Temple of Balance

The Temple of Balance is segmented into four
distinct quadrants: Law, Good, Evil, and Chaos.
Each quadrant represents a fundamental aspect of
the universe's vast moral and ethical spectrum,
from the structured orderliness of Law to the
unfettered freedom of Chaos, and from the
benevolent principles of Good to the self-serving
tenets of Evil. This sacred structure is not just a
physical division but a philosophical one, where
monks and clerics, skilled in martial arts and
potent in divine magic, train and meditate, drawing
equally from these diverse alignments. They
embrace a philosophy of true neutrality, finding
harmony in the convergence and balance of these
contrasting forces.

Central to the temple's governance is a council
of four leaders, each embodying the essence of
one of these quadrants. They are paragons of
their respective philosophies — law, chaos, good,
and evil — and together, they ensure that no single
perspective dominates, maintaining a delicate
balance within the temple.

Temple Locations

The following locations are keyed to the map of
the temple, as shown on the facing page.

Order Quadrant: Characterized by its orderly
and disciplined layout, this quadrant features a
meticulously organized gathering area and library,
with dorms and privies that reflect a strong
emphasis on structure and precision.

Good Quadrant: Embodying benevolence
and warmth, the Good Quadrant offers a
welcoming gathering space and a library filled with
altruistic philosophies, complemented by cozy
dorms and well-maintained, comfortable privies.

Evil Quadrant: Marked by its darker aesthetic
and stark architecture, this quadrant houses a
gathering area and library that focus on power and
ambition, with austere dorms and functional privies.

Chaos Quadrant: Vibrant and eclectic, the
Chaos Quadrant features a spontaneous mix of
styles in its gathering area and library, with
uniquely individualistic dorms and
unconventionally designed privies.

1—Entrances: The Temple of Balance
features two entrances, each vigilantly guarded by
the temple's mightiest wartiors, embodying the
principles of strength and protection.

2—Courtyard of Balance: This central
courtyard is a serene open space where monks and

visitors alike come to pray, meditate, and reflect on
the essence of balance and harmony.

3—Classroom: On the western side of the
temple lies a spacious classroom, where monks
and students gather for teachings and discussions
on philosophy, ethics, and martial arts.

4—Refectory: The refectory is a communal
dining hall where monks and visitors share meals,
fostering a sense of community and fellowship.

5—Towers: Each corner of the temple is
marked by a tower, housing armories and
staircases that lead up to the roof and ramparts,
offering a strategic view of the surrounding area.

6—Gathering Areas: There are four distinct
gathering areas within the temple, one in each
quadrant, designed for various communal
activities and ceremonies.

7—Privies and Baths: The temple is
equipped with well-maintained privies and baths,
ensuring cleanliness and providing spaces for
physical and spiritual purification.

8—Storage and Pantries: Essential for the
temple's sustenance, these areas are stocked with
food supplies, herbs, and other necessities,
meticulously organized and cared for.

9—Dorms: The dormitories provide simple
yet comfortable accommodations for the monks
and visitors, reflecting the temple's emphasis on
modesty and introspection.

10—Libraries and Studies: The temple's
libraries and studies are repositories of vast
knowledge, filled with ancient texts, scrolls, and
tomes on various disciplines, offering a quiet
refuge for study and contemplation.
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Temple Leaders

Services

The temple is lead by the following NPCs:

Master Takahiro (Order): Master Takahiro is
a figure of stoic wisdom and unwavering
principle. Despite his rigid adherence to law,
Takahiro believes that understanding and working
with opposing viewpoints is essential for the
greater good of maintaining universal balance. He
views the collaboration with other alignments as a
crucial strategy to temper extreme ideologies and
ensure a harmonious world. Disciplined and
ordetly, Takahiro's students mirror his principles,
executing their duties with precision and
unwavering adherence to the codes and rituals of
the Order Quadrant.

Sister Amara (Good): Sister Amara, a healer,
embodies the spirit of kindness and benevolence.
She collaborates with the other leaders, believing
that even the most contrasting beliefs can
contribute to the greater cause of good, and that
balance is key to preventing the corruption and
excess of unchecked benevolence. Radiating
compassion and empathy, Amara's servants are
dedicated to acts of kindness and support, always
striving to aid others and spread goodwill in
alignhment with the principles of the Good
Quadrant.

Lord Xarxes (Evil): Lord Xarxes is a ruthless
figure who embraces the harsher realities of
power and ambition. Known for his cunning and
strategic mind, he sees the collaboration with
differing alignments as a necessary means to his
end, ensuring that his pursuit of power is not
hindered by chaos or blind altruism, and
understanding that even in darkness, balance is
needed to maintain order and effectiveness. Jus tas
cunning as their feared master, Xarxes' servants
are adept in the arts of manipulation and strategy,
embodying the ambition and power-driven ethos
of the Evil Quadrant.

