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Existence is sanctuary;
It i5 a good man's purse
t i also a bad man's keep.

Clever performances come dear or cheap

Goodness commes free:

Lao Tsu, Jao Je Ching

i
And how shall a man who acts hetter deny a man who acts worse.. " %
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he Empire of Yu Huang is not restricted to
the Shadowlands of the People’s Republic
of China. It yawns eastward to Japan, and
south to the bare branches of Mekong
jungles dosed with Agent Orange. Nor is it
| restricted simply to the Shadowlands; deep
within the Tempest rest the twin citadels
of The Jade Palace and Ti Yu. Heaven and Hell are Yu Huang’s

domain, or at least he would have his subjects believe so.

In theory, the Empire is a perfect realm of order and
stability. There is no difference in order or law, whether one
rests on the Jade Palace’s doorstep or stands in the heart of
conquered Nippon.

The reality, of course, is something different. Even
within the Palace itself, intrigue and corruption fester.
And if such things can occur outside the chambers of the

roduction

Emperor himself, what might go on in the tributary states
of Bangkok or Vietnam? What unholy deals might be struck
on the streets of Ti Yu, which the people call Hell? And
what of those who rebel against the Emperor’s rule? From
the seas of the Tempest to the heart of Spectre-haunted
Hiroshima, they are a far greater threat than the smiling
men from the Protectorate would have one believe.

So, there is a place within the borders of the Jade Em-
pire for those who do not wish simply to be model citizens,
paying their taxes and obeying the edicts posted on Eunuchs
in town squares. T here is a place for those who rebel and a
place for those who seek to end rebellion. There is a place
for foreigners attempting ro find their way into the Yellow
Springs and a place for those desperately trying to escape.
From Hell to Hiroshima, the gates of the Jade Empire have
been thrown wide open.
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How To Use This Book

Dark Kingdom of Jade Adventures is a chance to ex-
plore the other lands that Yu Huang lays claim to. The book
is divided into two sections: Places to Go (Haunts) and Things
to Do (Adventures). There are three of each. The first sec-
tion, Places to Go, details a trio of settings for play.

The Odyssey of the Prince Alexsei: Flagship of the
Tsushima Floating Renegades details one of the most feared
rebel groups in Yu Huang’s domain, as well as offering rules
for ship-to-ship combat in the Tempest.

Bangkok: The House of the Fallen Sun unveils the ter-
rible secret hiding in the attic of one of the most haunted
and cursed brothels in Bangkok.

The Well of Night: The Jade Palace is a guide to the
wonders and horrors of the Emperor's Palace, which sits on
an isle of sanity in the heart of the Tempest. Also included
are statistics for the Four Magistrates, as well as the night-
mare construct that is Eunuch Central.

Dark Kingdom of Jade Adventures
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The second section, Things to Do, is a series of uncon-
nected adventures set in the Yellow Springs.

A Hope in Hell, or The Mask and the Mirror takes the
characters to the depths of Hell before offering them a chance
for escape; but the price of escape may be too high, even if all
of the jailers do take bribes.

A Voice in the Wilderness: The Lost Legion is designed
as a way to introduce Western wraiths to the Jade Kingdom.
Set in the jungles of Vietnam, A Voice in the Wilderness
brings the characters face to face with the legendary Col. Roth
and his Lost Legion. All is celebration when the colonel puts
the word out that he’s looking for allies in his fight against Yu
Huang, at least at first....

In The House of Pika Don takes the characters to
the heart of Hiroshima’s nuclear devastation. Designed for
Jade Kingdom characters, the adventure sends the hapless
wraiths into the depths of the Spectre-ravaged city in
search of the great treasure hidden within: the relic of the
first atomic bomb. The Fist of Nippon wants the bomb as
well, however, and the denizens of the Nihil may not want
to let it out of their grasp.
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Lexicon

Included here for Storyteller reference is an updated ver-
sion of the Lexicon from Dark Kingdom of Jade.

Buddhism: A philosophy, founded in India, that teaches
that right thinking and self-denial will enable the soul to reach
Nirvana, a divine state of release from misdirected desire.

Confucianism: The ethical reachings formulated by
Confucius and introduced into Chinese religion; they em-
phasize devotion to parents, family, and friends, cultivation
of the mind, self-control and honest social activiry.

Conquered Territories: The non-Chinese Shadowlands
under the dominion of the Jade Kingdom.

Eunuch: A soul Moliated and lobotomized into serving as
a recording device for information. Commonly used by Magis-
trates and as methods of disseminating the laws to the populace.

Feng Tu: Entrance into the Hell created by the Emperor
as a place to send criminals and enemies.

Fist of Nippon: A revolutionary movement, dedicated
to freeing the Shadowlands of Japan from Yu Huang's grasp.

Hun: The intellectual aspect of the soul, controlling
higher functions. Equivalent in game terms to the Psyche.

Immortal Guard: The Emperor’s elite army; incredibly
strong and fanatically loyal.

Jade Palace: The Emperor’s colossal abode, located within
the Tempest.

Kuei: Hungry Ghosts; nearly mindless manifestations of
the disgruntled p’o who has not been properly buried. They
wander the Yellow Springs causing mayhem.

Kuei-go: The equivalent of barghests; wraiths who
have been tortured and Moliated into inhuman killing
machines.

Ma Mien: Horse Face Demon, one of Yu Huang’s most
potent servants in Ti Yu.

Nippon: Another name for Japan.

P’eng Lai: Another term for Paradise.

P’o: The part of the soul related to physical aspects of
existence; often referred to as the “animalistic” side of the
soul. In game terms, equivalent to the Shadow.

Qin Shihuang: Yu Huang, Jade Emperor. In life, the first
emperor of a united China. In death, something more.

Taoism: A philosophy founded on the doctrines of Lao
Tsu; it advocates simplicity, selflessness and similar virtues.

Ti Yu: Earth Prison, the capital of Hell

White Jade: The term for the milky white substance into
which enslaved wraiths are often transformed; similar to
Stygian metal.

Yellow Springs: Another term for the Shadowlands.

Yu: The Chinese word for jade, which has mystical pow-
ers in the Underworld.

Yu Huang: The Jade Emperor; ruler of the lands of the
Chinese dead and many conquered territories.
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The Odyssey o
he Prince Alexser

Jagship of the Tsushina Floating Renegades

By Mark Cencryk

Haunt Level: 4
Memoriam Level: 2

They groaned, they stirred, they all uprose,
Nor spake, nor moved their eyes;

It had been strange, even in a dream,

To have seen those dead men rise.

The helmsman steered, the ship moved on;
Yet never a breeze up-blew;

The mariners all "gan work the ropes,
Where they were wont to do;

They raised their limb like lifeless tools—
We were a ghastly crew.

— Samuel Taylor Coleridge, The Rime of the Ancient Mariner

The Odyssey of the Prince Alexsei
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he Far East has historically been an area -~ on display in a long-forgotten alcove of the Imperial War
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in The House
of Pika Don

by james A. Moore and Allen Tower

My God. What have we done?

