to apply to his/her daimyo for permission to become a visiting instructor, this will require a well role-played appeal and an Awareness/Courtier (Sincerity) roll.  The base TN is 25, but can be modified according to outside factors, including the PC’s Clan (a daimyo from a Clan hostile to the Dragon, such as the Lion or Crab, will be less likely to allow a PC to teach at a Dragon dojo).  

· A PC who applies for this privilege but ultimately fails this roll will be condemned by his daimyo for impertinence and disloyalty, and gains a Rank of Infamy.

· A PC who does convince his daimyo to allow this will gain the Social Position: Sensei advantage (with the accompanying Rank of Status, to a maximum Status of 5.5). 

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 complete 12 or more tasks:

+1 XP

The Oni no Setsuo is defeated:

+1 XP


Total Possible Experience:

4 XP



Other Awards/Penalties

PCs who successfully complete at least twelve tasks earn +1 Honor, but suffer a –1 Glory penalty if they reveal to the public that they undertook physical labor.

PCs who are granted permission to be Visiting Instructors at the Dojo gain Social Position: Sensei (with an accompanying rank of Status, up to a maximum Status of 5.5).  They gain +3 Glory for this privilege as well.

If the PCs saved Togashi Setsuo from the Oni, they gain him as a 4-point Ally (1 point Influence, 3 points Devotion).  

Appendix: NPCs 

Tamori Ryuko, Angry Dragon Shugenja-ko

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 3
	WATER 2 

	Stamina 4
	

	VOID 3


TN to be Hit: 24


School/Rank: Tamori Shugenja 2

Tamori Technique: Affinity to Earth, Deficiency to Water.  Always adds twice her Earth to her TN to be Hit.  May spend a Void point to add this same bonus again to herself or one other character for a number of rounds equal to Insight +1.  (Need not spend Void to enhance another character who is a Dragon.)

Honor/Status/Glory: 1.7/1.0/2.0

Skills: Athletics 1, Courtier 2, Deceit 2, Defense 3, Divination 2, Etiquette 2, Games 2, Iaijutsu 3, Investigation 1, Kenjutsu 3, Medicine (Wound Treatment) 1, Lore: Shugenja 2, Meditation 2, Spellcraft 3, Storytelling (Poetry) 2, Theology 2.

Spells: Sense, Commune, Summon, Counterspell, (Earth 1) Fires From the Forge, Force of Will, (Earth 2) Hands of Clay, The Mountain’s Feet, (Earth 3) Curse of Stone, (Fire 1) Fires of Purity, Katana of Fire, (Fire 2) Inferno’s Tooth, (Air 1) Tempest of Air.

Advantages/Disadvantages: Innate Spell (Katana of Fire), Quick/Contrary, Driven (to destroy Phoenix) 

Equipment: Kimono, daisho set, scroll satchel, traveling pack.

Togashi Setsuo, Sensei of the Thunder Mountain

	FIRE 4
	  AIR 5

	
	

	EARTH 4
	WATER 3 

	
	

	VOID 5


[Setsuo starts with 1 Void point, plus up to 4 more depending on how many tasks are completed.]

TN to be Hit: 39


School/Rank: Three Orders Tattooed Man 5

Honor/Status/Glory: 4.1/5.0/0.0

Skills: Artisan: Bonsai 3, Artisan: Gardening 4, Athletics 6, Animal Handling 2, Battle (Lore) 2, Calligraphy 3, Courtier 2, Defense 7, Divination 3, Etiquette 3, Games: Go 3, Hunting 3, Instruction 8, Investigation 4, Jiujutsu 7, Lore: Dragon Clan 3, Lore: History 2, Lore: Shadowlands 2, Medicine (Herbalism) 5, Meditation (Zanji, Void Recovery) 8, Staves (Bo, Tonfa) 4, Tea Ceremony 5, Theology 6.

Kihos: Strike as Earth, Strike as Fire, Strike as Air
Tattoos: Arrowroot, Bamboo, Bat, Bellflower, Crab, Lion, Sun

Mastery Abilities: Adds twice his Defense Rank to his TN to be Hit, and can enter Full Defense when initiative is rolled.  Adds +5 to TN of Social Rolls made against him.  Free Raise with Jiujutsu and rolls two extra dice for unarmed damage. 
Advantages/Disadvantages: Ambidextrous, Hands of Stone, Inner Gift (enhanced senses – compensates for his blindness) Leadership, Sage/Ascetic, Blind, Nemesis (Oni no Setsuo) 
Equipment: Clothing, broom, sandals

Oni no Setsuo, Master of the Thunder Mountain

	FIRE 4
	  AIR 3

	
	Reflexes 5

	EARTH 5
	WATER 3 

	
	Strength 5


[The Oni starts play with 4 Void points previously stolen from Togashi Setsuo]

TN to be Hit: 30

Attacks: Fists, 7k4, twice per round 

Damage: 6k2, plus Void drain (see Special Abilities)

Skills: Athletics 4, Defense 5, Jiujutsu 4

Carapace Armor: 2 (4 against metal weapons)

Wounds: 10 Wounds per Rank (Wound Ranks as per a human with one Rank of Strength of the Earth, but has an additional +20 Rank instead of a “Down” Rank)


Special Abilities: 


Fear: 2


Regeneration – Oni no Setsuo heals 5 Wounds per round.


Elemental Resistance – Oni no Setsuo is completely immune to all forms of fire and heat, including Fire spells.  This also makes him resistant to metal weapons, increasing his Carapace by 2 Ranks against them.    


Void Theft – The Oni has the ability to steal Void points from anyone it hits with its physical attacks.  The target must make an Opposed roll of Raw Willpower against the Oni – if the target loses, the Oni steals 1 Void point, which it keeps until it spends it.  Targets who lose their last Void point to this ability are immediately reduced to the “Down” Wound Rank, and are open to mental suggestions from the Oni, allowing him to steal their names.  

GM’s Aid #1: The Tasks

· Weeding the flower garden

· Re-consecrating the shrine in the flower garden 

· Raking and weeding the rock garden

· Repairing the shishi-odoshi in the rock garden

· Fixing the broken meditation stone in the rock garden

· Restoring the teahouse (clearing the bamboo and replacing the tea set) 

· Repairing the shrines on the stairs

· Sweeping and cleaning the dojo

· Pruning the bonsai trees in the dojo

· Replacing the shoji screen paintings in the dojo

· Fixing the dojo’s main sign

· Fixing the roof of the dojo

· Fixing the loose post in the training pond

· Finding and restoring the source of the water 

Harsh Lessons
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