"Chinese got a lot of hells jack." 

a feng shui adventure 

written by Wayne O' Connor & Dave McGowan 

Synopsis: 

The heroes of the story are sinners all. That is why the Sorcerer Cheng Zhen selects them. Only sinners may enter hell.A rival sorceror named Sheng Lung a member of the Evil Eaters of the Lotus sect is trying to release a Demon from its prison in the underworlds hells. In return his sect will gain a great deal of power, perhaps so much as to unbalance the secret war in their favour.To prevent this from coming about Cheng Zhen needs their skills to get him to the Garden of eternal spring at the centre of a maze of terrible places known as the "Thousand hells". 

Introduction to Feng Shui: 

If you are not familiar with the system for feng shui, heres the important System bits. 

1. The 'Yin / Yang' dice - whenever a player tries to do something they will have a base skill(action) value to which is added a value determined by rolling two different colour dice one gives a positive value, one a negative. Sixes on either dice are rerolled. The total negative value is subtracted from the total positive . The result (which may be negative). This is compared to the difficulty which should range from 0 - 25. 

2. Initiative - Each round of combat works in a series of 'shots' each player rolls one dice and adds it to their Ref (or Speed) if they have it to give them their 'shot value' . Higest value goes first. players get to act multiple times in a round each action they take reduces their 'shot value' by a certain amount. a simple action such as drawing a gun costs 1 shot, a complex action such as firing a gun costs 3. Some powers and abilities may cost more. 

3. Attacks and Defence - When attacking someone you must roll yin/yang dice with your Attack skill (guns/martial arts/sorcery etc ) and roll over their Dodge value if they choose not to actively dodge, or their dodge value +3 if they choose to spend a shot and actively dodge. 

4. Damage - the amount by which your attack result beats the dodge attempt is the outcome this value is added to the damage of the attack and the defenders toughness is subtracted. the result is the number of wounds suffered. 25 -29 wounds gives you 1 point of impairment, 30 -34 gives you 2. All skills/initiative values decrease by that number. Over 35 wounds means you may die. each time you are injured make a death check by rolling your Con value against a target of ( Current wound points - 35). (note: this does not apply to mooks. If they get hit and the outcome is 5 or greater that mook is K.O'd in what ever flashy way the player decides.) 

5. Stunts - Doing something spectacular to gain some advantage (attacking two mooks in one action while diving out a window) should reduces the skill(action) value by some amount , say -2 for attacking two mooks. doing something spectacular for no additional gain should not incur any penalty ( jumping over a mook an executing a roundhouse to take him out). Stunts should be encouraged. This is an action movie game after all. 

other bits and pieces: 

Fortune die: the thief has 4 fortune dice she can use each one of these once per game to add an extra postive dice to any of her rolls. 

Fu power chi cost: fu powers have a chi cost , a characters chi only refreshes at the end of an initiative round. If they have no chi after one or two actions and have more actions that round .. they cannot use their powers. 

The Characters: 

The Hitman : Jonny Lee is a Hitman who works for the Triads. Or he was. One day he was hired for a misson to kill an undercover cop who had infiltrated on of the Triads gangs. It was an easy hit, a bomb rigged to the guys car saw to that. 

In the paper the next day he read the obituary of his estranged brother Billy. He had been killed in a 'random' bombing. 

Jonny torn with grief tried to take his own life. It was the one Hit he could complete. He left himself with a nasty facial scar though. Now Jonny has resolved to pick up the work his brother was doing. He would not rest until every member of the Triad was dead or he was. One way or another he hoped his brother would one day forgive him.. 

The Martial Artist: Li 'Tony' Wu a former monk who has always had a sense that he would do something really important. He has grown tired of a life of contemplation and went to seek his destiny, adventure and excitement in the big city. He did not find it. The city held nothing for him and he fell into a slump, drinking too much hanging around with the wrong people eventually fighting in illegal tournaments to make enough money to buy booze. Tonys has given up on his destiny, but perhaps it has not given up on him. 

The Thief: Lin Shuei was a promising gymnast, her father had been so proud, and she was so happy.But when he passed away things got tough, she was left to take care of her younger brother and ailing mother. She tried real hard to manage things the right way.Eventually things got worse and she had to take drastic measures. She broke into that big mansion she used to see from her bedroom window and took what she needed to keep her family going. Now shes all grown up and is a security consultant. By day. Old habits die hard... 

