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Short Desriptions of the creaturs:

Akikage undeadninja assassin #t comes back aétr being killed

| K I Gkake/a living floatingpaperlantern

ConTinh an irsulting lady that seems invugnable

DarkBaku spirit creatue that invades dreans and has to be fought there
Dokkaehiwish-granting kdold

Drowning $irit: haunting thatcalls for help fran the water, butdrowns saviors
HeadHunter. a headon spider legs that decapitates humataosget a new body
Hopping Vampirgthe famousjumping undead

L 1 A dddistithat is the soul of a sleeping humanot an undead
Ittan-Momen animated lt of cloth that flies and tries to sudtate people
Jinmenyi: deadlytree thatgrows heads ke fruit

Jorogumo: womanspidercreature able to make metfall inlovewith her
Kamaitachi bladefooted weasel ridng a whirlwind. Really.

Kappa humanoid turtlethat draws power from being in contaatith water
KasaObale: an umbrelleon its lastleg

Komainu: lion-dogs, carved from stone, that guard simes and palaces
Kamori Assassirflyinghumanoid bat shinobi

Kuma intelligent spiders that try to catch prey in their nets

Living Blale: aflyingweapon posgssed by anal spirit

Laong Dragon: an elementadragon creé&ure and kami

Maho $ikigami paperorigamispirit filled with deadly blood magic

Nue chimea hiddenin a cloud ofdarkness

Nurikabe a tricksterlooking like a doghat can create wallsf stone

Okuri Inughostly hounds thatear their victims apart

Onibi(Witch Light) will-o-wisps

PipeFox a cute pet wih the unfortunate habit of stealing and multiphg
ShikigamiAssassinpaper origami spirisentto kill sleepers

Shikigami Renegadformerorigami sjrit that grewmore powerful than its maser
Tengulegendary swordnasta yokai

Terracotta Warrior stone ldiers

Totate Gumothe terrifyingtrapdoorspider yokai

Ubume old womansitting in the snow carying a baby

Undertaker corrupted earth spirit that drags itsvictims below grand
White-HairedWitch: hag tha cananimate her long hair

YoungBulgasai: metaleating creature



ADVERSARY CONFLICTRANK: X34 4«80

Akikage are undead shinobi, with empty eye-sockets
peering out of the slits in their masks, hell-bent on
finishing their last mission. Some say they are consumed
by the shadow that they hid in all their lives.

Akikage do not die, instead returning again and again until
their target is dead - or at least until they think it is.
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| Single-Minded:
@ Social; Interpersonal

Relentless:
® Martial; Physical

Ninjato: Range 0-1, Damage 4, Deadliness 4,
Concealable, Razor-Edged. Forbidden

Poisoned Shuriken (3 per Manifestation):
Range 1-3, Damage 2, Deadliness 8, Concealable

Gear: Stealth Clothing (Physical 2, Fbrbidden)

IMPLACABLE KILLER ol Tk
An Akikage is a Tainted, Otherworldly being, that died
without fulfilling its last assassination. When it would
be killed, it simply vanishes into evaporating shadows,
only to reappear at midnight one or more days later.
This can only be prevented by killing it on Hallowed
ground, by having its target die, or by it believing its
target to have died, which can require a complex effort.

ONE WITH THE SHADOWS

An Akikage can vanish in any shadowed area and reappear
in another shadowed area within 3 Range Bands, even
passing walls while doing so. When in Obscuring terrain,
the TN to hit it is increased by two, not one.

While shindoi arean outlawedbut not
uncomma feature of Rokugan, niajare
something else: hmansbranded with the force
of Shadow, an enty hostileto life itself.

These sldowbrands givea ninja powersbut
can leado him becoming an Akage after his
death:a smat but compktely heartles asassin,
hell-bent on firishing his last job.

GM Advice:

An Akikage is not justraonster, itis a
storytelling device: Thearkt time the PCdight it
is only oneof possibly may to come. Besting in
combat onlyworkson Hdlowed grourd, so
unless he PChave the Essence ofdminvocation
availablefacing an Akikage means:

a) Redizing that heyface mae than just shinobi
b) Researching how to finally kill seh a thing

c¢) Devisinga plan to eitter lure it onto hallowed
ground, or alernatively a pla that lets it seets
target seemingly die (idelsdwithout actually
killing thetarget).

So he Aikageis less aegularopponentand
more of a side adventure atsown.

Sidequed Ideas

An important NPC (or groupf NPC3maybe the
target of the Akikageor one of the PC hira¥.
The first option, specally with a group of NPC
the PCs havto protect, offers the possibilif to
playthe Akikage dangerou$y andruthless, by
adually killing some ofhe target grop before
being bestedlIf a PC is targetedhe GM needs to
showmore restraint and notyst essassinate him
while he sleps in bed.



Chochin-Obake

MINION CONFLICTRANK: X3 1 4% 1

A paper lantern that has been used for many decades,
especially one spending that time listening to prayers and
liturgies in shrines, may develop a sentience and become
a Chochin-Obake. It has a single eye and a mouth with a
long tongue, but when those are closed, it just looks like
a lantern. It can fly and light the way, but also extinguish
lights or even cause fires to thward interlopers.
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Looks Inconspicuous
® Martial; Physical

Overly Curious
@ Social; Interpersonal

Tongue: Range 0-2, Damage 0 (deals 3 Strife),
Deadliness 0. Snaring

Gear: none

FLOATING LANTERN

A Chachin-Obake is an Otherworldly beihg; of silhouette 0.
It can fly, so it may move vertically and ignore the
negative effects of terrain qualities.

EXTINGUISH

As a Support action, the Chochin-Obake may target up to
three mundane sources of fire at range 0-3. It ex-
tinguishes each target flame and removes 1 fatigue per
target source of fire extinguished this way. It may also end
all persistent effects from Fire invocations and flamebased
supernatural effects in the area.

THE CLEANSING FIRE

As an Attack action, the Chochin-Obake may make a TN 1
Scholar (Fire) check targeting each other character at
range 0-2. If successful, each target suffers the Dazed
condition and must resist with a TN 3 Fitness check

(Air 4, Water 1) or suffer 2 supernatural damage and gain
the Burning condition.

GM Advce:

The/ K I Gbakefs not a powerful foe, it is
better suted asan atmospheric detaih e.g. a
shrine to make it speciahs a lowlevel
otherworldly contact for the PCs to provide
expostion, or as a conairelief creature

Sidequestlideas

A/l K I GdbakeMmay be used i \ariety of
ways

- in a @ampaign focused orhke supernaturg it
may be a relatable and harmless NPC with
wisdom to help the PCs

- one or more may beelfappointedguardians of
places the PC have to breakhiging in plain
sight andextinguishing their lighsources in
critical moments

-al Kl GIdkgmaybe an easioverlodked
solution to a problem. Maybe the sage the PCs
have been looking taneet was killedy their
nemesisbefore he could tell thenhis secret But
the lantern may have heard it?

-al K I G¥akgmaybe a quite poweless
creature, bu its ability to prevent fires may make
it invulnerable to a library or shrine. So a
mischievous K I Gbaketould cause trouble
and the PCs are ordered to solve the problem,
and they hae to understandhat just killing it
would be aterrible wage



Con-Tinh

ADVERSARY CONFLICTRANK: X¥¥ 4 4 4
A Con-Tinh looks like a beautiful woman wearing royal
garments, a fine fan and a basket of fruit. She will belittle
any man she sees. If attacked, the aggressor is in for a
pounding, as his attacks just bounce off the woman.
Con-Tinh are corporeal spirits of murdered women whose
life-force is bound to a tree, the fruit of which they carry
in their basket. Only attacking the tree can wound them.
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Sharp-Tongued: Carrying heavy basket:
@ Social; Interpersonal © Martial; Physical

Tessen: Range 0-1, Damage 4, Deadliness 3,
Ceremonial, Concealable

Gear: Ceremonial Clothes (Physical 1), Tessen fan,
basket of fruit of her tree

TREE-SPIRIT

A Con-Tinh is an Otherworldly being. She is bound to a
fruit tree and cannot move further than 100 yards from it
without unbearable pain. Any damage done to her will
bounce off her harmlessly and instead appear as super-
ficial scars on the bark of her tree. Damage done to the
tree wound her, in turn. The fruit in her basket, her limited
range and the scratches on the trees bark are the best
clues which tree is hers. Felling the tree will banish her.

VICTIM OF INJUSTICE

Being the victim of a brutal murder, a Con-Tinh carries a
furious hatred for men. A Con-Tinh will insult any man she
can see and give him a sound thrashing if he resists, but
will stop attacking him if he has the Unconscious con-
dition. Her aim is to hurt, not to kill. When attacking in Fire
stance, she will spend ¥ to inflict 2 Strife on a man she
can see.

A Con-Tinh cannot remember her death or who killed her,
but if she sees the perpetrator, she will attack to kill him,
ignoring all others. If the murder is solved and the mur-
derer brought to justice (even long after his death), the
Con-Tinh will be freed to go to the afterlife.

The Corlinh is a tragic storgnd achance for
levity at the sameitne. It is designed to not be
deadly, butto be quite irritating for the PCs

GM Advce:

The GM should be careful using the €dnh, as
sheisliterally immune to thé®?C(until the right
way is found), whichcanfeel very unfair.

TheConTinh can be a very funy encounter,
when the groudind what looks lik a prircess
lost inthe woods, who thercurses ike asailor
and beats the bushsenselas wih her fan.
However, the GM shodlkeep in mind tha
especialy in L5Rnot every charater is built for
levity. APC that takes losing faceryeseriously
might be tempted to commitseppuku if that
happensto him, which isnot a fun outcomeSo
the GV shauld use judgement on whether this
kind of encountefits his goup.