— Robert Lewis, copilot of the
Enola Gay, personal journal entry

t 8:15 AM on August 6, 1945, the deto-
nation of the atomic bomb called “Little
Boy” killed over seventy thousand people
instantly. The bomb's effects pulled an ad-
Al ditional fifty thousand more to their
{ deaths over the next few months. The
devastation in the Skinlands was im-
mense. In the Yellow Springs, the effect was even more terri-
fying. A Nihil of immense proportions ripped open the
Shadowlands and brought with it the Fifth Great Maelstrom,
a storm strong enough to cause damage in every realm of the
Dead. More than 50 years have passed since the last Grear
Maelstrom, and the memories of Hiroshima and Nagasaki are
faded, if still painful. In these two cities rests the proof that
even wraiths need fear death.

Hiroshima is the home of a monumental Nihil, as well
as the Malfean known to Japanese wraiths as Pika Don. Most
who venture to Hiroshima leave as quickly as they can, for
the city is ruled by the Spectres and their hunger for destruc-
tion is legendary. Members of the Fist of Nippon supposedly

operate from the city’s fringes, ducking into the Spectre-
haunted ruins when Imperial Censors come too close, but for
most Hiroshima is a terrible place, to be feared and shunned.

The city is constantly monitored by all factions. The Jade
Empire, the Hierarchy and the Fist of Nippon all have wraiths
who observe the area. Not much is known of what actually
goes on in the city, but the reports flowing to the Jade Palace
and the Isle speak of wonders and terrrors: spectral buildings
re-forming themselves from the stuff of Maelstroms; moving
shadows painted on walls; even the relic of a weapon of mass
destruction. It is the last rumor, which has finally reached
the Emperor’s ears, that has spurred the great Bureaucracy
into action.

The Jade Empire believes a weapon strong enough to
destroy even the fiercest resistance is hidden within the Ni-
hil. Yu Huang is offering great rewards to any who can re-
trieve this Artifact. The Hierarchy believes that anything Yu
Huang wants should be in their hands instead, and the Fist of
Nippon seeks whatever lies within the Nihil to fend off the
Jade Emperor once and for all.

In The House of Pika Don 99
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he Cohort is “asked” by a higher-up to
3| investigate the Nihil at Hiroshima and

|| to retrieve whatever is within the Ni-
{| hil that is of value. Success means heavy
|| rewards. Failure in the mission means
stiff penalties. The players are given a
chance to barter for better compensa-
tion and lesser fines for failure.

Scene Two

The Cohort travels to Hiroshima, encountering several
threats along the way and learning that they have competi-
tion for the prize. The Hierarchy, the Jade Empire and the
Fist of Nippon are all after the great weapon within the Ni-
hil, and no one is willing to accept anything but the prize.

Scene Three

The prize is very real and so are the Spectres. Retrieving
the weapon requires entering the Nihil and forcibly taking
the powerful Artifact from its depths. The only obstacles are
a small army of Spectres and one Malfean.

Scene four

Revealed for what it is, the Artifact proves to be of sub-
stantial size. Now the task is simply to get the bomb back
home and claim the rewards. There is just one more obstacle:
the other teams who have come to claim the prize.

What is Really Going On

The great Malfean, Pika Don, has tormented the few
wraiths around Hiroshima since the destruction of the city in
the Skinlands. It has drawn the Restless from their haunts and
either destroyed or converted them for some time. Now, how-
ever, Pika Don has seemingly disappeared, leaving behind only
the powerful Artifact once known to the living as Little Boy.

The Jade Empire, the Hierarchy and the Fist of Nippon
have all heard rumors that the first atomic bomb has now
become a relic, but each fears this is only a ploy by the other
parties, an attempt to bring in others bearing weapons which
can be stolen and used against them. More importantly, ev-
eryone fears that this may be another ploy by Pika Don, who
is always looking for wraiths to destroy. That is where the
characters’ Cohort comes in.

100 Dark Kingdom of Jade Adventures

The main theme of “In The House of Pika Don" is des-
peration. The Cohort must race against time to prevent oth-
ers from claiming their prize. Success means high rewards,
but failure almost certainly means being destroyed. The Co-
hort is not alone in their fears. The other Circles sent to re-
trieve the Artifact are in the same situation, and will act with
suitable desperation and courage. No risk is too great to claim
the prize, for the existences of not only the competing Co-
hort but of their entire civilizations are on the line.

Mood

The mood of “In The House of Pika Don” is fear. The
situation is grim for the Cohort. The Spectres of Hiroshima
are well-known and universally feared. Alleged to do unspeak-
able things to the wraiths they catch, they seldom fail to cap-
ture their prey. Additionally, the Shadowlands of Hiroshima
are far more terrifying than is the norm, with spectral fires
erupting at odd times, and small Maelstroms known to come
from the Nihil of Pika Don almost daily. Success is a must.
Failure is almost a certainty.

Scene One:
The Gathering Clouds

We have discovered the most terrible bomb in the world. It may be
the fire destruction prophesied in the Euphrates Valley area after
Noah and his famous Ark.
— Harry Truman, personal thoughts from his diary

he Cohort is called together by their di-
¥| rect superior, who in turn has been asked
| to bring them before the lacal Magistrates,
not in the principality, but in the Jade Pal-
ace itself. (For more information on the
Palace and how it can be reached, see
Dark Kingdom of Jade and Chapter 3:
The Well of Night.) While the players wait for the Magis-
trates, several well dressed and obviously important people
move through the room, including 10 members of the Im-
mortal Guard. Several other Cohorts are also present. Some
are there before the players, some arrive later. They are ap-
parently gathered together for the same reason. While many
of the characters may have questions, the only answer they
are granted is simply: “You will know the answers to your ques-
tions when the time is right.” Discussions with members of
other Cohorts will prove equally fruitless, as most of these
wraiths have no idea as to what they are doing either.
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Each of the districts has been ordered to gather their fin-
est young soldiers for a special mission into the Conquered
Lands. Depending on the flavor of your chronicle, the char-
acters may actually be the best young soldiers in the district
or simply the most expendable. Not all of the magistrates or
their assistants are willing to sacrifice their best at the whim
of the Emperor. Some magistrates may take this opportunity
to rid themselves of potential threats to their position or even
as a method of meting out punishment. They will, in any
case, sing the praises of the Cohort before the Commander of
all the Armies, Peng Xin.

While the Cohort is left waiting for a while, Peng Xin
takes all of the magistrates aside and speaks with them. Char-
acters who take the time to pay attention will soon gather
that there is a great deal of politicking taking place. Fully
half of the gathered Cohorts are dismissed before the general
speaks to those who remain.

Peng Xin will take time at this point to explain the situ-
ation to the remaining wraiths, “Word has come that a great
weapon has been discovered in Hiroshima. It is believed that
this weapon would make it possible for the Jade Empire to
bring the Hierarchy to its knees and allow our lord, Yu Huang,
the Jade Emperor, to claim what is rightfully his: dominion
over all of the lands of the dead.” At this point, the general
pauses for a moment, allowing the impact of his words to sink
in to all of the characters. Should anyone murmur for too

{
§
)

W

RITCHIE

long or attempt to ask questions, however, Peng Xin holds up
one hand for silence. The wise wraith will choose to be quiet.