The Maverick Cop: Harris Grey was a tough cop. He didn't always do things the right way but he got things done. 

Every street rat knew his name. He was uncorruptible. Thats why when he was convicted of pushing drugs from the evidence locker to kids it came as a shock. He went to the slammer.Broke out too . He's found his newfound criminal status useful in finding out who was responsible for framing him. As far as the scum on the streets are concerned hes one of them now. Suits him fine, when he gets to the bottom of the corruption in the force he'll clear his name. not yet though.. 

Scene 1: "Enter the Dragons". 

<A Quick introduction to our characters, perhaps a little scripted section for each of them.. It should make them look like the bad guys they're pretending to be> 

Jonny Lee - a meeting with some triads , they can try and pull a fast one on him and he can take care of em... Enter the 

mysterious sorcerer man. ( See Hell Script 1) 

Tony Wu - An illegal fight gets out of hand. some of the guys he beat gang up on him and he can take care of them!... 

Enter the mysterious sorcerer. (See Hell Script2) 

Lin Shuei - Breaking into a mueseum to steal a pricless exhibition peice. All goes exceptionally smoothly.. then this strange little man shows up right beside her. (See Hell Script 3) 

Harris Grey - Is trying to gain the trust of a gang leader who, he thinks, knows something. He has a meeting and agrees to teach a cop ( that only he knows to be corrupt) a lesson. ( See Hell Script 4) 

Ater reading each players Script take them aside for a moment: 

They are approached by a raggedly dressed little man with a squint. This is Chen Zhen the sorceror who would stop Sheng Longs plans to Summon Rangda. He tell the player straight that he desparately needs help to stop a demon being summoned and tells them of Sheng Long and his plan. If the player agrees to help he asks them to put on this bracelet and wait for him.. (he gives them a bracelet with a Dragon Insignia on it.) 

If the Player does not agree to help, he says "I'm sorry you feel that way, I hope you will change you mind. Either way I don't have time to convince you" he then snaps the bracelet onto the players wrist. 

All the players experience a black out and then...... 

Scene 2: "Going Underground". 

The Entrance: 

Read or paraphase the following: 

"You blink as light shines into your opening eyes.. as your vision adjusts you can see around you three other people lying on the floor in the same disoriented state as you. You try to remember what happened.. you see the little man standing there , what did he saw his name was oh , yeah, Cheng Zhen "the sorceror" , it all comes flooding back.. now just where in the heck are you" 

The characters are assembled in a small circular chamber , a shaft of light streams from somewhere way above. An strong iron door lies before them, engraved on the door is an elaborate Demons head. And around the door are inscribed chinese letters. Cheng Zhen explains "This is an entrance to the Thousand Hells, once we walk through this door we cannot come back this way , we will have to find another way out, But do not worry we have Phoenix to guide us. We must walk through one at a time.." as he speaks the door creaks open.. 

6. Anyone who can read chinese can tell the writing says "Repent". 

7. If anyone asks about Pheonix, Chen Zhen will only say " Phoenix is our guide. It will see us through.. don't worry!" 

8. As the players pass, the demons eyes flare and within them the player can see the worst of their sins as though through a lens. 

9. If anyone asks Chen Zhen he tells them "Anyone who is not a sinner cannot pass through an entrance to the thousand hells," he pauses "At least that was what I was told... I wasn't sure if a living sinner could pass either.. guess we know now!" 

The hell of horrible wasp stings. 

Through the door leads to a tall thin chamber, the walls are covered in lines of tiny holes, a strange low humming noise can be heard. Chen Zhen or one of the players can have a look to discover the holes contain millions of wasps. As Chen Zhen realises this he smiles , pleased that he recognises the place and says "Ahh, the hell of horrible wasp stings!" before looking a bit more worried as he realises exactly what this entails and running to the only exit a half height door at the far end of the room. ( presumably followed by the players , unless they fancy sticking around??) 

The hell of Tiny spaces. 

The small corridor leads to another large room. On the far wall are several doors. In the middle of the floor are a number of small strange smelling cubes (previous victims of this hell!) 

10. Once all the players are in the door locks behind them and the ceiling begins to close in. 

Chen Zhen will start running for the doors searching his many pockets as he goes. If someone tries to open a door before he gets there he will shout out "wait! wait. we need the Pheonix now!!" He keeps rooting in his pockets (no doubt to the chagrin of the players who have to crouch by now.. 