Sidequestlideas

TheCa-Tinh is partly a dettive story: The PC
have to fnd out who that stange wanan in the
woodsis, and ideallywho murderedher. Ideas
for those invatigatiors:

- When the PCs research or rememliegerds of
such women ard are successl, both the fad¢

that sheisbound to a treghatisher! OKAf £ Sa Q

Heel, and thashe isa murdered woman hoping
for justice, could berevealed.

- Challengs of bringing her mueeter to justice
includefinding out wten shelived. Hermurder
may have beeB0 years agoAlso, snce she
camot rememberher killer untilshe sees him,
the PCs mighhave tolure potential perpetrators
to her. If the murderer is now a pwerful person,
that might be difficult.Especially sirecthe
offender probably remembes theplace from
when te did the deed.
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ADVERSARY FLI B 5
A Dark Baku is a bizarre ethereal hybrid-animal creature
that can enter sleeper’s dreams and eat their memories.
When possessing a sleeper, others can enter the dream
and fight it, but it is very powerful there. Outside of a
sleeper's dream, it is much weaker, but its ethereal form
means it can move through walls and can only be harmed
with magic or jade. It knows many things.
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A Thousand Memories: Used to Dream-Logic:
& Social; Interpersonal ® Martial; Physical

Talons: Range 0-1, Damage 5, Deadliness 4
Gear: Ethereal Body (Physical 10)

EATER OF DREAMS

A Dark Baku is a Tainted, Otherworldly being of Silhouette
3. Itis ethereal, so it can freely pass through walls, move
vertically and ignores Terrain. Outside of dreams, it will
hide below floors or inside objects and wait for its oppor-
tunity to possess a sleeping human.

POSSESS SLEEPER

The Dark Baku can possess a sleeping human, who must
make a TN 4 Sentiment check (Void in narrative scenes) to
resist. A possessed human does not realize it is haunted
and only remembers pleasant dreams when it awakes,
which happens an hour after the Baku leaves its dreams.
If possessed for 7 nights, the sleeper suffers the Cognitive
Lapses Disadvantage, which becomes Lost Memories in-
stead after 7 further nights. After a 3rd week, the victim
suffers complete amnesia.

Someone falling asleep within Range 3 of a possessed
sleeper enters the sleeper's dream, which is a horrendous
nightmare. Here, the Dark Baku is more powerful, use the
statistics of the Sinister Oni (Core Rulebook p. 320) in-
stead. On its turn, the Dark Baku can change any terrain in
the dream at will and is himself immune to Terrain
Qualities. Someone killed within a sleeper's dream fails to
wake up until the Baku is slain or the possessed sleeper
dies, in which case all in his dreams die, too. The Baku
can keep a possessed sleeper from waking up indefinitely,
which will eventually kill the sleeper from lack of water.

LOST MEMORIES

A Dark Baku knows every memory is has ever eaten, and
may live for centuries. It may be persuaded to share lost
knowledge with a visitor in a sleeper’s dream, but its price
is usually to possess the one asking for a predetermined
time, and it may not leave when that time is up, and steal
important memories (and share them with others, again).

GM Advce:

TheDark Bakucan ke fought intwo ways: In
reality orin a dream, bth are difficult. In reality,
it canflee by moing through walls so
immohilizing ite.g. with Bind the Shdow or
Grasp of Eartimay benecessary, as well as
accesto weaporsthat are Blessed or do
superratural damag. In dreams, thédark Baku is
a lotmore powerful and can turn the dreamto
its weaponcreating DangerousDefiled or
Imbalanced terrain.

If the target isa PC, the GM shoulgive he
players ways toealizethe problem before the
first 7 daysare up,sincea Disadvantge is
permanent(unlessthe DarkBaku is persuaded to
givethe memories bak). Arimals may std to

act uneasyaround the house pthe possessed,
Kami or anestors mg refuse to speakot him,

and his pleasat dreams maydepid an era the
characterhasn@lived in.

Sincekilling a PGwithin adreamis onlyfatal if the
possessedleeper diegwhichshould only
happen if the PCs have to giwg fighting the
DarkBaku dtogether), this encainter albwsthe
GM to take the gloves & and fight mean as the
consequences are limite.

Sdequestldeas

TheDarkBaku hagwo different ways of feeding:
It maypossess itsarget every nighand leave
before dawn in which case others usualbnly
realize sorething iswrong when heir target
becomes vey forgetful. TheDark Baku does this
whenit must fear that strongamura or its
mortal enany, shugenja of ta Moth Clan, are
nearby. Alternativey}, theDarkBaku enters a
sleeper's dream and does naadve untl the
dreameris dead from hungr or thirst, which can
under medical cardake weeks.

ADarkBaku may also be the gntource to get a
piece of vital infornation long bst, in which @ase,
the PCsaveto decide if they canehl with such
a creatue, andhow far to trustitswords


https://en.wikipedia.org/wiki/Baku_(mythology)

Dokkaebi

ADVERSARY CONFLICTRANK: X35 45

A Dokkaebi is a kobold-like Yokai with uncommon magical
powers that is known to play pranks on unsuspecting
humans. Dokkaebi can grant wishes to those that amuse
them or beat them in a wrestling match. Those wishes do
sometimes turn out to be less than hoped, however.
Dokkaebi can vanish at will and are almost impossible to
find if they do not want to be found.

_40 ooz .Eunu;u.uce 12
706 GLORY COMPOSURE 4 9
00 e Focus 4
©+2 ©- VIGILANCE 9

DEMEANOR - GRUFF

ARTISAN 2~ MARTIAL3 SCHOLAR 1  SOCIAL 2 TRADE 3

B maces | Ges
Full of Energy: ? Strange Ideas & Manners:
& Martial; Physical @ Social; Interpersonal

Club: Range 0-1, Damage 6, Deadliness 2

Punch: Range 0, Damage 3. Deadliness 2, Snaring
Gea;: Traveling Clothes (Physical 2)

VANISHING TRICKSTER
A Dokkaebi is an otherworldly being. They can vanish at
will, which means they dematerialise, can't be touched,
can move through walls and can't get the Immobilized

condition. This makes it almost impossible to trap them.

WISHING CLUB

A Dokkaebi can use its club to summon any category of
item it wants, like a bag of koku, a Kakita-pattern katana
or a jeweled crown. They cannot summon specific items
(the category must contain at least a few dozen possible
items) and these items are not created, they are tele-
ported from their current location to the Dokkaebi. The
Dokkaebi will use this ability to fulfill wishes of those that
please it, but will not warn the recipient that others might
miss the item. It does not even know or care.

LOVES WRESTLING

A Dokkaebi loves wrestling and will challenge those it
meets to wrestling matches. These are Competetive
Checks (Core Rulebook p. 26) using the Martial Arms
(Unarmed) skill. The best out of three is the winner.

GM Advice:

TheGM shold becareful to rot let the Dokkaeld
wishesderail his campign. It will not be able to
summonone of the Black Scrolls, for example
Too cleerly worded wisies willonly corfusethe
Dokkaebi.The GM shold keep in mind thathe
Dokkaebi is a fey creatuthat does what it
wantsand cannot be forcd or threatenedto
provide wishes to someone.

Sidequestideas

- The Dokkaebi might jusieba randon encounter
in the wild, or thereason whyone family in a
village seems to geicher and money gets sten
from allkinds of hiding @oeswith no trace d
the thief.

- ADokkaebi i@ good way to give the PCs a
item they need e.g. a Sacred vapon fora quest,
but keeping the optionof gvingit all kinds of
downsides(since it ca be any Sacredveapon
with whatever history or curse)or having the
real avner show upanddemand it back if the
GM wants to get rid of it.

- The Dokkaebi is a daagfor al who have
seaets to keep, forit could producee.g.
documents from you The PQ@nay be ordered to
drive the Dokaebiaway, but that isnot easyto
do to sameone who can vaeh and reappear.

- It can also be a watp explain how the local
Maho-Tsikai gt hishands on @lood-magc
tome.


https://en.wikipedia.org/wiki/Dokkaebi

Drowning Spirit

ADVERSARY CONFLICTRANK: X3 6 43
Drowning Spirits are victims of murder or suicide whose
animated bodies haunt lakes or the sea. They try to drown
others, to give them company in their wet grave. They
often cry for help, but grab those coming to save them
and drag them below. If they themselves are pulled from
the water, their spirits leave their bodies, and if the bodies
get a proper cremation, they are laid to rest.
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Weight of Sorrow ' Lonely
& Martial; Physical ® Social; Interpersonal

E ORED WeAPONS & GEAR E
Clinging Grab: Range 0, Damage 1, Deadliness 2,
Snaring Grip (2 Opportunities are enough to cause
the Immobilized condition)

Gear: Dead Body (Physical 3)

NOT DROWNING BUT WAVING
A Drowning Spirit is an Otherworldly being of silhouette 2.
They are unaffected by Terrain Qualities of water. If killed,
they vanish and return at midnight, unless laid to rest.

DRAG BELOW
A creature that suffers the Immobilized condition from the
Drowning Spirits must succeed at a TN 3 (Water 2,

Air 4) Fitness check or be drawn 2 range bands below
water together with the Drowning Spirit.

All terrain below water has both the Obscuring and
Entangling qualities for non-aquatic living beings. They
suffer the Silenced condition and are Suffocating (see
Core Rulebook p. 269) while there.

A HEAVY BURDEN

As a Movement action (affected by the Entangling Terrain),
someone Immobilized by the Drowning Spirit may make a
Fitness check of TN 2 (Earth 1, Air 3) to move himself and
the Drowning Spirit 1 Range Band towards the surface,
waters edge, a boat or ship etc. If they move this way
beyond the water, the Drowning Spirit becomes a lifeless
body. If given a proper funeral, it is laid to rest.