“Yu Huang, the Jade Emperor, has asked that the magis-
trates from every district and every city select their finest
warriors for a special mission. You have all been honored by
your leaders and selected for this task.” Once again, the gen-
eral pauses briefly. “Success in this matter is of great neces-
sity. Failure is inconceivable. The Emperor has expressed a
personal interest in this, and has stated that the successful
retrieval of a the Artifact at Hiroshima would be greatly re-
warded. Who among you will do this deed for our Emperor?”

Whether or not the Cohort speaks up, the other gath-
ered wraiths immediately volunteer their services. Should the
members of the Cohort not volunteer, their local magistrate
takes the choice away from them and volunteers their ser-
vices. There is little choice in the matter. Moments later, the
general moves off to a smaller room and the magistrates wait,
going one by one into a separate room to speak with Peng
Xin. As soon as the general is out of the main chamber, the
magistrate will verbally and possibly even physically repri-
mand any who did not volunteer. The more astute among
the players should be allowed to make a Wits + Bureaucracy
roll (difficulty 7) to realize that the magistrates are each at-
tempting to bribe the general. The Artifact is of such impor-
tance that every magistrate is trying to ensure their personal
choice is the group selected to go.
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The Known facts

Peng Xin can give the following
information about their objective,
but will only do so if he is asked. Oth-
erwise, he will brief the characters on
their mission objectives. Specifically,
the characters are to be transported
by the Imperial Navy to the ruins of
Hiroshima, where they are to intil-
trate the Nihil, extract the Artifact,
and transport their booty home. Any
injured wraiths are to be left behind
in the interest of the mission’s suc-
cess; nothing is more important than
the task. Any others either prevent-
ing the Cohort from retrieving the
weapon or attempting to take the
weapon themselves should be dealt
with summarily. The additional in-
formation Peng Xin will not volun-
teer is:

¢ The Necropolis of Hiroshima
is primarily populated by Spectres.
All attempts to overwhelm the Spec-
tres and take the city back have been
met with failure. There have been ru-
mors that the Spectres are weaken-
ing, however.

e A Malfean called Pika Don is
said to reside within the Nihil at
Hiroshima. The great Malfean has not
been seen in over three years and is
believed by some observers to have left
the place entirely.

e The Fist of Nippon and the Hi-
erarchy are both aware of the Artifact
within the Nihil and are allegedly
sending their own retrieval teams.

e The Emperor believes that a
small group of wraiths has a better
chance of retrieving the Artifact than a
large battalion, which would immedi-
ately be detected and forced into pitched
battle by the Spectres. A smaller group
might be able to evade detection.

o The reward for succeeding in

this quest is one boon from the Emperor

himself. The possibilities are endless:
wealth, Artifacts, titles and even full
citizenship if the Cohort comes from
one of the Conquered Territories.

e Failure to accomplish the mis-
sion could result in Sundering, or if
the Emperor is in a good mood, being
placed within Ti Yu, the Earth Prison,
for a century.

e Upon request, each member of
the Cohort will be given a fine sword
of White Jade which is theirs to keep
upon successful completion of their
mission. .

e Also upon request, the Cohort
will be granted the use of two kuei-go.
They will be held responsible for the
safe return of the monstrous killing ma-
chines. (For more information on kuei-

g0, see Dark Kingdom of Jade)




After having their questions answered, two mem-
bers of the Immortal Guard will appear and escort the
Cohort to one of the Emperor’s Jade Ships, which sets
sail for the harbor at Hiroshima. The crew of the ship
can also answer questions for the Cohort, but their an-
swers are not quite along the same lines as those Peng
Xin gave.

e Hiroshima is alive with Spectres. They are ev-
erywhere and often hide among the ruins.

e Many of the buildings in Hiroshima are said
to have a life of their own: They are sometimes in ru-
ins and sometimes in perfect shape. There is no way of
knowing when they will suddenly collapse and sent
deadly shards of metal and brick away from the center
of the blast zone into the distance.

o The great explosion that leveled the city is still
there, burning like a thousand suns above the Nihil.
But the fire is all black and there is a great cold where
there should be heat.

e There are shadows burned into the walls of the
buildings. The Spectres have made the shadows their
haunts and lie in wairt for wraiths who get too close to
them. Some say the shadows themselves are alive and
move from building to building, looking at the wraiths
and calling out for help.

e Pika Don is capable of swallowing wraiths and
forging them into weapons within his bowels. Most of
the wraiths foolish enough to enter Hiroshima now are
carried as weapons by the Spectres. Those are the lucky
ones; the unfortunate end up as Spectres themselves.

e The Nihil is actually growing smaller, which is
why there are now fewer Spectres in the city.

e From time to time, the great explosion which
hovers above the city drops down and tears through
the city again, sweeping all of the wraiths into the Ni-
hil and sending spectral flames across the entire city.

Atacked!

About halfway through the journey, the characters’
ship is approached by another craft, one manned by
Bugis mercenaries. The Bugis have sources too, and they
have heard about the great Artifact of Hiroshima. They
offer, for a fee, to escort the ship safely through to
Hiroshima.

The captain of the characters’ vessel has his orders
from Peng Xin, and declines their “generous offer.” The
Bugis then do exactly what they’d planned to do all
along, and attempt to storm the ship.

The House of
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The Bugis Mercenaries

The Bugis are very experienced pirates, capable of taking
the ship if that were their intent. Bur their actual mission is to
capture at least one of the Cohort for information and trading
purposes. While the battle rages all around, the captain and
seven of his crew will actively seek to kidnap ar least one and
possibly more of the Cohort for the purpose of bartering. Tell-
ing the crew of the ship from the Cohort is not difficult; even
the way a longtime sailor stands and walks is markedly different
from a wraith used to standing and living on land. Unless the
members of the Cohort have sailing experience, they will be
easily marked.

Below are sample stats for the Bugis:

Bugt Captain

Nature: Deviant

Demeanor: Bravo

Circle: Bugis Pirates

Physical: Strength 4, Dexterity 4, Stamina 3
Social: Charisma 2, Manipulation 2, Appearance 2

Mental: Perception 4, Intelligence 5, Wits 3
Talents: Acting 2, Alertness 4, Athletics 3, Brawl 4, Dodge 4,

Intimidation 3, Intuition 2
Skills: Sailing 5, Firearms 1, Leadership 4, Melee 3, Survival 5

Dark Kingdom of Jade Adventures
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Knowledges: Bureaucracy 3, Enigmas 2, Investigation 3, Lin-
guistics 4 (Japanese, Cantonese, English, Vietnamese), Medi-
cine 2, Occult 4

Backgrounds: Allies 5, Artifacts 3 (True Jade sword), Contacts 5
Passions: Acquire wealth and power (Greed) 5, Out-maraud
any other captain with whom you share the seas (Pride) 3
Arcanoi: Argos 5, Lifeweb 3, Moliate 2, Usury 1

Fetters: Family 2

Permanent Corpus: 8

Willpower: 8

Pathos: 6

P'o: The Director

Angst: 4

Thorns: Shadow Call, Tainted Touch

Shadow Passions: Lead your followers to certain doom (Sa-
dism) 4, Wreck every Bugi captain out there (Self-hatred) 2
Image: The captain is a lean, hard man, seemingly carved
from mahogany. His skin is covered in various tattoos re-
flecting the places he's been, and his clothes are an eclectic
mess of various cultures clashing. His left hand has been
Moliated into a five-fingered set of fishing hooks, the better
with which to rend and tear opponents.