He pulls out an ordinary looking egg. "Phoenix will guide us!" he says (as though this should explain everything), he places the egg on the ground and lets it roll. Whichever door it stops closest to is the right door. 

"Well what are you waiting for!" he cries pointing to the door " This place is getting a little cramped!!" 

The next door leads to.... 

Scene 3: "Hell Of the Upside Down Sinners" 

The First fight sequence happens here. 

This hell is a huge Rusting metal chamber, from the ceiling Hang a multitude of chains and cages in all different shapes and sizes. some are so large that they could be mistaken for iron pillars. From many of these hang the many sinners who are condemned to dwell here, they call out to the players as they pass, begging to be released. 

11. If the players free any of the sinners, by breaking the chains or through other means the sinner will fall to the ground laughing and/or crying in disbelief. Only a moment later however chains which seem to be alive fly from all directions and attach themselves to the fleeing sinner, pulling him up into the darkness above never to be seen again. 

12. Many of the chains here move, they drag the sinners attached to them over one of several huge pits in the ground and drop them. these pits are the exits to the next hells. 

As the players walk through this hell.. an ominous voice booms from the darkness above, telling them they do not belong here and to return to from whence they came. When the players do no obey, the voice commands: I am lord of this realm, you do no belong here and so you shall die. There is the sound of rating chains an bodies falling to the ground. 

The voice calls out again. "I have freed you from your imprisonment. Defeat the intruders or I shall return you to it again." 

The lord of this hell has freed several of the nastier sinners here. He has also had the forethought to equip them with weapons. They attack without hesitation. 

During this fight the following could/will happen 

13. Chains used as whip like weapons by the sinners. 

14. Chains used to assist in swinging attacks.. 

15. One or more of the sinners climbs the chains flinging knives down at the players. potential for fighting jumping from chain to chain. 

16. large chains swung into the midst of the players forcing dodges. 

17. Some of the hanging sinners try to interfere against the players to try and win the favour of their captor. 

18. moving chains drag a player over a pit leading to a fiery hell... 

19. Animated chains make things difficult for the players. 

When the players defeat the sinners there should be an ominous silence.. even the chained sinners stop groaning, then a huge thump as a huge mass of chains falls to the floor then forms itself into a humanoid form and approaches the characters. It is largely invincible ... eventually forcing the players to leap into one of the hell exits to the next hell... 

Scene 4: "Hell Of Infinite Winter" 

Read or paraphrase the following. 

"Time in Hell passes... 

Walls pulse with life in this hell. Five figures run across the organic floors of this place, thei feet occasionally throwing up splashes of blood... Behind them a rushing sound growing louder... A torrent of blood rushes down the corridor after them, "Run" yells Lin "Run or we're all gonna drown!" suddendly they come to a dead end.. The living wall joins into a heart like chamber.. the entrance pulses open and closed but each time it opens a new hell is glimpsed ,Shadows,Light, Shrieks and growns... "Now what" snarls Harris as behind them the rushing blood can now be seen thundering towards them. They look at each other . "Aww shit" says Tony and with that he leaps into the heart portal.. The others pause only long enough to feel the first splashes of blood upon them." 

The players find themselves shocked by a sudden cold. They are falling, no, sliding on a sheet of ice.. In the dim blue light they can make out hands, hundreds of hands reaching for them as they slide faster and faster until they land with a thud. 

They are in a huge chamber of Ice, all around are what at first appear to be Icy statues of people. A perceptive player will notice they are people. stalagmite and stalactite like ice formations are all around. icy ledges dot the walls. 

20. Give the players a minute to have a look around this hell, They wil see that the sinners here seem to span history and cultures, their faces twisted in looks of sheer terror. 

21. The floors is sheer ice and extremely slippy. progress will be slow. 

22. A light can be made about half way up on the furthest wall. It is the next portal. 

After a few moments a dim thumping sound can be heard and a muffled vocal sound. Trying to locate the source will 

reveal a man trapped beneath the ice thumping on it. Whether they try to help him or not a dark tentacle wraps itself around his waist and pulls him into the depths. 