Zaraphlune (Chaos): Originating from a
culture that celebrates the unpredictable,
Zaraphlune is an embodiment of whimsy and
flux. Rejecting formal titles in favor of her unique
identity, she sees the value in collaborating with
different alighments to inject diversity and
spontaneity into the cosmos. Eclectic and
unpredictable, Zaraphlune's servants embrace
spontaneity and creativity, often approaching tasks
in unconventional ways that reflect the free-
spitited chaos of their leadet's quadrant.

This temple provides the following services.

Legal Arbitration: Takahiro offers arbitration
services, resolving disputes and conflicts among
visitors and monks using the principles of law and
order.

Discipline Workshops: The servants of
Order conduct workshops on self-discipline and
structured meditation, teaching techniques to
cultivate mental strength and order.

Code of Ethics Seminars: Takahiro leads
seminars on ethical living and the importance of
societal codes, imparting wisdom on how to live a
balanced life within a structured framework.

Healing Sessions: Amara provides healing
sessions, utilizing both traditional medicine and
spiritual healing to restore physical and mental
well-being;

Charity Coordination: Amara organizes
charity drives and community service projects,
encouraging temple attendees to contribute
positively to society.

Counseling Services: Amara offers
counseling, providing guidance and support to
those seeking to overcome personal challenges
and achieve moral growth.

Strategy Consultations: Xarxes offers
consultations for complex strategic planning,
specializing in power dynamics and control
mechanisms.

Ambition Workshops: The acolytes of evil
conduct workshops on harnessing one's ambition
and desires, teaching methods to achieve goals
with a pragmatic and sometimes ruthless
approach.

Power Dynamics Lectures: Xarxes holds
lectures on understanding and navigating the
intricacies of power structures and hierarchies in
various societies and organizations.

Creative Thinking Workshops: Zaraphlune
leads workshops designed to break conventional
thinking patterns and foster creative and
innovative problem-solving skills.

Spontaneity Exercises: Zaraphlune also
conducts exercises and activities that encourage
spontaneity and adaptability, embracing the
unpredictable nature of life.

Free Expression Sessions: Zaraphlune
provides a platform for free artistic and personal
expression, encouraging participants to explore
and embrace their unique identities and ideas.
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Adventure Hooks

Random Encounters

Below is a list of adventure triggers that could
occur while the characters are visiting the temple.

The Stolen Codex

Master Takahiro seeks adventurers to recover an
ancient codex of laws stolen from the temple's
library, believed to be in the hands of a corrupt
magistrate using it for unjust rulings.

The Healing Pilgrimage

Sister Amara requests aid to escort a group of
pilgrims to a sacred site known for its healing
properties, but the journey is threatened by a
malevolent force seeking to corrupt the site.

The Coup D'etat

Lord Xarxes enlists adventurers to infiltrate and
distrupt a tyrannical ruler's court from within,
aiming to replace the ruler with a more
manipulable figurehead.

The Unpredictable Artifact

Zaraphlune sends the adventurers on a quest to
retrieve a chaotic artifact that randomly alters
reality around it, which has fallen into the hands
of a dangerous cult.

The Equilibrium Conundrum

All four leaders come together to offer a quest to
restore balance in a land torn by extreme and
opposing magical forces, where the adventurers
must navigate and reconcile the conflicting
energies of law and chaos, good and evil, to
prevent the destruction of the natural order.

The Fractured Harmony

The four leaders jointly task the adventurers with
mending a mystical fracture in the Temple's
ancient Harmony Bell, a powerful artifact that
symbolizes and maintains the balance of all their
philosophies. Each fragment of the bell is located
in a realm embodying the extreme essence of law,
chaos, good, and evil, challenging the adventurers
to navigate these contrasting landscapes and
retrieve the pieces to restore the bell's unifying
power.

Every four hours the characters are in or near the
temple, roll a d20. On a result of 18 to 20, a
random encounter or event occurs. Roll a d8 to
determine what happens.

TEMPLE OF BALANCE ENCOUNTERS

ds8 Encounter

The characters accidentally disturb a
1 meditative monk who offers them a

riddle that hints at a deeper

understanding of balance.

A sudden, inexplicable change in the
temple's atmosphere leads the

2 characters to a hidden chamber where
the elements of law, chaos, good, and
evil are in perfect alignment.

The group encounters a pair of
debating monks, one advocating for

3 strict order and the other for free will,
and they ask the characters to weigh
in.

A magical anomaly in the temple
causes the characters' moral

4 alignments to temporarily shift,
challenging their perceptions and
decision-making.
The characters stumble upon a secret
training session where monks are

5 practicing an ancient, harmonious
martial art that combines elements of
all four quadrants.

An escaped magical creature from the
chaos quadrant playfully wreaks havoc

6 in the temple, leading the characters
on a wild chase.
The group finds a mystical pool that

7 shows reflections not of their physical

forms, but of their inner moral and
ethical alignments.

A solemn procession of monks from
all quadrants passes by, carrying a relic

3 that needs to be harmoniously
recharged by each quadrant's energy,
and they ask for the characters'
assistance.

25