GM Advice:

TheGM shold becarefulwith the Drovning
Spirit, as the Suffocatiomles are pretty @adly,
and it is notfair to punish &C for haing his
lonelyhero try to help a drowning persokiither
the rest of the group shouldbe nearby to offer
Assistance by throwing ropesceor the PCs
shouldbe forewarned by hearingtories d the
creature.

Also keep in mind tht the right inveations can
solve the prolem very well, likeHands of the
Tidesor Graspof the Ar Dragon, whidh may even
be importuned

Sidequestideas

- TheDrowning Spirimay ke a chance encounter
at a lake o at sea. Alternatiely, the PCs may be
sent by the drowmed perso® family tolay her to
rest, or perhapst carried somethingmportant
with it when itdied.

- It also is a good option forrmurder mystery,
where thedrowning spirit kills until & murdeer

is brought to ygtice, after whosedeath t is lad

to rest



Head Hunter
ADVERSARY CONFLCTRANK: X3 6 4% 4
Head Hunter are terrifying creatures: Human heads on
spider legs that use razor-sharp webs to decapitate
humans and replace their heads, animating the dead body.
They pass as living humans to lure new victims into their
traps. Head Hunters prefer to impersonate innkeepers in
remote inns, priests in lonely shrines or ferrymen offering
transfer across rivers.
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Inhuman Mind:
® Social; Interpersonal

Spider‘s Patience:
& Martial; Physical

Razor Thread between Spider Legs: Range 0,
Damage 2, Deadliness 5. Razor-Edged.

Gear: Whén using the Puppeteer ability, it will usgi
weapons appropriate to the body inhabited, e.g. a
katana if in a samurai’'s body, or a club otherwise.

PUPPETEER

A Head Hunter is a Tainted, Otherworldly being of
silhouette 1, but it can take over a decapitated body by
pushing its spider legs into the neck opening, replacing
the missing head and animating the body. The animated
body looks fully alive, with the Head Hunter's face, but its
neck shows the gash, which is why Head Hunters wear
scarfs or high collars.

While a Head Hunter controls a body, damage is not
counted towards its Endurance, but hits the body, which
has its own Endurance of 12. It the body takes a Critical
Hit, it falls down and its head (the Head Hunter) falls off.
A horrifying sight, especially as the head then runs away
on spider legs. If another headless body is available, the
Head Hunter can take it over as a Scheme action.

RAZOR THREAD TRAPS

A Head Hunter stretches razor-sharp threads across paths
or corridors in neck height to make traps for its victims.

A character needs a Vigilance of 3 to see these nearly
invisible threads (4 in bad lighting). Walking into one of
these traps requires a Fitness roll against a Critical Hit of
Severity 7. A minion walking into such a trap is
automatically decapitated.

A Head Hunter will prepare multiple traps around its place
and if knocked out of its controlled body, will flee below
these traps to tempt its opponents into chasing it.

10

The Heal Hunter is a cfeaxre of horror. It shou
be presened assuch.

GM Advice

A feeling of horrois not easily achieved in a
setting where eveyonetrained killing with blades
sine they could walkSill, the combinatbn of
body horror, spiderlegs,behealing, and simple
wrongness offers enoughgredents in a Had
Hunter story to shock even veterabushi.

Sidequestideas

The Head Hunter, asaeaure with the ability to
lay trgps,is best placedsthe resident of eplace
where thePCs are awconers, lke a rundown
tavern or a ship they wanb sal with.

A gaod option to raie the stakes in aéad
Hunter sidequest is giving the PCs a groofp
NRCs they care foiThis way, thePCcan havethe
NPQOmake the mistakeand pay the bloodyrice.
TheseNPGshould not be so impdant that losing
them makes the P@nin, however.

An exanple: The PC an8wildernessguidesthey
need to find their destiation reach a inn.

As theysit down for sometea, the two inn-
keepersdraw knifes and tab one ofthe gudes A
fight breaks outand when & Cs deaa critical
hit, the GMdescribes howhe innkeepe® head
just falls offrollingon the ground

When itQ the fallen Head Hunte® turn,hishead
suddenlyopens his eyesspreadsspider legs ath
runs upthe starsinto the dark

On meguidesturn, he announed  @édt @4t §
tK A y Fgif the FTs do not ep him, runsup
the stdrs. Then awet sound, smething heavy
fallsdown, and nextthe 3 dzA R &dYdls d&vé
the stairs.The stair was tipped.Next turn, they
see the guid® body with theiy y { S S hd&dNI
walk down thestairs, with the gdzA Rv&&panX



Hopping Vampire

ADVERSARY CONFLICTRANK: X33 40

When dead bodies are not burnt, as is the law, they
sometimes come back as hopping vampires. Rigor mortis
make these arkward and almost comical looking from a
distance. But they are very strong, can leap far and have a
deadly bite. They are mindless, but hunger for blood.
Since they can only move by hopping, it is difficult for
them to dodge around obstacles.
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Relentless: Mindless:

® Martial; Physical ® Social; Interpersonal

Gear: as when it died, e.g. travelling clothes
(Physical 2)

HOPPING POUNCE

A Hopping Vampire is a Tainted, Otherworldly being.

It looks very stiff and can only move by hopping, but it
can actualy leap surprising distances that way.

A Hopping Vampire can use its free movement in the turn
to move up to 3 Range Bands instead of one, but only in a
straight line. If there is a ceiling with less than 4 meters
height, this is reduced to 2 Range Bands.

When playing on a grid, moving in a straint line means it
can only move a single square into or in dangerous or
hindering terrain (though it could leap over such terrain.
if the terrain measures less than 10 meters across and

it has enough free space over it).

In narrative combat, the Game Master's description of the
terrain and the players actions within it determine how far
the Hopping Vampire can move in a round.

The Hopping Vange, orJangshj is a maistay
of the old Hongong cinema. Its usualy not
depicted as funnydespitethe creature lmking
that wayto western eyes.

11

GM Advce:

Hopping Vampes are primarily speal becaise

of their name-giving hoppng and jumping. The
combad rating is low enagh that a group oPCs
could face avhole horde of them, two or three

at a time, for examplelefendinga howseaganst
the aeatures oming from outsi@ in best zombie
horror tradition.

A gad moment that shout be cultivated is \wen
the RCs have first @ the creatures dfly rise
from the ground ad slowly aimost comically
hop a few steps, thn noticethe RCand suddenly
start to jump at them in giat bounds. This
changeof moodbetweenadistant low menace
that suddenly turngnto a \ery close high mnace
should bedeliberately.

Sidequest Ideas

Since Rokugaknows no graveyards (all dead are
burnt), the GMhas b find a kelievablereason
why a bunb of corpses where eiér notburned,
or treated wrong befae burning. This cadd thus
either be a wildeness encounter, whe the
Hopping Vanpires wee a group ofravelersthat
died, or happen a#ir a majorcalamity in a
village, where he number of deadvas too large
to burnthem right awayand then, during the
preparations of thecerenony, something went
wrong. A cat walkig over the corpse mightbe
enough.

Evey inspiration from the Fast Zombétyle
horror movie trope can be adoptedto the
Hopping Vanpires.


https://en.wikipedia.org/wiki/Jiangshi

ADVERSARY CONFLICTRANK: X34 483
When a person who is afflicted by strong feelings of fear
or anger towards someone else sleeps, while his mind
goes dreaming in Yume-Do, his soul may leave his body
and haunt the source of his feelings as an Ikiryd, a Living
Spirit. While Ikiryd are ghosts and thus immune to normal
weapons, they are not otherworldly beings, so Sacred
tools are no help against them.
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Ghostly Tormented

@® Martial; Physical @ Social; Interpersonal

Withering Touch: Range 0, Damage 5,
Deadliness 5, each target must resist with a TN 3

Fitness check (Air 4, Water 1) or suffer the Burning
condition, as invisible flames envelop it.

Gear: Spectral Body (Physical 10)

GHOST OF THE LIVING

An ikiry() is a creature of silhouette 2. Since it is notan
Otherworldly being, effects related to only those, like the
Sacred or Unholy item qualities, have no effect on it.

Since the Ikiryo can fly, it can move vertically as well as
horizontally and ignores the negative effects of terrain.

It can move through solid objects, like wall or ceilings, but
not living beings.

GM Advce:

TheL 1 Ai\aBnibst immune to mundane
weapons. As such, the Gaflould not have it
attack the PC if they haxanly such weapons.

If the target of theL. 1 Aid\aB MPC, however,
finding out that ther normal methods of fighting
spirits do not work is a great twiststead of a
death sentencédor the PCs.

12

Sidequest Ideas

AnL 1 AchiEbé very well used forgroup of PE
that have fought ghosts beforéut when facing
theL 1 A tN&find that mary of the usual tools
and invocations do not work againstfor
exampleanThreshold BarriefAir) ritual will not
keep it out, (Void) will Because of this, the PCs
might think they are facing a normiatlimanonly
pretendingto be a ghost.

-TheL 1 AsihaBldlhavea reason to haunits
target or targets and finding that reason and
acting on it, either giving the spirielief or
revenge, is a great alternative waf stopping
theL 1 A @®f&odurse, the person haunted may be
powerful and of high statuspst is not always
easy to right their wrags.

- The diuation can be further complicated if the
L 1 Ais\fe koul éan important person whom
the PCs cannot afford tie, since killigthe

L 1 AvNLither kill the person or deast cause
serious damge to hismind and personality.