Background: The caprain has sailed the Tempest for so long
that he barely even remembers his days before coming to




the Shadowlands. He knows only that his family is still alive
and that he must protect them when he can. Aside from his
family, he cares only for the thrill of riding the Tempest and
taking what he can from those weaker than he.
Roleplaying Hints: It’s nothing personal. You just want what
the Cohort has: Knowledge of the great Artifact. You have no
intentions of harming their friend. You simply want the Arti-
fact for your own. What a bargaining tool!

Sample Bugis Sailor

Nature: Follower

Demeanor: Bravo

Circle: Bugis Pirates

Physical: Strength 2, Dexterity 3, Stamina 3

Social: Charisma 2, Manipulation 1, Appearance 2
Mental: Perception 3, Intelligence 3, Wits 4

Talents: Acting 1, Alertness 3, Athletics 4, Brawl 2, Dodge 2
Skills: Sailing 5, Melee 3, Stealth 2, Survival 4
Knowledges: Medicine 2, Occult 1

Backgrounds: Allies 5

Passions: Seek adventure (Lust) 3, Avoid disappointing the
Captain (Terror) 1

Arcanoi: Argos 3, Moliate 2, Pandemonium 2

Fetters: Varied
Permanent Corpus: 7

Willpower: 6

Pathos: 5

P'o: The Monster

Angst: 6

Thorns: Aura of Corruption, Tainted Relic ( 1 pt.)

Dark Passions: Loot, Pillage, Murder and Rape (Bloodlust) 5,
Please the Captain (Fear) 2

Image: The sailors are as eclectic as their captain. Some are
Asian, others are Caucasian, Indian or even Slavic. The
group is an unruly wolfpack in combat, shrieking, hissing
and swinging swords.

Background: Pirates and mercenaries, most are on the verge
of losing their Fetters. Like the captain, few care about the @
world before they became what they are now.

Roleplaying Hints: Always follow the captain’s orders. So
far, he has brought you fame and fortune. There is no reason
to doubt he will conrinue to do so.

If a character is captured by the Bugis, they will imme-
diately retreat to their ship and cast off to a safe distance. A
rough-and-ready interrogation will take place, and the char-
acter will be pumped for all he knows about the mission
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(troop strength, destination, target, etc.). In the meantime,
the caprain will begin negotiating for the prisoner’s release.

The captain of the Imperial ship will insist upon aban-
doning the prisoner and heading ar once for Hiroshima.
He will use the argument that the mission comes first,
and that a delay to retrieve the unforrunarte kidnap vic-
tim will simply allow other groups to reach the Nihil first.
There is also the question of what the characters can of-
fer the Bugis; their swords will make a fine starting offer.

Once they have their informarion, the Bugis will be
extremely interested in selling the prisoner and making
their escape. They already have a ready buyer waiting in
the Tempest, a team of Fist of Nippon extraction experts.
Should the ransom of the kidnapped character be made,
the Bugis Captain will laughingly inform the characters
of his next appointment even as his ship vanishes into
the Tempest.

Reaching Harhor

From the harbor the Cohort must row to the city
proper and proceed alone. They are given two relic flares
which they may ignite to summon the ship back into
the harbor. If they fail to retrieve the Artifact, they are
not to use the flares.

-

The Cold Wastelands

The city is/was situated in a valley — on one side the moun-
tains, on the other the sea. As you stand in the middle of town, for
miles on every side nothing rises above the level of your knees ex-
cept for the shell of a building or the grotesque skeleton of a tree or
perhaps a mound where the rubble has been pushed into a pile .

— Ensign Osborn Elliot, excerpts from a letter home.
| imply landing at the bay is not enough.
| Despite the calm waters around the dev-
astated Necropolis, the city itself is in ru-
/| ins. Very few buildings stand amid the
Il rubble, and most of those are toward the
s center of the blast zone, far from where
the Cohort lands. The ground is treach-
erous and deadly. Shards of half-molten glass lie buried among
the fragments of stone, wood and metal.

The air is dark with soot and flecks of burnt flesh dance
among the ruins, fluttering like leaves in an autumn wind.




Above the spot where the buildings still stand, a massive
roiling black cloud swirls in a constant explosion. Despite
the violent motion and flashes of light that come from the
cloud, there is no sound coming from the blast.

As the Cohort walks through the city, they see shapes
in the distance, vaguely humanoid but twisted and burnt,
slinking among the rubble. From time to time a figure will
rise, turn toward the center of the city and scream as it
bursts into flames. The burning shapes run howling, only
to explode into a ball of fire a few seconds later. The flames
erupting from these figures are extremely hot and do two
levels of damage to anyone within 10 feet when the blast
goes off. These burning forms leave a shadow cast across
the rubble or buildings where they finally explode. If the
Cohort waits long enough, they will see the very same fig-
ures lift themselves from the ground and repeat the process
again and again.

Closer to the epicenter of the original explosion, a few
buildings remain standing. All of the structures are in excel-
lent condition, especially for edifices residing within the
Shadowlands. A small church stands among the existing
structures. It is in perfect shape. It almost seems as if there is
a weird sort of rebuilding going on here, perhaps as a result
of the radioactivity unleashed a half century before. None
of the characters are likely to have seen anything like it,
and particularly observant characters may notice peeling
paint flecks working themselves back onto walls. Several
cars are here as well. Should the characters attempt to start
any of the vehicles, however, they have no success.

Just past the last standing building, a massive crater
leads down towards the depths of Pika Don’s Nihil.

The characters must make their way from the harbor
to the Nihil itself, dodging the various inhabitants of
Hiroshima. The light from Hiroshima Memorial Peace Park
is clearly visible once the characters enter the city, but those
who wish to investigate this phenomenon more closely may
regret the decision. Spectres, oni and akuna hover around
the edge of the park, hedging in those souls fortunate
enough to reach its confines. Any attempt to reach the
park’s sanctuary is likely to be more of a fight than what-
ever the characters are fleeing from.

On the other hand, the way to the Nihil at the center
of the city is almost perfectly clear.

The Nl

The Nihil appears as a massive crater, easily a mile
across. The edge of the ground around the Nihil is black-
ened and glassy, with small spots every few inches that
pulse with heat and light. A heavy fog seethes a few feet
below the edge, and the fog is lit by a greenish glow com-
ing from beneath. Occasionally, dark shapes move through
the fog. They resemble nothing human.