A moment later huge thumps ring from the ice below in all directions.. then an a huge tentacle breaks through followed quickly by several others , all between the players and the exit. The tentacles try to grab the players and pull them into the deathly cold water. These tentacles have tiny (razor sharp toothed) mouths instead of suckers. 

23. The Ice beneath will crack and splinter as the tentacles bash around. Getting back to the portal becomes a game of hopscotch. Athletics and jump rolls all round. 

24. The tentacles smash into huge overhanding icicles and send them hurtling towards the players. These may smash into the ice floes they are standing on and springboard them into the air, perhaps into a tentacle or stranding them on an icicle above.. 

25. If someone falls into the water ( likely) manual Dexterity/ Strength rolls to succeed in grabbing and pulling them out of the water ( of course the tentacles won't leave you alone to try this.. 

26. There is potential for cool sliding attacks for the players here, also potential for them to fall on their asses at the worst moment! 

27. many of the frozen sinners here have weapons of their era... crazy looking chinese halberds, hammers etc. maybe near by just as needed... ( str roll to pull out a weapon.) 

28. Even when the players reach the far wall there is still a climb to go and the tentacles won't make it easy.. using weapons as crampons might become a necessity Str/Manual Dexterity checks to make it up.. 

As the players finally reach the exit the whole chamber rumbles and the creature to whom the tentacles belong pushes its way up through the ice. Time to leave. 

( feel free to insert some Random hells in here, or to create some of your own.. basically add some more flavour before the final showdown). 

Scene 5: Gardens of Eternal Spring. 

Read or Paraphrase the following: 

"You find yourselves standing at a stone bridge leaving across a vast chasm. Across from the bridge you can see through the mist a beautiful garden with many large monkey puzzle trees, equisite statues and a large pagoda, behind this idyllic scene a huge waterfall cascades down to some unseen pool. You seem to be outdoors but you cannot tell, a low cloud hangs overhead and no sky can be seen. As you cross the bridge you see that the chasm filled with an acrid black smoke that ripples like a river , hinting at things moving beneath.." 

As the players enter the Garden a chanting sound can be heard coming from the Pagoda. It also becomes apparent that they are not alone. Several beautiful women dresses all in chinese robes are sitting around. They say nothing but smile beninely at the players. Cheng Zhen does not know what they are but urges the players not to go near them... 

These are the Witch servants of Rangda , they are here to assist in the ritual that will release the Demon, They will attempt to lure the players to them as first. If any of the players let a Witch kiss them they fall into a trance that can only be broken by fire, or someone killing the Witch that kissed him. 

29. It the players ignore the Witches or try to walk directly to the Pagoda, The witches will throw off their disguises and attack , sounding the alarm as they do. 

30. The doors of the gazebo fly open and many witches come running out bearing all manner of crazy weapons (see witch description. 

31. The witches will prevent the players from reaching the Gazebo straight away.. there are just too many of them.. 

This scene is a little loose to give you the flexibility to make it dramatic but here is a rough guide to how it might play out( in rough order) 

32. It begins to rain.. at first this seems normal enough but as the rain gets stronger it bursts into spurts of flame where it hits the ground. Things will get set on fire.... 

33. After a little fighting Cheng Zhen will say to the nearest ally, " I must begin a counter ritual, on that bridge, I believe that is where The Demon is imprisoned. I can't be interrupted , cover me." he will then run to the bridge pulling out his ritualistic bits and pieces. 

34. After a little while of succesful chanting and drawing chalk circles, Cheng Zhen tells the nearest ally he will maintain the ritual now but we need to stop Sheng Lung from performing his ritual in the Pagoda.. 

35. As the players near the pagoda, Cheng Zhen can be heard shouting.. he his being attacked by bat like creatures that are rising out of the Smoky Pit.. Some of the players will need to stay and help him fight them off. 

36. The doors of the Pagoda burst open again and Sheng Lung and more Witches walk out.. the chanting goes on behind him.. He calls out across the Gardens "You've been a thorn in my side too long...This ends now!" 

37. It the players defeat Sheng Lung, the chanting stops and a great Shriek emenates from the Chasm. Two man sized clawed hands reach up out of the pit and as a pair of Horns follow , Cheng Zhen Throws his Pheonix Egg.. It explodes in a a blinding flash of flame. and the shrieking dies back down into the pit from whence it came. 