- Shce the person whose soul is the] Adb&s Il
not act consciously to create it,dan be part of
the plot to ask wheher the person isesponsible
for its acts.



ittan-Momen

ADVERSARY CONFLICTRANK: X33 4 .
An Ittan-Momen is a bolt of cloth, like a flag or a blanket,
that has been possessed by a spirit. When night falls, it
flies about and suddenly wraps around the head of un-
suspecting wanderers, smothering them. An Ittan-Momen
is not a powerful adversary, but when wrapped around a
victim, attackers have to take care not to also hit the poor
enveloped victim underneath.

[ .
ENDURANCE 8

oo HONOR

oo GLORY
00 STATUS
®+2 ®-2

DEMEANOR - FLIGHTY

COMPOSURE 1 o ]

FOCUS 4

VIGILANCE 3

ARTISAN 0 MARTIAL2 SCHOLARO  SOCIAL 0 TRADE 1

i S ’ o
| o il : il

Flexible
® Martial; Physical

Burns Easily
@ Martial; Physical

E v PONS & GE |
Smothering Embrace: Range 0-2, Damage 2,
Deadliness 1; target is Immobilized on hit & Suffo-
cating (Core Rulebook p. 269) while Immobilized

Gear: Made of Cloth (Physical 1)

WET BLANKET

An Ittan-Momen is an Otherworldly creature of silhouette
1 or 2. It can fly, so it can move vertically and ignore the
negative effects of Terrain.

HOLD TIGHT

While the Ittan-Momen has Immobilized a victim, an attack
targeting it deals no more than 5 points of damage to it
(minus Resistance). Any damage in excess of 5 points

is instead dealt to the Immobilized victim. Fire damage
ignores this rule.

GM Advce:

Thelttan-Momenis primarily an opponent or
low-level chaacters. But it can offer an
interestingsurprise for higler-level charactes
used to ealing a lot of damage with their
attacks.
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Sidequest Ideas

- The IttanMomen @n be a strailgtforward
monsterof-the-week murdemystery,with
victims blue from sffocation being found, but
without any strantge marks. Sincéhe Ittan-
Momencanspend the day hanging fsm clothes
lines or flagpoles, it is difficult to catch.

- Alternatively, the same setup carlead the PCs
to assassissmothering theiwvictims with silk
cloths and spreading the myth of &tan-Momen
to deflect the blame. Oeven a rogue shugenja
using{ dzA 2 A y Q &énvo€alidd &t ddaing
the seawater afterwards

- Fans of aertain Marvel magician might even
introduce anlttan-Momenthat is a clo& and can
be won as aelper for adeserving hero.


https://en.wikipedia.org/wiki/Ittan-momen

ADVERSARY CONFLICTRANK: X312 ¥ 5

A Jinmenju looks like a willow tree with smiling head with
closed eyes hanging from its branches like fruit. But if
someone approaches, the heads may open their eyes,
scream, and fly towards the unlucky, exploding in a burst
of poisonous spores. Those poisoned become the carrier
of the next generation of Jinmenju. Some scholars seek it
out, nevertheless, for it is said to know forgotten secrets.
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Oaken Toughness: Many Voices:

& Martial; Physical © Social; Interpersonal

Biting Heads: Range 0-2, Damage 5, Deadliness 4,
target hit takes the Bleeding condition.

Gear: Bark worse than its Bite (Physical 5, Super-
natural 5, Durable, Unholy, resistance doubled
against small, piercing objects like arrows and bolts)

KNOWLEDGE OF THE EARTH

A Jinmenju is a Tainted, Otherworldly being of silhouette 4.

If awoken, its many heads talk over each other, and all-
though its connection with the earth means that it re-
members many things long forgotten by the world, talking
it into sharing them is very difficult.

SCREAMING HEAD MISSILE

A Jinmenju can, as a TN 2 Attack action, shoot a scream-
ing, exploding head at a position in Range 0-4, targeting
each character in Range 0-2 of that position. Each target
hit (except the Jinmenju) suffers 3 Fatigue and 5 Strife,
ignoring resistance, plus is Dazed and Exhausted. It must
also make a TN 3 Meditation check (Earth 1, Air 4) or gain
the Afflicted condition. The area affected becomes
Dangerous Terrain. A Jinmenju use this ability three times
per scene.

Someone who gets a Shadowland Disadvantage from
being Afflicted by a Jinmenju becomes lethargic and with-
drawn. Victims have been known to lose the will to live
and remain standing where they are, waiting to die.

If someone with a Jinmenju's Shadowlands Disadvantage
dies, a new Jinmengu sprouts from his head and grows to
a full tree in a day, with heads showing his face.

MANY HEADS

A Jinmenju acts three times in a round: it rolls initiative
once and creates three initiative values, based on Focus 6,
4 and 2. It can only change its stance and, if in Water
stance, get the Water stance bonus action on the first of
those initiatives.

TREE CREATURE
A Jinmenju is always Immobilized. It can change stances.
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GM Advice:

Thednmenjuis anuncommonopponent inthat it
is staionary. PCs keeping beyon@dfye 4 are ou
of its reach andafe fram it. Kiling itfrom this
distancewith equipment &ort of a ballsta,
however,isdifficult, as it is higly resistant to
arrowsand bots.

The Jimenju is designed to bea wotthy
chalkengefor a whole group of PCis Many
Heads ability making iact muchlike a groupof
foes. A battleversus a Jinmenjwill most
probablyleave ore or more FCs Afflicted.

Sidequest Ideas
Twoside quesbptions pregnt themseles:

- PCs arealld to a vilagewhere multiple
villages have fallerinto a strange
melancholia thad leaves them unable to act
or even speak withot motivating them with
a TN4 CaurtesyHre check. Unbekown to
the PC, this ia raceagainst tine, as eactone
is likea timebomb, anew Jnmenju waiting to
happen.

- The PCs regl an informatia lost to histay
and readthat Jinmenju knoworgotten
things Getting it to conwerse withthem is a
tough challenge.


https://en.wikipedia.org/wiki/Jinmenju

GM Advice:
In battle,if the charmed peson s there, the
Joragumowill order him (notan action) to Kl her

A Jordgumo is a horrifying hybrid between a giant spider

and a beautiful woman, though descriptions vary. It is a attackers If he does notlo thaton his turn, it wil
powerful enchantress and said to charm human males cause him 3 Strif§or defying lis ninjo. The

to lure them to their doom. It is also a fast, smart and . . . .

resilient creature that is not easily defeated by those that Jorogumo wil avoid attacking fim, but atack
want to free the young love-struck from its wiles. others inFire staaceund use Opportinities to

causehim 2 Strife, drivinghim to unmasking.

10 Honos ENDURANCE 4 4 Itisa crdty and smat opponent thatwill use its
' ; = ' abilities to geatest effect: sitting on a ceil@) cliff
oo GLORY COMPOSURE 14 A
‘ or tree ard pulling foes up, only tadrop them,
00 el pushing foesnto traps, over edges orrito
®+2. ©-2 vieace 4 damagirg terrain, covering pitfalls with Fake
DEMEANOR-UNGRY Realm of theé~ox Pirits, tuming invisible wh

ARTISAN 1  MARTIAL4 SCHOLAR 3  SOCIAL 4

TRADE 3 Clo& of Night and atta&ing from hiding.

Sidequestideas
Quick on her Many Feet: = Always Hungry: ¢ KS W2 NJ 3ty go aRddchayming

© Martil; Physical B Socielainicmon) anyone and then asithem to kill ther family.
It will choose a slitary peison, a woodcutter or
Spider-Leg Kick: Range 0-2, Damage 6. Dead- boy collecting firewood. Will charm him from
liness 4, Fitness TN 4 (Earth 2, Fire 5) or Pushed . .
2 Range Bands. i & hiding, evealing herself aérwards, and the .
Spider String: Range 1-4, Damage 1, Deadliness 1, person sees an o#tworldly beauty that tells him
Fitness TN 4 (Earth 2, Fire 5) or Pulled to Range 0. she is a mesnger fromthe Fortunesor the
Gear: Maglc Hide (PhySIcal 4, Supernatural 3) Kaml’sent to gatheia feW humans t%avefrom
the imminent catastrphe. She will show him a
ENCHANTRESS .. .
A Jorogumo is a Tainted, Otherworldly being of Silhouette vision Of the catastrope (W_Ith False Realm of the
3. As an action, it can lay a charm on a human that is Fox Spirits), as well as a visiontlo¢ near
attracted to women, if the Jordgumo can see it. The paradise that awaiteim and his fm"y -if they
affected must make a TN 4 Sentiment (Void) check or is
charmed. If charmed, it will always see the Jordgumo as prove themselves wortly of the new verld. To
a breathtakingly beautiful woman, and its ninjo will tempo- test that, she wil have to ask him talo a few

rarily change to ,make the lady happy” (it should be re-

membered that acting against ones ninjo causes 3 Strife). thmgs’ necessary to prove his devot he

A charmed human can only unmask with Bend Principles Fortunes, the Kamiand her.
(doing the Jorogumo's bidding). A Jordgumo will use this
also in combat if the charmed is present, demanding he The first few things shesés for ae small
fight her attackers, which, unless followed, will deal the ; : . _
Strife to him each turn. The charm ends if she charms transgressios, without logc or rhyme- steal a
another or lifts the charm, if she dies, if she unmasks broom or a combrom that woman, tell
herself, or if ended by an obscure Kuni ritual that everybocy tha that woman is an evil wéh... and
consumes 5 Fingers of Jade.
Being charmed by a Joragumo also drains life energy: of course do not talk about me. Onbgér
Anyone affected reduces their Endurance by 1 per day, become the demands wae, all with the

hich can only be healed if the charm is stopped. . . . . .
i X : SRR intention of gettirg the family to go into the
MANY ARMS AND LEGS woods, into the potected paradise. Whaawaits
A Jorogumo can use human weapons with the arms of its them, of course, i spder cocoon ad anegg,to
upper body. A o .
A Jordgumo acts three times in a round: it rolls initiative feed the next geB NI UA2 Y 2T W2 NJ 3dzY:
once and creates three initiative values, based on Focus 8, . . .
6 and 4. It can only change its stance, take its free move- Even if the PCs quickly find out that the affected
ment and, if in Water stance, get the Water stance bonus is Charmed by a Crea‘[ure’ he Only knOWS that She
action on the first of those initiatives. . . .