Starting just a few inches below the burnt crust of the
Nihil’s edge, there is a long, gently sloping path that has
obviously been carved with care. The path runs the entire
circumference of the crater and leads downward in a spiral.
The walls of the pit are black and dark gray. Anyone look-
ing at the walls soon realizes that the rough-textured sides of
the pit move slowly in an endless dance of pain. The lighter

Hiroshima Memorial Peace Park
Haunt Level: 2
Memoriam Level: 3

All is not bleak here, however. In the
heart of the city lies the Hiroshima Me-
morial Peace Park. A somber and moving
site in the Skinlands, it projects incredibly
strong emotions of both sadness and hope
tinged with the heavy knowledge of its fail-
ure. The eternal flame casts a light that is
visible from most locations with a clear
view in the Shadowlands, and all servitors
of Oblivion are distinctly uncomfortable in
the direct light of its flame (roll Angst, dif-
ficulty 6 or suffer one wound level per round
of exposure). This effect extends to the
perimeter of the actual park, though many
oni are instinctively uncomfortable in the
light of the flame, and skulk from shadow
to shadow through the clearer areas of the
city. The Peace Park makes an effective safe
area for any unfortunate enough to die in
Hiroshima, yet it is more a prison than a
fortress;
in the shadows around the perimeter, wait-

oni , akuna and other creatures lurk

ing for any wraiths to stray from the pro-
tective light. Nonetheless, the Peace Park
remains a destination of hardy and head-
strong pilgrims, particularly veterans and
victims of cancer.




areas of the walls are actually trapped souls, burned into the
very fabric of the Nihil. Close examination shows that these
tortured spirits are aware of everything going on around them,
bur unable to break free from their prison.

Directly above the Nihil, the sky is filled with rapidly
swirling clouds. The storm boils and throws an eerie light
outwards from time to time. From so short a distance, the
sounds of a thousand screams comes from within the cloud.
As with the distant ruins, shreds of burnt flesh swirl within
the storm above. This is in actuality a Maelstrom. It has not
moved since the explosion that destroyed Hiroshima 50 years
earlier. Anyone foolish enough to attempt touching the
Maelstrom is immediately yanked into its depths, never to
be seen again.

This suspended Maelstrom is also the home of most
of the Spectres in Hiroshima.

Scene Three: Into The Nihl

Lewis said he could taste the fission; it tasted like lead.
—Newsweek, July 24, 1995, “A bright light filled the plane.”
he Cohort must actually enter the Nihil
M| in order to retrieve the Artifact they seek.
Il Unlike most Nihils, however, the Nihil
of Pika Don is constantly open. The burn-
l| ing green mists of Pika Don’s Nihil main-
|| tain the great gaping wound where
Hiroshima once stood.
The spiraling pathway leading into the green mists is covered
with a heavy soot. The soot is harmless, but hides many deep
gaps in the actual pathway. Both Glowing Hands and Scream-
ers tend to roam the path, making the trek a dangerous one.
Characters who stand still and avoid contact with the Scream-
ers need not fear Spectres or the other inhabirants of the depths.
Just the same, the Glowing Hands will take full advantage of
their habitat. The Hands tend to hide in the crevices of the
trail, waiting for a wraith to pass before leaping out and attach-
ing themselves to their victims.

A strong wind pulls against the Cohort as they move
downward, drawing them faster and faster into the depths of
the Nihil. Between the heavy soot and the wind, the char-
acters need to make five consecutive successes (Dexterity +
Athletics, difficulty 6) or be sucked down into the Nihil.
Should the Cohort have come prepared for climbing into
the Nihil and have ropes of other similarly useful relics, the
difficulty for their downward climb is reduced to 4.

Any characters looking up will also notice that there is a new
threat to their quest: another band of wraiths is in the process of
heading down into the Nihil. While the characters’ Cohort has
an obvious head start, there is now competition for the prize.
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Use of any Arcanoi in the Nihil will immediately no-
tify the Spectres that they have company. One Wounded
Demon for each member of the Cohort will come up from
the depths below in order to stop the characters. The
Wounded Demons are hungry and do not negotiate.

The further into the great Nihil that the Cohort travels, the
more treacherous the ground becomes. By the time they have
reached the base of the chasm, just keeping one’s footing is ex-
tremely difficult. The process of ascent should be daunting.

At the very center of the Nihil, a dark spine of what appears
to be glass thrusts toward the Maelstrom far above. Aside from
this, there is little to see at the bottom of the Nihil. The glowing
green fog completely covers the ground up to knee height. Far
above, the raging Maelstrom is barely visible rhrough the heavy
glowing mists. Every word spoken is amplified and echoes eerily.

As the Cohort approaches the very center of the Nihil,
the glassy spire can be seen in greater detail. The tower is
made up of countless bodies twisting and contorting in agony.
The mouths of a thousand or more people are opened in
perpetual silent screams, and the eyes of the people beg for
mercy. Occasionally a hand will reach our briefly, and the
fine detail allows the characters to see the hairline fractures
that run through every part of the great crystalline spire. At
the base of this great structure, the Artifact the Cohort rests
in a cradle of crystalline souls.

The Arifact

The Great Artifact of Hiroshima is none other than the
atomic bomb which leveled the city in the Skinlands. Little
Boy rests in the glowing mists atop the Nihil proper, though
it looks little like it did before. Basically oval in shape, Little
Boy is fully 10 feet around and 15 feet in length. The mas-

Consequences of Theft

Little Boy is a very powerful Artifact, but
just how powerful is anyone’s guess. One thing
is certain, however: the Spectres of Hiroshima

‘will not touch the weapon. They are afraid of

its power, and for understandable reasons. So
long as the Cohort has Little Boy in their pos-
session, they will remain unmolested by the
Spectres (who have no desire to touch the
thing in order to haul it back to its cradle).
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sive bomb glows with an inner light that far surpasses the
heavy fog around it. The hellish glow is nearly blinding, and
the shape generates a cold that is painful to the touch.

Anyone touching Little Boy for an extended period of time
(one full Scene or more) suffers two levels of damage as the
cold destroys part of their Corpus. Extended exposure to this
hellish cold literally freezes the Corpus of any wraith to the
point where it becomes brittle and shatters under its own weight.

Surrounding the Artifact are the six Hachiman Drag-
ons. Extremely powerful, these warriors cannot be bargained
with or bribed. Subverted by the Malfean decades ago, the
Hachiman Dragons are faithful to their master, Pika Don.
However, they are also loyal to Nippon. The characters, if
they are sufficiently cunning, may well be able to convince
the Hachiman Dragons to release Little Boy by convincing
them that the bomb is the only way to finally bring an end
to the Jade Emperor’s subjugation of Japan.