Props and minor things that can happen 

38. Fights on stepping stones under the giant waterfall. 

39. Smaller Pagodas can be knocked over onto enemies. 

40. A huge Gong can be knocked from its stand or used as a background for a fight. 

41. Flaming braziers of oil and inscence hang from many of the trees. handy for breaking over heads.. 

42. A Zen Garden with sand that can be thrown into the faces of opponents are scattered around. 

43. Inside the large pagoda a hugs statue of the Demon Rangda fills the centre of the room and hundreds of witches are chanting/worshipping it. (a fight happening on it would be pretty cool. 

44. Fights on the stone bridge might involve someone hanging from their finger tips over he edge while below the smoke bubbles menacingly.. 

45. Anything else that strikes you as fun ..... 

After the sorceror is killed the remaining witches flee the scene... 

Once the threats are disposed of as the players sit around catching their collective breath and congratulating themselves 

a figure appears in their midst. He is tall and dressed entirely in black. As the characters gear themselves up for another ass kicking Cheng Zhen stops them.." Wait , Wait... ," then in an awed voice he says " I know who this is , he is the administrator of all the hells.." The black robed figure reaches towards Chen Zhen and takes ..a chinese coin.. from his mouth.. he then reaches for the others. If they resist Chen Zhen smiles and says.. " Its alright.. hes clearing our debts.. we have atoned for our sins." The Adminstrator then performs the same service for all the players.. When it is all over they feel lighter, happier. They feel... Good. 

The End 

Appendix 1: Random Hells. 

A selection of optional random hells to be inserted as the GM sees it appropriate. 

I: Hell of Infernal Itching. 

Does exactly what it says on the tin. The a thin film of a sandy substance constantly drifts down from the ceiling , causing the players to itch horribly. It takes a successfuly Body roll target (13) not to succumb and start scratching vigorously. 

Then they have to try and run without tripping over the madly scratching sinners. After coming out of this hell feel free to incur penalties to the player for relapses of the itching! 

2: Hell of Broken Glass. 

A long wide bridge spans a chasm here. On the far end:several tunnel entrances. below : a pit containing millions of shards of glass. The bridge itself is constucted of hexagonal tiles of glass. many of which will shatter upon touch. Feel free to ask for agility, perception, jump or any other appropriate rolls. 

3: Hell of babbling nonsense. 

This hell is a maze.. with a twist. As the p.cs walk through they will hear their names being called. They will hear cackling laughter. They will hear a voice say "over here, this way out". only that voice tells the truth. A good chance to mess with the players heads. 

4. Hell of Fair Trade. 

In this hell, a statue holds a balance. From the roof hang many cages containing sinners. One one side of the balance is some item ( it is different for each side) to which the p.cs have to assign a value and put that much coin or something of equal value in the far side. The sinners in the cages here will freely give their opinion as to how much something is worth and they will tell the players that failure means an undetermined amount of time in one of these cages... 

let the players have fun trying to work out between them how much a single ladies shoe is worth! ( If they spend a fortune dice they will guess correctly, otherwise they'll have to learn how to pick a lock!) 

Other hells 

heres some titles for other hells, populate them as you will. 

The Hell of small animals, 

The Hell of Stench, 

The Hell of being boiled alive, 

The Hell of Ropes and buckets, 

The Hell of constant frustration. 

Appendix 2: Stats. 

Named Characters: 

Sheng Lung ( Evil Sorceror) 

Speed: 10 

Sorcery : 16 

DODGE 17 

Sorcery Schticks: 

Blast: effectively an attack dmg 12 with sorcery skill (but done in a funky way ,, phantasmal weapons, fireball, stream of acid, lightning etc.... 

Movement : flight , telekinesis 

Summoning : can summon minor demons , like the things from the smoky chasm. 

Mooks: 

Witch Servants of Rangda 

Speed :10 

Martial Arts : 14 

Sorcery Schticks, 

Blast : dmg 9 

Movement: flight 

DODGE : 14 

Bizarre demonic weaponry : dmg 7 -> 9 fiery shuriken/ phantasmal swords etc... 

Random Sinners (vary as needed): 

Speed: 7 

Martial Arts: 12 

Guns: 9 

DODGE 12 (active 15 *) 

bladed hand to hand weapons Dmg 8. 

Shotgun Dmg 13 (14 if they spend a shot to go KA-CHINK!) . 

pistol Dmg 10 . 

* shot cost 1 