is a beautiful womamnand where hesaw her in

MAGIC SPIDER CREATURE the woods.Adually, finding her and geing her
A Jorégumo can cast the Cloak of Night and the False to standandfight is not easy for a eature that

Realm of the Fox Spirits invocations. Because of its spider
legs, it can walk on walls and ceilings. It can generate
spider threads and walk up or down those.

can run up trees.
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https://en.wikipedia.org/wiki/Jor%C5%8Dgumo#The_J%C5%8Dren_Falls_of_Izu

Kamaitachi

ADVERSARY CONFLICTRANK: X34 @81

Kamaitachi are strange yokai: Weasels with sickle-like
claws instead of feet that ride dust devils and slash at
those caught in their whirlwinds. It is said that sickles left
in the fields may turn into Kamaitachi, so they are most
often encountered in villages destroyed by war, bandits or
famine. They are a danger to peasants and lone travellers
that pass through former fields or ruined settlements.
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Riders on the Storm: Blades for Feet
@® Martial; Physical & Martial; Physical

Sickle Claws: Range 0-1, Damage 5. Deadliness 5,
Razor-Edged

Gear: Fur (Physical i; 7 B
WHIRLWIND WEASEL

A Kamaitachi is an Otherworldly silhouette O creature. It
can fly and thus ignore terrain and freely move vertically.

SUMMON TWISTER

As a Support action, until the end of the scene, the Kamai-
tachi creates a small whirlwind centered on itself that
covers the area in range 1-2 and moves with it. The area
is Obscuring terrain for non-Kamaitachi. At the end of
each of its turn, all within the area suffer 3 supernatural
damage and make a TN 4 Fitness check (Earth 5, Fire 2)
or suffer the Disoriented condition.

GM Advce:

TheKamaitachtan be achallengingppponent

for a lowlevel group. FightingiiAir Stanceind
obscured by itsvhirlwind, the Kamaitadi isr®
easy to hi, while itswhirlwind inflicts damage on
all nearby.
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Sidequestideas

The Kamaitachiis a goodandom encounter or a
challenging fighwithout muchstory effect.

It can aso be part ofalargerstory:

- The PCaight besent © hunt thestrange
threat that devagated their lord3 fields,
uprooting whole plots Altematively, avillage
might approach travelling ronin or samurai for
help against the Treat.

- The Kamaitachire agood ogion for a monster
mystery, whee the PCs first only see tle
effects it has, with flattened fields and slashed
trees and victims, but with no footprints of any
kind to be found.

- In a quest to resettlan abandoed village or
when encounteing ruins eg. n the $iinomen,
Kamaitachare fitting obstacles.

- Theremay be aale of a farmer wha his lord
gavethe impossible task to reap dhe rice fields
of his village in one nightndwho to
everybod/@ surpriseacomplishedit. The PCs
may find out that hemade a deal vih a Yokabr
Kansen, ad that the Kimaitachi summoned for
the work are stl around. Alternatively, the PCs
may be given the task, a Yokai may offer the help,
and the PCs may be lefiitiv the mess émultiple
Kamaitachi deastating he landscape afterwarsl


https://en.wikipedia.org/wiki/Kamaitachi

ADVERSARY CONFLICTRANK: X3 6 4% 3

Kappa are powerful Water Yokai that look like humanoid
turtles with a bowl-shaped bone crest on their head. In
water, a kappa is extremely strong, able to hold an entire
ship still from below for hours or days, often demanding
tributes before letting go.

That tribute can range from cake to children.
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Slippery: Avarice:

@© Martial; Physical @ Social; Interpersonal

Fist: Range 0, Damage 6, Deadliness 5, Snaring
Spit Water: Range 3. Damage 3, Deadliness 2,
Fitness TN 3 (Fire 4, Earth 1) or pushed back 2

Range Bands
Gear: Turtle Shell (Physical 6/3, Supernatural 6/0)

CREATURE OF WATER

Kappa draw power from water. When in contact with
water, a kappa has a physical/supernatural resistance

of 6/6 and its Water Ring is 6. Without water, its resistance
falls to 3/0 and its Water Ring to 3.

It is not easy, however, to remove a kappa from water
contact, because even when it leaves its streams and
lakes, it keeps water in its bowl-like head crest.

To remove that, characters can either bow to the kappa
with a courtesy check of TN equal to the kappa's vigilance
to make it bow, too, spilling the water. Alternatively,
making the kappa Prone or forcing a stance change like
with the Open Hand Style kata has the same effect.
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GM Advice:

TheKappais another creature that the GM has to
be careful to use: PCs usually can expect that a
monsterthey facecan be baten by hittirg it. The
Kappa, withan ability that the PG hawe to find

out how to turnoff, is a lot stronger than its
combat ratng if it has contact to water. Thus, the
GM should let the players hear stories about the
Y | LILJ- aRriess beforehey faceit, so that

they hawe a far chanceto realizewhich way ¢ads
best tosuccess.

Sidequestideas

The Kappa is well suited as a deipus yokai that
holds a fisher community hostage by holding on
to their boats and demanding tributé\ story told
to the PGnight be howa fistS NXat was Béd
when hesailed withhiskids byhis side, and that
the Kappa demanded the gift of a childheT
fisher, quickthinking, found a pregnant fish
among his catch and threw the fish eggs
overboard, &er which theKappa saR
cled S Nl letthe boatgo. This m&es cleard
the PCs tht the Kappa is cale of rational
thought and language.

It may be possible to avoid fighting the Kappa
altogether, instead negotiating a regular pay of
tribute of something le cannot gt in the wate,
like cakeor tofu. Thisway, the Kappa maeven
turn into a sortof protector of the village, scaring
away other vater creatures that threaten his
income, or even holding fast a ship of pillaging
pirates before theycan make thegiescape.

a0f SGSNIZ


https://en.wikipedia.org/wiki/Kappa_(folklore)

Kasa-Obake

ADVERSARY CONFLICTRANK: X3 2 % 1
Kasa-Obake are among the weirder yokai: Basically an
umbrella with one eye, one mouth and one foot, they are
not the most fearsome creatures, but have been known to
scare people by suddenly jumping up and licking them
with their foot-long tongue. They can also talk one's ear
off, but might actually have some insight into crafting,
being an object themselves.
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Long-Tongued: One-Footed:

© Social; Interpersonal & Martial; Physical

Kick: Range 0-1, Damage 4, Deadliness 2
Gear: Umbrella Body (Physical 2)

UMBRELLA YOKAI

The Kasa-Obake is an Otherworldly silhouette 1 creature
that hops on one leg and is easily scared: When it is
Compromised, the Kasa-Obake usually tries to flee.

ALIVE AND LICKING

When making a successful Attack action check, the Kasa-
Obake may spend opportunities in the following way:

¥ ¥ One creature within range 0-1 suffers 2 Strife and
the Dazed condition.

(Creaturedesign by Kso.)

GM Advce;
TheKasaObakeis wdl suited as a comic relie

creature or as an opponent for new characters.

If a -Cs aims to become a wédhown monger
hunter, this is a good and funny way ttad their
guest, ast can on go up from lhere.
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Sidgjuestideas

TheKasaObakelooks funnyand should be
played assuch Thereare a lot of options to use
him to provde comic relief: The stomypight dart
like a straight poltergist tale with ahouse
haurted by ceaks andumpsfrom the dtic and
even a sund like rustling of largevings, and
when thePCenterthe attic, this is what they
find. Another trope subversion would be an
enemy who hasound an invocaion to summon
Yokaj and whenthe big confrontation arives,
thisis all hesummons. Or a senseiending the
young monk ora questto learnhow to throw a
powerfulkick from adKasaObake with no
additional information what that is, andalve the
monkfind an umbrella athe end. That kick him.
- ThePCs milgt be ®nton a questbya
supenatural ceatureto get insight intocrafting
a auperiorkatanafrom a sage on a mountaitop,
and when they reachhie top, all that is there is
this hoping umbrellaThey might not realize
that the KasaObakeis the sagelttey were loking
for.


https://en.wikipedia.org/wiki/Kasa-obake

ADVERSARY CONFLICTRANK: X35 @ .

A Komainu, or Lion Dog, ist a stone guardian, usually
found in front of shrines or palaces in pairs. While in their
form as statue, they have a warding effect on ghosts and
undead, but they can alsc animate and attack, and their
stone bodies makes them tough opponents. When

active, their warding effect is stopped, which can some-
times trap ghosts inside when they turn to statues again.
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Made of Stone: ' Unspeaking:
& Martial; Physical @ Social: Interpersonal

Bite: Range 0-1, Damage 5, Deadliness 5,
Blessed, Snaring

Deafening Roar: Range all in 0-3, Damage 4, Dead-
liness 2, Fitness TN 4 (Earth 2, Fire 5) or Silenced

Gear: Stone Body (Physical 5. Supernatural 4)

DEVOTED GUARDIAN

A Komainu is an Otherworldly being of silhouette 3. In its
statue form, it emits a constant effect like the Threshold
Barrier ritual on the outer edge of the whole building it is
guarding. Usually placed in pairs, one will ward against
ghosts and the other against corporeal undead. While a
Komainu is active, the ward does not work.