Even if the characters cannot convince the Hachiman
Dragons that they represent the Fist of Nippon, the group
coming down behind them certainly does. Wise wraiths will
recognize the opportunity here and understand that ambush-
ing another Cohort of wraiths is likely to be a lot easier than
taking on the Hachiman Dragons. Let the Fist of Nippon do
the dirty work and then take the prize from them.
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Standard Cohort Member

Nature: Traditionalist

Demeanor: Survivor

Circle: The Fist of Nippon Hiroshima Expeditionary Team
Physical: Strength 4, Dexterity 3, Stamina 3

Social: Charisma 2, Manipulation 2, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 2

Talents: Acting 1, Alertness 2, Athletics 2, Brawl 3, Dodge 4,
Subterfuge 2

Skills: Firearms 2, Melee 3, Stealth 3, Survival 2
Knowledges: Bureaucracy 2, Enigmas 3, Investigation 1, Lin-
guistics 2, Science 2

Backgrounds: Allies 4

Passions: Free Japan (Patriotism) 5, Destroy the Empire (Hate) 3
Arcanoi: Argos 2 (5 Dots in any of the following: Keening,
Lifeweb, Moliate, Outrage, Pandemonium, Phantasm, Pup-
petry, Usury)

Fetters: Varies

Permanent Corpus: 8

Willpower: 6

Pathos: 6

e
g ¢ S
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P'o: The Martyr

. Angst: 6
e S enng m Image: Similar in number and appearance to the characters’

Cohort
In extremis, the characters could decide that Thorns: Shadow Dice (Strength) 3
they may as well detonate Little Boy, for whatever Dark Passions: Blow the Empire to hell and himself with it
(Hatred) 5
Background: Just like the characters, the Cohort is here to
to the problem of encroaching enemies, the ques- retrieve the Grear Artifact. Otherwise, they wouldn’t be
tion of how to do so remains problemaric. - caught dead within 50 miles of the place.
“all, very few characters are likely to have Roleplaying Hints: These are not vile, Spectral foes. These

enough skill in nuclear engineering or thermonuclear are wraiths. Just as with the players, they have their fears

ns maintenance to actually detonate the bomb. and their weaknesses. The Storyteller may wish to expand
and add depth to the Cohort, in order to make their impact
on the characters even more significant. Destroying these
wraiths should provide the characters’ Shadows with plenty
of good source material. After all, they're not evil. They are
guilty only of wanting the same thing that the players do.

It’s not simply a matter of pressing a button; even in
Artifact form an atomic bomb is a sophisticated piece
of equipment unimaginably far removed from the
daily experience of most characters.

Even if there is a character with sufficient skill to
decipher a method of detonation, there is hardly likely

q
to be time for the detailed study this will require. Ex- Scene "Our'
amining an object that one can’t even touch while v

being assaulted by a half-dozen rampaging Hachiman

v
Dragons is a less than ideal way to go about it.
Ideally, the characters will retrieve the bomb and T e 0 lmey Ome
i kup. They will be ferried home and appro-
priately rewarded. The bomb will disa
Jade Palace, where the Emperor’s brightest and most
loyal servants will attempt to decipher its secrets. Of | RSSEENSN__.
course, the characters may well have second thoughts — Osborm Elliot; “Byewitness,” an-article i Newsweek,
abour the power they have placed in their Emperor’s July 24, 1995
hands, and may wish to rectify their mistake....

On that day half a century ago, we felt pity but no remorse.
In our view, the atom bomb had saved thousands of lives — quite

ven if the competing wraiths and the
Hachiman Dragons have been dealt
with, the Cohort must still bring their
prize back out into the Shadowlands
from the Nihil and turn it over to their
superiors. The Jade Empire has provided
a boat and flares, but unless the charac-
ters had the forethought to bring extra equipment, they
E . s now must physically carry Little Boy back up the long spi-
the bunft‘ﬁs‘bca will rise and crash at the great gates. raling path out of the Nihil.
:‘9\5 events in the Shadowlands tend to be echoed Once it of thie Nikiil of Pika Do, they must still work
in the Skinlands, some horrible c: ophe will their way back to the harbor before they can expect any
overtake Hiroshima, which will set up a feedback further assistance. Other teams of retrieval experts may still
loop with the Shadowlands, ripping the Nihil open be lurking in the ruins, waiting for the characters to do the
even wider. The characters will almost certainly be hard part before swooping in and stealing the prize. Poten-
incinerated instantly; if not, Pika Don will make a tially, the threat exists that the other groups could wrest
the Artifact away with little or no trouble from characters
weakened by a series of running battles.

The Cohort has one advantage over any bushwhackers,
however. The Spectres will not bother them so long as they

Should the characters, by dint of outrageous
luck, inhuman cleverness and ungodly intuition,

serious quickly. The explosion will tear ¢
hil covering the entire city, releasing Pik:
his hordes of Spectres. The Sixth Great M
will unfurl itself, and

Adventures




possess Little Boy. Using Arcanoi in Hiroshima always brings
the Spectres running. While it may have been true that few
Spectres responded to the initial actions of the Cohort, the
characters now have a very powerful Artifact in their posses-
sion, and the earlier skirmishes have now brought most of
Hiroshima’s Spectres into the area around the Nihil. Even if
the characters use their Arcanoi to attract the Spectres, they
are safe. The same is not true for any other wraiths in the
area. As the characters look on, any Spectres brought out by
the use of Arcanoi swarm through the area, consuming or
destroying any wraiths who do not have possession of Little
Boy. Any group attacking the characters in order to steal the
bomb will rapidly find itself fighting a two-front battle.

If the characters do manage to avoid conflict in this
manner, the Storyteller is encouraged to get into graphic
dertail as to the means of their opponents’ demise.

Once safely away from any attempted hijackings, the
characters have only to deliver the prize in order to gain
their rewards.

But what about Little Boy? With so powerful a weapon
in the hands of one ruler, what ramifications will the news
bring? That matter is entirely in the hands of the Storyteller,
who is encouraged ro make the most of the situation.

Darger Along The Way

¥ everal types of Spectres are extremely
common in Hiroshima and Nagasaki.

|l not the atomic explosions are responsible
&\ for their creation is uncertain. In addi-
tion, the region hosts creatures that ap-
pear to have crawled from the most tortured depths of the
Tempest. Neither Spectre nor anything else known, beings
such as the Burning Hands and the Screamers are as unique
as they are terrifying.

Most of the Spectres will artack anything that catches
their interest. The good news is that the characters normally
have to work at getting noticed. Simply walking through
the ruins of Hiroshima is not enough to catch the attention
of the less human denizens. However, use of any Arcanoi is
almost certain to get a character noticed. Once the Spectres
have realized that they are not alone, they will attack. Any
Spectres getting injured will call out in a hideous screeching
voice and immediarely draw others of their type to them.

Storytellers should avoid sending too many of the Spectres
out in a group. Hiroshima is a fairly large city, and most of the
Spectres will only be able to gather two to three more to them by
calling out. The only exception is the Children of the Atom,
who are unaware of anything save their own perpetual torment.
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Children of the Atom

Nature: Tormented Soul

Demeanor: Tormented Soul

Physical: Strength 2, Dexterity 2, Stamina 2
Social: Charisma 0, Manipulation 0, Appearance 0
Mental: Perception 3, Intelligence 1, Wits O
Talents: None

Skills: None

Knowledges: None

Backgrounds: None

Passions: Relive their demise eternally (Despair) 3, Flee the
great explosion (Terror) 5

Arcanoi: None

Fetters: Hiroshima 5

Permanent Corpus: 10

Shade Powers: Burning (See Below)

Willpower: 1

Angst: 5

Image: When inactive, the Children of the Atom appear as
silhouettes on the walls of the few standing buildings. When
in their active form, the Children materialize as burning fig-
ures moving constantly and attempting to flee from some-
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thing directly behind them. Any attempt to move the rubble
where one of the Children is “resting” will immediately bring
the Spectre into its active state.