FIERCE PROTECTOR

When it detects a creature entering its building that is not
allowed inside, Komainus will animate and attack it until
the offender has left the area or is dead. In statue form,
Komainu do not communicate, when active, they attack,
so it is very hard to reason with them. Because their body
is made of stone, their armor cannot get the Damaged or
Destroyed properties.

THE BODY IS AN ANVIL

A Komainu is constantly protected by the kiho The Body
is an Anvil enhancement effect: When it defends against
damage from an Attack action, the attacker suffers 3
supernatural damage and the Dazed condition.
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GM Advice:

TheKomainuare veryhard to actually wound for
the combat rating. The GM should mentiorath
they are teritorial protectors that do not fothw
fleeing opponents

Sidequestideas

A passdble Komainusidequestwould be the PCs
being caled toan old shrine whos&ami appear
to befurious for an unknowmeason, throwing
things. The PCs are calliedfind out why and
appease them.

The story behindhis is that a weelago, thiewes
tried to rob the shrine, butthe Komainu
awakened andltasedthe robbers off.
Unbeknown to anyone, he irit of a recently
decaasedlocalhad entered the shrine at the
same time, wherthe wardswere down, and
became trapped inside when the ¢tmainu
became statues gain. Ths spirit & the one
causing the commtion.

The P& have to find thabut, and to eactvate
the Komainu long mough for her to leave
without destroying hese holyguadians of the
shrine. For bonus pointshey can try to fid out
what kept the sjirit in this worldin the first place,
and sovle that probem.


https://en.wikipedia.org/wiki/Komainu

ADVERSARY CONFLICTRANK: X3 6 4% 4

Humanoid bats from the Islands of Silk and Spice with
large wings on their arms, Komori are often allied with the
Mantis clan. They tie blades to their wings and slash their
victims when flying past them. When someone is found
dead in a field, slashed by half a dozen cuts, but only his
own footprints can be found near, it is likely that the
Komori have found another victim.
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Quick Reflexes: ' Heartless:
® Martial; Physical @ Social; Interpersonal

Katana-Bladed Wing: Range 1, Damage 4. Dead-
liness 7, Razor-Edged

Gear: Stealth Clothing (Physical 1, additional TN+1
when attacked in Obscuring Terrain)

DEADLY KILLER

The Komori Assassin can fly, so it can move vertically and
ignores negative effects of terrain.

RAPID FLYER

When taking its free movement on its turn or when per-
forming a Maneuver action, the Komori Assassin can
move an additional range band. The Komori uses this to
stay at range 3 of its targets, then swoop in in Water
stance, attack, and move back out of melee reach.

NIGHT VISION

Like bats, Komori can see in total darkness unless they
have the Silenced condition. When flying in darkness,
they can sneak up on humans carrying lanterns up to a
distance of range 3 without making Skulduggery checks.
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GM Advice:

TheKomoriAssassins arasecret @bal of
mercenaryshinobi hiring out their sevices to
samuraiclansor evenmerchantswho have a
vendetta with soneoneabove their station.

Sdequestideas

- The PQouldbe investigating a strange murder,
believed to have beenommitted by the ghost of
asamuraj because ndootprints could be foud
near thecorpse. Thdéamily of that sanuraiis
accuse of raising s sprit from the dead wih
blood magic. But can the B@ind the real killer?
- If the PCs have crossed a powerdiaimyo or
rich merchant he may order an attack othe
PCs.

- The Koma Assassisimay have &en tasled
with stealing something, anthe PG aresent o
get it back. Buhow do you follow aobber that
can fly, and lives high in a mountain cave?


https://usagiyojimbo.fandom.com/wiki/Komori_ninja

ADVERSARY CONFLICTRANK: X33 41
Kumo are intelligent spiders, hailing from Chikusho-do,
the realm of animals. They are the arch-enemies of the
kitzune. A Kumo that lives a hundred years may learn to
take human form, and Kitzune and Kuno impersonators
have fought each other in Rokugan for centuries. Kumo
look like dog-sized spiders. They prefer wild or lonely
places, where prey can get caught in their deadly nets.

@S
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' Patience of a Spider:
® Martial; Physical

Many-Legged:
(3] Martial; Physical

Bite: Range 0-1, Damage 4, Deadliness 4, Snaring :

Gear: Chininous Body (Physical 3)

GIANT SPIDER

A Kumo is an Otherworldly silhouette 1 creature. It can
freely move up walls or trees and on ceilings.

DEADLY POISON

When making a successful Attack action check, the Kumo
may spend opportunities in the following way:

¥ +: If the attack is a critical strike, increase the TN of the
check to resist by 1 per Opportunity spent this way. If the
check to resist fails, the target suffers the Dying (4
rounds) condition in addition to any other effects.

SPIN OBSCURING NET

As a Support action, the Kumo may target a pomt W|th|n
range 2 containing at least one vertical structure like a
wall or tree and cover an area within range 2 of that point
with spiderwebs. The area gains the Obscuring quality.

SPIN RESTRAINING NET

As a Attack action, the Kumo may target a point within
range 2 containing at least one vertical structure like a
wall or tree and cover an area within range 1 of that point
with extremely sticky spiderwebs. If the area is within an
Obscuring Net, it can only be noticed with Vigilance 4+.
A non-kumo entering the area of a Restraining Net or
starting its turn there must make a Fitness TN 3 (Earth 2,
Fire 4) check or be Immobilized. If a creature fails two of
these checks in a row, it is permanently immobilized until
it gains Assistance to retry the check or the net is
destroyed by fire. Weapons will not damage the net.
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GM Advice:

AKumoin an open fld is little chakknge.
Entering a forestcave or ruirwhere a Kumdives
is a diffeent matter, though, for itwill be mogly
covered with Obcuring Netwith afew areas of
Restraining Nets dden inside. The Koo will
stay hidden until an enemy is aght Immobilized
and then do hitandrun attacks in Water Stance
to move infrom aove,bite and move out again.

Sdequestideas

TheKumo are tle foes of theKitsune whichcan
be usedm a numbe of ways

- Akitsunedisguged as a young woman begs the
PG&to rescueher sister from a dark wood. There
is no daughter therehut aKumo theKitsune
does not want to fae itself.

- Akitsunemay be wiling to helpthe PCs in their
regular adventure ithey help it with asmall
spider problem.

- The Fox @n mayput a bounty on anyone
clearing outa certainruin in the Shinomenofrest.
- On the dher hand, the person askiforhelp n
clearing out a rin might alsde an elder Kumo
himself, usig his luman form to lure stangers
into his families nets.


https://en.wikipedia.org/wiki/Tsuchigumo#Y%C5%8Dkai_tsuchigumo

Living Blade

ADVERSARY CONFLICTRANK: X34 480
When a murderer dies, his soul can sometime be trans-
ferred into his weapon. These levitating weapons try to
continue their grisly deeds, but bide their time and may
even be used as regular weapons for a long time, before
suddenly turning on their owner, at the worst moment.
What makes these weapons deadly is also that they seem
to be used by an invisible foe, but noone is there.
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" Lusting for Blood:
® Social; Interpersonal

Hard as Steel:
& Martial; Physical

As weapon, e.g. Katana: Range 1, Damage 4,
Deadliness 5, Razor-Edged, Ceremonial.

Gear: Body of Steel (Physical 4)

BLOODTHIRSTY KILLER

A Living Blade is a Tainted, Otherworldly being of
Silhouette 0-2. It can be any razor-edged weapon, most
often knives or swords.

A Living Blade moves as if being wielded by an invisible
person. Unless they explicitely attack the weapon itself,
characters must roll their attacks against TN+3 (for an
invisible foe in Air stance). Missing the TN gives the
impression that they missed the wielder. If they beat the
TN, they do no damage, but clearly feel that noone is
wielding the weapon.

As the Living Weapon is also an object, it can be killed by
any effect that destroys the weapon. As it is razor-edged,
armor with as much resistance as its damage will damage
it and, if it happens again, destroy it outright. Likewise,
technigues like the Breaking Blow kiho can break it.
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GM Advice:

The LiingBlade is not only a eiengingfoe; it is
alsoa detective story waiting for the PCs. They
might heartales of an invisile killer, mudering
innocents, with only his blogdblade visible. The
plot twist is that there is no invisibleerson there
andthe blade is the murdereall on its own.

If PCs stiggleaganst the foe and if the group
usesthe rules br shields found irshadowlands,
the GM might allow the players to usi@ings like
pans asmprovised shields. Since a shield giaes
resistance of bsich a shield could dangethe
RazofrEdged weapon

Sidgjuestideas

- The PC are on the traiof abloody, invisible
killer. If a PC knowthe Cloak of Night invocation
or ifthey research invibility, they will know that
it is very unommon for a parof the whole to
remain vigble when the wielder goginvsible
Thatmay ke the first clue thathisis notjust a
murderous sugenja.

- If the attacks happen in or near a plasbere
there are moe RazoiEdged weapons, e.g. a
butcher shopor a weapon arsaal, the Living
Blade carhide among the regular vagponsand
attack surprisingly, only to hidegain

- A living Blade mightlao make a godPoisoned
Giftfor a PC: a gift byosneone who only
pretends to be on their side. This wayRPCmight
carry the bhdefor many adventures, my to
suddenly turn on lm atthe worst possible
moment.

- A variaton onthe ldater idea would bethe PC
knowingthat the blade is a Living Blade,tbu
giving it a featue the PCs need, like the ability to
woundspirits. In thisscerario, the PC use the
blade because it is thewnly gotion to fight
spirits, but know theyliterally wield a double
edgedsword.