Background: The Children of the Atom are effectively mind-
less kuei. They are forever trapped in the shadows where they
were burned away in the nuclear conflagration that destroyed
Hiroshima. The Children are incapable of rational thought,
but will respond to the summoning calls of wraiths who at-
tempt to communicate with them.

Roleplaying Hints: You are incapable of acrual speech, but
you are aware of everything that goes on around you. You
are just beyond caring because the pain is too extreme.
Writhe in pain; you're on fire! If someone tries to get your
attention, hold out your arms and beg with your eyes for
release from this eternal damnation.

Storyteller’s Note: Burning is a Shade Power that costs 1
Angst. When Burning, the Children of the Atom release a
hideous Spectral flame from all over their body. This flame
causes two levels of Aggravated damage to any wraith touch-
ing it. The Children of the Atom do not consciously con-
trol this power, and it will remain active until they have
once again expended all of their Angst. While inactive, the
Children regenerate their Angst.
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Nature: Maniac

Demeanor: Maniac

Physical: Strength 5, Dexterity 2, Stamina 5

Social: Charisma 0, Manipulation 0, Appearance 0
Mental: Perception 2, Intelligence 4, Wits 3

Talents: Acting 2, Alertness 3, Brawl 3, Dodge 2, Intimidation 1
Skills: Stealth 4

Knowledges: None

Backgrounds: Allies 2, Haunt 3

Passions: Sociopathic loathing of everything that is not cor-
rupted by Pika Don (Hate) 5

Arcanoi: Argos 3, Keening 4, Pandemonium 1

Fetters: Hiroshima 5

Permanent Corpus: 7

Shade Powers: Bind, Numbing the Heart, Pathos Drain
Willpower: 6

Angst: 10

Image: Keloids vary radically in their appearance. These Spectres
are among the most vicious (and viscous) of all the servants of
Oblivion roaming about Hiroshima. Most are only vaguely human-




oid, and have developed jagged mouths filled with hollow, needle-
like teeth. They have earned their name primarily because of the
thick, callous-like hide that covers each and every one of them.
This hide is blistered and cracked, seeping a vile pus-like sub-
stance that burns when it touches a victim. It is this liquid which
is the actual root of the Keloids’ Shade Power: Numbing the Heart
Background: The Keloids are all that remain of many who were
at Ground Zero when Little Boy detonated. Their deaths were
instantaneous and almost painless, but Pika Don refused to let
these wraiths seek their own way. Burning with the heat of his
own radiation, the Malfean warped the spirits of the dead and
corrupted them to serve as his food gatherers. The Keloids now
exist solely to steal Pathos and feed it to the great Malfean. Of
late, Pika Don has not been present to take his tithes, and the
Keloids have become addicted to the extra power.
Roleplaying Hints: Giggle and drool. There is little you like
more than feeding on the foolish wraiths who come into the
area. It is true that there are fewer Spectres around Hiroshima of
late, but only because the wraiths have learned to stay away. Now
you feed on the weaker Spectres who come too close to you.
Storyteller’s Note: The Keloids are well on the way to becom-
ing Malfeans in their own right. Without Pika Don to steal the
excess energies from them, many of the Keloids have raken to
absorbing as much as they can from all that is around them. In
fact, a cannibalistic food chain of Keloids is already in place,
with greater beings rending and “farming” the lesser ones.
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Kachiman Dragons

Nature: Fanatic

Demeanor: Fanatic

Physical: Strength 4, Dexterity 5, Stamina 3
Social: Charisma 3, Manipulation 2, Appearance 3
Mental: Perception 5, Intelligence 4, Wits 5

Talents: Alertness 5, Athletics 4, Dodge 4, Intimidation 4,
Martial Arts 4

Skills: Melee 5, Stealth 5

Knowledges: Enigmas 4, Investigation 4, Occult 3
Backgrounds: Allies 5, Artifacts 5 (True Jade Katana, Banded
Armor and Helmet)

Passions: Unfailingly serve the great master, Pika Don (Duty) 5,
Free Nippon from the gaijin (Patriotism) 3

Arcanoi: Castigate 2, Fatalism 3, Moliate 3, Outrage 4, Way
of the Farmer 4

Fetters: Hiroshima 2

Permanent Corpus: 9

Shade Powers: Bind, Rend the Lifeweb

Willpower: 8

Angst: 10

Image: These six warriors stand nobly in their full samurai regalia.
Each wears the symbol of a different animal, and each bears a mask

In The House of Pika Don 113 Yge

iy =S




=Y
@
'€
| S
E-e, |
3] /]
AR 1|

S

r s - )
N e e g, = e

—
-

S

with the face of a demon. It is very hard to make out any fine
details, however, as all of the Hachiman Dragons seem to be carved
from the darkest night. They seem to absorb any light around them.
Background: The Hachiman Dragons were once rebels against
the Jade Emperor. They stood ready to fight and defend their
country against the vile Yu Huang and his minions. Elite troops,
they were the lure used to bait the Imperial Army into Hiroshima
in the last days before the Maelstrom. Unfortunately, they were
not able to escape before the blast and Pika Don seized upon
their souls as playthings. Now they serve the Malfean before
Nippon, and guard the bomb that was their doom.
Roleplaying Hints: You do not speak to gaijin (foreigners). Any-
one who is not from the Fist of Nippon is your enemy. If you
encounter the Fist of Nippon, you will warn them away. If they
continue forward, regretfully destroy them. Your mission is to
protect the Artifact at any cost.

Screamers

Nature: N/A

Demeanor: N/A

Physical: Strength 1, Dexterity 2, Stamina 2
Social: Charisma 0, Manipulation 0, Appearance 0
Mental: Perceprion 2, Intelligence 1, Wits 1
Talents: Brawl 5
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Skills: None

Knowledges: None

Backgrounds: None

Passions: None

Arcanoi: None

Fetters: None

Permanent Corpus: 7

Shade Powers: Bind, Spectral Scream

Willpower: 2

Angst: 7

Image: The Screamers are devoid of any human features.
These Spectres look like gray, tattered lumps of meat which
float about aimlessly, even when there is no breeze. Thin
tendrils run from the main body of the Screamers. These
strands apparently work as a sensory organ, as the Screamers
remain inert until one of the tendrils is touched (or touches
something else).

Background: Ever since the explosion, the Screamers have
been present. The most common belief held by those who
have encountered these creatures is that they are fragmented
sections of wraiths who have not been able to locate the
remainders of their Corpus. Many believe that this acciden-
tal fragmentation has left the Screamers locked into an end-
less struggle to find the rest of themselves and coalesce. Oth-




ers feel that they are simply beasts of the Tempest who have
been vomited forth through the Nihil into the Shadowlands.

Roleplaying notes: Just sort of sit there and wait. If touched,
scream and wrap yourself around anything that moves.

Wounded Demons

Nature: Maniac

Demeanor: Maniac

Physical: Strength 3, Dexterity 2, Stamina 4

Social: Charisma 0, Manipulation 0, Appearance 0
Mental: Perception 3, Intelligence 1, Wits 1
Talents: Alertness 4, Brawl 5, Dodge 2

Skills: Stealth 5

Knowledges: None

Backgrounds: None

Passions: None

Arcanoi: Moliate 4

Fetters: Hiroshima 3

Permanent Corpus: 7

Shade Powers: Shark’s Teeth, Ectoplasmic Tentacles
Willpower: 2

Angst: 8
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Image: Wounded Demons are humanoid, but only just
barely. Many have completely lost any hint of human
features and have adapted to a more bestial form. The
raw, red hide of the demons is covered with open sores
and festering blisters. None of the Demons have hair.
Most have faces which are grossly out of proportion
with the rest of their bodies. Large mouths hang con-
stantly open, often blending into the upper torso of
the neckless Spectres. These mouths are filled with
jagged yellow teeth and numerous tongues. Most of the
Wounded Demons tend to emit a high-pitched whis-
tling shriek from the smaller mouths on each of their
tongues as they charge.

Background: Only a decade ago, when the Fist of
Nippon was struggling to establish a stronghold in
Hiroshima, the Wounded Demons came pouring out of
the Nihil in a seemingly endless wave. Since then, the
Demons have occupied all of the surrounding buildings
and even learned to hide themselves in the rubble that
occupies most of the city.

Roleplaying Hints: If it moves, bite it. Repeat the pro-
cess until there is nothing left but empty air to gnash
your teeth against.
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Glowing Hands

Nature: N/A

Demeanor: NfA

Physical: Strength 1, Dexterity 3, Stamina 1

Social: Charisma 0, Manipulation 0, Appearance 0
Mental: Perception 3, Intelligence 0, Wits 0

Talents: None

Skills: None

Knowledges: None

Backgrounds: None

Passions: None

Arcanoi: None

Fetters: None

Permanent Corpus: 5

Shade Powers: Chameleon Parasire, Seeding (See Below)
Willpower: 4

Angst: 5

Image: The Glowing Hands are small gourd-shaped masses

with numerous skeletal appendages. These pseudopods re-
semble extremely long fingers with at least 20 joints. The
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main body of these spider-like Spectres is usually no larger
than a softball.

Background: The Glowing Hands seem ro be the most com-
mon of the Spectres in the area. These parasites normally
hover within the depths of the Nihil, climbing the walls and
following an intricate path that only they understand. From
time to time, large numbers of these Spectres fall from the
bowels of the Maelstrom floating above the Nihil.
Roleplaying Hints: Find a wraith and make yourself at home.
Feed merrily.

Storyteller Notes: Seeding is a Shade Power unique to the
Glowing Hands. The Hands are capable of “reproduction”
in the form of seeds which they plant on their unknowing
hosts. For every day the victim of a Seeding is left untreated,
they will lose one Pathos and one Corpus. These losses come
as a result of a new Glowing Hand raking part of the wraich’s
Corpus as its own. After five days a new Glowing Hand is
born, destroying its host utterly.

Removing a Glowing Hand requires a delicate use of the
Moliate art Rend, otherwise the Hand cannot be taken
out save by hacking out the infected portion of the
wraith's corpus.




Akuna and Onf

Akuna and oni are the names given to the creatures of
Oblivion living in or near the blasted wastelands of what
were once the cities of Hiroshima and Nagasaki. Whether
malformed by the physical environment or the human ca-
pacity for such total devastation, these are nightmares made
corpus.

The only distinction between the oni and the akuna is
that the former is seemingly mindless and instinctually driven,
whereas the latter operates with a malevalent intelligence. In
this respect they are more similar to Shades and Dopplegangers
than to kuei of the mainland.

Typical statistics (Numbers in Parentheses are for akuna):
Nature: Maniac

Demeanor: Maniac

Physical: Strength 5, Dexterity 2 (3), Stamina 5

Social: Charisma 0 (3), Manipulation 0 (3), Appearance O
Mental: Perception 2, Intelligence 1 (3), Wits 3

Talents: Alertess 2, Athletics 4, Brawl 4, Stealth 3
Skills and Knowledges: Only for akuna

Arcanoi: Hive Mind (akuna only) 1

Permanent Corpus: 7

Shade Powers: Variable
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Willpower: 0 (5)

Angst: 8

Image: These creatures are a litany of nightmare: thick, dull-
hued carapaces often cover disproportionately exaggerated
musculature; extremities vary from hyper-developed thighs
and biceps to spindly, structurally impossible calves or fore-
arms; bony ridges and curving spikes sprout from innumer-
able surfaces; animalistic features combine far beyond the
boundaries of kingdom; facial features are often spread
throughout the form, such as eyes in the hands or abdomi-
nal mouths; chthonic, combat effective tentacles often ex-
trude from any orifice. (Oftentimes these deformities do ag-
gravated damage at Storyteller’s discretion). Despite the in-
dividual differences, oni and akuna are uniform in the degree
of deformity and horrific appearance.

Roleplaying Hints: There’s a big world ourt there that's wait-
ing for you to sink your teeth into it. If anything moves,
chow down — unless of course it's someone carrying the
bomb. Otherwise, let your appearance do half your work for
you. Terrified food tastes much better.

Storyteller Note: Individually, oni are restricted to physical
powers such as Shark’s Teeth, Ectoplasmic Tentacles and Bind,
though creative Storytellers can think of many more — the
more disgusting the betrer. Akuna are just as likely to possess

In The House of PikaDon 117 Qg




~
= NN\ i

these physical abilities, but may also possess rudimentary
Arcanoi. Only in rare cases should an akuna possess advanced
Arcanoi; such is the stuff of rumor and legend.

Due to their horrific appearance akuna and oni often cause
feelings of horror in those they encounter that go beyond
simple fear due to circumstance. Any wraith viewing these

Dark Kingdom of Jade Adventures
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creatures for the first time must make a Willpower roll (dif-
ficulty 5) to avoid fleeing or cowering (the result of a botch)
in terror. Familiarity does bring a certain degree of resolve;
a wraith with sufficient experienced need not roll ar all,
though her friends might be more than a little suspicious
that she did not run as well.
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All s Well Within the Yellow Springs

Renegades ride a ghost ship across the Sea of Japan, wreaking bloody havoc
on Imperial slavers. On the Spectre-haunted streets of Hiroshima, a deadly race
is run for the ultimate weapon in the wars of the dead. In the heart of the Tempest,
souls twisted into the guise of beasts roam the gardens of the Emperor’s Menagerie.
A mirror holds the key to escape from Hell, but a demon holds the mirror.

From the Heart of Hellto the Mekong Delta, Nowhere is Saf

Dark Kingdom of Jade Adventures explores the Jade Emperor's domains,
where all is not as peaceful as the Emperor is told. Containing both settings and
stories for Jade Kingdom chronicles, Dark Kingdom of Jade Adventures expands
upon the original Dark Kingdom of Jade.

Dark Kingdom of jade Adventures features

® The secrets of the Jade Palace itself, from the Fountain of Poets to the dreaded
hive mind beneath the palace’s flagstones

e New breeds of Spectres, and the ghosts spawned by the atomic bomb

* Adventures for those who wish to dare the Tempest, Saigon, Hiroshima or

Hell itself...
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