Long Dragon

ADVERSARY CONFLICTRANK: X312 #8100

A ,Long’ or River Dragon is an ancient elemental creature,
servant of the Fortunes and guardian of great natural
places like streams and lakes. Seeing one is thought to
bring great luck, but they are very rare and secretive.
They know things long forgotten by the lesser races, but
getting one to concern itself with human problems is a
difficult task.

—
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' Non-Human Concerns:
@ Social; Interpersonal

Ancient Wisdom:
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i ORED WEAPONS & GEAF 1
Bite: Range 0-2, Damage 8, Deadliness 8, Razor-
Edged. Blessed.

Breath: as Breath of the Fire Dragon, but using the
Water Ring instead of the Fire Ring

_(_Bear: Scales (Physical 6, Supernqturai 6. Blessed)

CREATURE OF WATER AND AIR

A Long Dragon is an Otherworldly being of Silhouette 4.
It can fly and swim, breathe underwater indefinitely and
grant those abilities to others as long as they touch it.

MASTER OF WATERANDAIR
A Long Dragon can perform any Air or Water invocation as
an action of the appropriate type. Once per scene, it can
do so and automatically succeed with three Bonus
Successes and two Opportunities.

Long Dragons often use the Ever-Changing Waves invo-
cation to take the form of other creatures, like humans.
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GM Advce:

ALongis acelestal being and as such not meant
to be a regular opponent for the PQkisrather a
difficult ally to negotiate with, or a rce of

nature to ke appeased bedre it destroys
whatever offends it.

Sidequestideas

- ALong dragon can serve as a source of
knowledge on creatures, myths, magic and
history.

- When a villager doesomethingtransgessie
that may beentirely ovalookedby his peers, it
might well ange the Long protecting the natural
hahitat, and the PC havto race against time to
find out what the transgression was and repair it
or make amends for it, before trengrydragm
burns downthe village.

- A Loy dragon midnt be a savior wherall seems
lost, capable of even fighting oni onew ground.

- Anenigmaticor powerful NPC that has aided or
thwartedthe PCs goals in the past may well be a
Long in disguise. This &en an option forrather
unruly goupswith the tendency to abuse and
mishandle NP@hey consider weaker than
themselves The wandering herinmight well
really be a dragon.


https://en.wikipedia.org/wiki/Chinese_dragon

Maho Shikigami
MINION CONFLICTRANK: X3 1 4% 1
Created by a dark perversion of the Craft Shikigami ritual
using blood magic, the Maho Shikigami looks like a
normal one: a small origami bird or butterfly. It is way
more dangerous, though, for it can reanimate corpses into
towering Undead Horrors. When these hulks appear again

and again on battlefields, their tiny creator must be found
- and then, the one that created the Maho Shikigami.
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Tireless: Rebellious:

& Martial; Physical @® Social; Interpersonal

Cutting Edge: Range 0. Damage 1, Deadliness 1
Gear: none

PAPER DEFILER

A Maho Shikigami is a Tainted being of Silhouette 0. Be-
cause of its size, it can reroll 2 Dice on any check to hide
or sneak, like as if it had a fitting Distinction. It has the
Skulduggery and Theology skills at Rank 2 each.

TWISTED SUMMONS

As an Intrigue and Support action, the Maho Shikigami
makes a TN 3 Theology (Earth) check targeting 3 corpses
at range 0-2. If successful, it turns them into one Undead
Horror (Shadowlands p. 19). The area at range 0-2 be-
comes Defiled terrain. Once per scene as an action, it may
perform this ability successfully without a check.

FIEND'S RETREAT

Once per scene, as an out-of-turn action when targeted
by an attack, the Maho Shikigami makes a Theology (Air)
check targeting one character at range 2-3. The target
must be Incapacitated or a minion NPC, and the TN of the
check is equal to the target’s vigilance. If it succeeds, the
target is forced to exchange physical locations with the
Maho Shikigami and becomes the target of any attack that
was targeting it.

FLIGHT

A Maho Shikigami can fly. It can move vertically and
ignores the negative effects of terrain.
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GM Advice:

AMaho Sikigamiis lesof abattle threat and
more of an insidious enem. Easily besteth a
skirmishthe Maho Shikgami ains to hide itself,
sneak into where corpses are, like battldéle
and cremation housesnd create its
monstrosities from hiding.

Its rebellious stle means, howeve, that if
important minion NPCare presert, it may
sometimegreveal itself on prpose, to iwvite an
attack, whit it will redirect towards the NPC
with Fiend@ Retreat

Sidequestideas

- AMaho Shikigami is usually natrgly
encowntered. Insead, the PC are catldbecause
anUndead Horrordthreateningavillage, and if
it is destroyed, soorhe next one appearsThe
PCs have to use ingenudaynd cunnirgto find the
Maho Shikigami behind the acts. And if they do
find him, theyhavenot found ts master, who can
alwayscreateanew one. So te Maho Shikigami
islike astep in a quesagainst anahotsukai.

- A MahoShikigami could follow a group of
battle-hardenedPCaround, since these groups
tend to kill bandits, @ninand their like andleave
them lying around. \Wen Uhdead Hbrrors sping
up wherever the goup went, it will soon be the
group iselfthat are targeed by KunWitch
huntersand other inguisitors.

A crafty villain may even befriend the group and
either give tlrem thenormal-seeming origami as a
talismanor sreak itinto their possesbns
Carryingt will cause the Afflicted condition
sooner or laterand having it found in on@
possessionby a witch hunteris enough for a
death-sentence.


https://en.wikipedia.org/wiki/Shikigami

ADVERSARY CONFLICTRANK: X3 6 4 3
A Nue is a bizarre chimera of a beast, a tiger with a
monkey's head and a poisonous snake for a tail. But it
usually hides unseen in a cloud of darkness. It can curse
victims, causing them to gradually wither away unless the
Nue is slain or bargained with. But a Nue is a greedy and
evil creature, and the price it demands is high.
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Stealthy ' Hungry

® Martial; Physical @® Social; Interpersonal

Bite and Claws: Range 0-2, Damage 6,
Deadliness 4, Razor-Edged

Snake-Bite: Range 1, Damage 2, Deadliness 7;

if the Fitness check to mitigate the Critical Strike has
no Successes, target takes the Dying (3 Rounds)
condition.

Gear: Fur (Physical 3, Supernatural 3)

LURKER IN SHADOWS
A Nue is an Otherworldly creature of silhouette 3.

CLOUD OF DARKNESS

While the Nue has taken no damage, a cloud of darkness
engulfs its position to a range of 2 in all directions. It
cannot be seen inside this darkness, and all attacks
targeting it have their Target Number increased by 2. It is
unhindered by the darkness itself. If it takes damage, the
darkness vanishes until its fatigue damage is healed.

WITHERING GAZE

As a Scheme action, the Nue makes a Martial (Air) check
against a target it can see in range 0-3, with the target's
Vigilance as Target Number. If successful, the target takes
one point of Fatigue every hour until it is Incapacitated,
and the Nue heals the same amount of Fatigue. The
damage cannot be healed while the Nue is alive and
within range 0-5.

GM Advce:
The Nue curses a victim and tiestays withira
few hundred meters to slowly draitits life force
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The dallenge when fightig it ishitting it for the
first time, since its TN in Air Stance in its cloud of
darkness is at lest 5. Once it was hit onc¢he
darkness dissipates, andghight gets eder.

Sidequestideas

- A Nue is aurkingthreat that slowly drains its
victims until theyare bed-ridden and helpless. At
that point, whether peasant or lord, threlatives
usualy try to ask shugenja ofokaihunters for
help, which ishow the PCsanbecome involved.
The firstchallergeis identifying tle source of the
curse, thentracking it dwn despite its stelth
skills. Its oud of darkness is actually aadvback
for it during the day, as it has tind a cave or
barn or cellarn which to hie, as huge clouds of
shadow are ratheconspicuousluringthe day. At
night, it likes to lie on rofs.

- Altermatively, a PC himself might be the target
of a Nue, wheter through baduck, or because a
rival pdad it to weaken him, e.g. a fedays before
animportant duel

- A Nue can also bglayed as a Intrigue
encounter It will be bound to any deabtruck,
but will try to useambiguousvordingto mislead.
- TheNue might also be mally to another treat,
like abandof goblins, wio use ts cloud of
darkness toapproach a fortification useen.


https://en.wikipedia.org/wiki/Nue

ADVERSARY CONFLICTRANK: X34 ¥4

A Nurikabe is a trickster spirit, looking like a regular dog if
it closes its third eye. It has the ability to suddenly create
stone walls. It loves to confuse townspeople who, to their
surprise, can't find their way in their own town anymore,
or to trap people in alleys that suddenly seem to have no
exit. It is not malicious, but since its stone walls are per-
manent, a Nurikabe can be a real problem for a town.
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' Prone to Mischief
@ Social; Interpersonal

Inconspicuous
@ Martial; Physical

‘Stony Bite: Range 0-1, Damage 5, Deadliness 4,
Sacred

Gear: Rock-hard Hide (Physical 4, Supernatural 2)

DON'‘T MIND ME

A Nurikabe is an Otherworldly creature of silhouette 1.
Since it looks like a regular dog, it just lies around, and
the victims of its pranks do not connect them to it.

STONEWALLING

A Nurikabe can perform the Wall of Stone invocation at
will, using Artisan (Earth). It gets an automatic additional
Opportunity for the invocation if successful.

It loves to use this to confuse people, or to cut off
pursuers or split groups of enemies if threatened.

GM Advce:
A Nurikabe is a fun confounding challerfge the
PCs: Walls start popping uptheir town without

explanation, and they have to find the reason.

The GM bould be careful to work thensall dog
into the back othe scene description whtout
alertingthe FCs to its relevance.
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Sicdequestideas:

- ANurikame can haunt a town the PCs are in
andthey are asked to help. Identifying it as the
source is challenge number one, catchinglien
it can cu them off with its walls ighalleng
number two.

- While slaying the creature will put an end ttoe
appeaing walls, a moreelegant slution is
bargaining with it. It is a spirit oarth and Air as
such, it may be convinced to let ittbe
enshrinedasa protector spirit for the town its
currently haunthg. When properly venerated and
given offgings, it may beame a vduableally for
the town, suddenly creating walls of defense or
even a fortress when the town is threatened.

- A groupof PCs that eed a ways to defendra
indefensiblevillage from acoming threat may
actually hunt for aNurikabe,catching it and
offering it something tdollow them to the village
they are protecting andreating a fortress for
them, as a twist on the Sen Samurai sty.



Okuri Inu

MINION CONFLICTRANK: X3 2 480
Okuri Inu are ghostly black hounds that haunt moors and
ancient forests. They instantly pounce on travellers that
fall down, which is why legends give advice how to
counter that: Behaving as if one hadn‘t stumbled and in-
stead decided to lie down. This advice has one down-
side: It does not help at all. Some say Okuri Inu only pur-
sue the guilty. Others say, only the innocent.
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Quick Reflexes: Glowing in the Dark:
® Martial; Physical ® Martial; Physical

Bite: Range 0-1, Damage 4, Deadliness 5, Snaring,
can use Rend ability

Gear: Partially Otherworldly Body (Physical 4)

RELENTLESS PURSUER )
An Okuri Inu is an Otherworldly being of Silhouette 2.

REND

When a Okuri Inu succeeds at a Bite attack, the target
makes a Fitness TN 3 (Air 4, Water 1) check or suffers the
Prone condition. Against targets that already suffer the
Prone condition, the Okuri Inu‘s damage is increased by
its Fire ring.
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GM Advce:

The Okurilnu are pretty straightforward enemies
Forlow-level PG, their higher phgicalresistance
is achallenge whie for Hgherlevel PCs, swarm,
tactics whereone brings the target down and ¢h
others rend himwith their bites makes thse
hounds more dangeras than they first appear.

Sidequestldeas

- Okuri Inu resemble the Houd of the

. a1 S NBthdy bultl ®éused to transfer
that story b Rokugan, wita villain using regular
dogs panted with fluorescent olorsto let his
attacks @pear to have ben caused by a
supernatural foce (that surely wuld have no
earthly motive).

- As they are saith some sories to only attack
the guilty, beng attacked byOkuri Inu may
actually have wors cansequences AFER the
fight, whenthose that vewed the event
immediately believe the attackeC is guilty of
some tarible misdeed andavill bring only doom
overthe others.

- Thosetwo ideas can be conieed, withavillain
framing an innocent peson for some evil ded
andthen faking an Okurinu gtack on trat
person,to supportthe impressiorthat that
personis guity.

- On theother hand, in another region, the
legendthat the Okuri Inu only attacthe
innocent nay be widespread and may be used
apervers witchtrial: The accusd is sent in
the moors & night, and if she reirns alive she
surely is awvitch and burned. The PC ay be
taskedby a familywith clandestinelyprotecting
an innocentduring the trial. And it may be that
she is notrinocent of beinga maho tsuka at allX


https://en.wikipedia.org/wiki/Okuri-inu

Onibi (Witch Light)

MINION CONFLICTRANK: X3 2 % 2

A Oniki looks like floating ball of light or fire. It will float in
woods or swamps and move like someone is waving a
torch, tempting travellers to leave the road and get lost.
When they get close, the Onibi flare up and burn their
victims or drain their life force. Onibi can come in swarms,
with one luring travellers close and the others hiding until
they can encircle their prey.
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Never Tiring: ' Hunger for Life Force:

@ Martial; Physical @® Social; Interpersonal

E 7* N S S R O TR L ﬁ
Touch: Range 0, Damage 5, Deadliness 3
Gear: none

VANISHING TRICKSTER
An Onibi is an Otherworldly being of Silhouette 0. It flies,
so it can move vertically and ignore the negative effects
of Terrain. They often try to lure travellers into bogs or

similar hindering terrain.

ARMOR OF RADIANCE

An Onibi can as an action flare up until the end of

the scene. When a character at range 0-1 of a flaming
Onibi begins their turn, they suffer the Burning and Dazed
conditions.
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GM Advce:

TheOnibiare just Mnions, but with their burning
aurathey can ke challengingto overcome for
low-level RCs They have no allegiancesgthey
are usuallynot the minions of some other
creature. If theyappearin a ight, they may
attack both sidesalthough creatures withoutife
force like unded do not nterest them.

Sidequestideas

- An Onibi is agoodfirst impression of a haunted
forestor moor, eve if the PCslo not even
encounte it up close.

- On the other handif the PCsre lost in scha
terrain for a while andinally see a torchlight up
ahed, it is amean twist to have iturn out to be
a ibi instead of arriving help.

- PCanmight be actally waned NOT to provoke
the Oribi, as their faring up may cause Wdfires
to begin Then agai, dong this might be a ay to
lose opponents tracking gm.


https://en.wikipedia.org/wiki/Onibi

MINION CONFLICTRANK: X3 1 @& 1

A Pipe Fox or Kuda-Gitsune looks like a cute mix of fox
and snake. It is slim enough to fit into a shakuhachi flute.
Pipe Foxes bond with humans and become their hidden
helpers, using their magic to steal and spy for them. But
Pipe Foxes multiply quickly when in the care of humans,
so that soon, the up to 75 foxes eat up the ill-gotten for-
tune and make keeping them secret very diificult.
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Stealthy Kittenish

@ Martial; Physical & Social; Interpersonal

Bite: Range 0, Damage 3, Deadliness 2

Gear: none

FAMILIAR CREATURE

A Pipe Fox is an Otherworldly creature of silhouette 0
from Chikusho-do. A Pipe Fox that is fed by a human
forms a magical bond with that person, obeying its
commands, spying on its orders and trying to help with
its abilities, not always to that persons liking. A person
with a bound Pipe Fox is called a kuda-tsukai, they are
feared and persecuted, because objects from jewelry to
whole rice sacks tend to vanish if one lives near.

OBJECT DISPLACEMENT

As a Downtime activity, a Pipe Fox can prepare an object
of silhouette 0-3 it is touching. At the end of the activity,
the object and the Pipe Fox are teleported to a place
within range 6.

HUNGRY MOUTHS

Although weigthing less than a pound, a Pipe Fox eats as
much as a grown human. If it is well fed, a Pipe Fox will
magically split in two after a week, doubling in number
each week until there are 75 of them. If one of the Pipe
Foxes is not well fed, they all leave the kuda-tsukai, but
not without taking anything valuable with them.

GM Advice:

ThePipe Bxis an atmosphert magcal being and
a fun detail for an agenture. But do®be
surprised if a playewants to keep one. Remind
him that a Pipe Fox is a BIG responsiility
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APipe Fox candwused in different ways:

- it might be the reason behindnpossible heists
the PCs are sent to iegtigate

- the Pipe Fox can also besarcere@-Apprentice
story about the dangers of using magic one does
not undergand or control.

-the PG may be askefbr helpby a friend who
has bound oe by accident andow has to deal
with the multiplying voramuseaters. Remember
that killing foxes is baditk!

- one of the PCs might caracrossuch a cute
creature obviously hungry, and feed it \mibut
knowingwhat it is. The Pipe Fox follang thePG
stealingthingsfor him or herandlater even
multiplyingmake for a tin challenge.

- alternatively, a sliewd merchant may sell this
oone-of-a-kind¢ creature to a PC (hi®kition for
the multiplyingfoxes). &ter dealing with the fox,
the PCsnay hae to track down thdravelling
merchant who leaves a tildkusa-tsukai behind.
- a PC who finds a workable stbn for keeping a
Pipe Fox (maybe talking to it with the Nat@e
Touch invocation can helpr somehowserding
its offspring to Chikushdo) gainsavaluabg ally
and spy

- even if a solutions found for he multiplying of
the Pipe Fox, it is impossible to completadgch
it to stop stealing thingsof its master. A kuda
tsukai must deal with soetimes findirg their
hotel room full of rice bag®yr the localdaimydl
katana on their pillow.


https://en.wikipedia.org/wiki/Kuda-gitsune

Shikigami Assassin

ADVERSARY CONFLICTRANK: X33 4% 1
A Shikigami is an origami figure brought to life with a
ritual and imbued with the power to cast invocations.
Shikigami Assassins are used as spies and killers. They

often take forms like black cranes, dragonflies or dragons.
They avoid direct confrontation, hiding or posing as
decoration and attack sleeping targets or poison food.
Their invocation can be deadly in open space, too.
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Tireless:

l Rebellious:
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Cutting Edge: Range 0, Damage1 Deadhness 1+4
Gear: Noxious Poison (2x, on lts Cuttmg Edge)
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PAPER ASSASSIN

A Shikigami Assassin is a being of Silhouette 0. Because
of its small size, it can reroll 2 Dice on any check to hide
or sneak, like as if it had a fitting Distinction. It has a
Skulduggery skill of 3 Ranks.

GRASP OF THE AIR DRAGON

The Shikigami Assassin can cast the Grasp of the Air
Dragon invocation with a Skill Rank of 3. Once per scene
as an action, it may perform it without making a check. It
counts as having 2 bonus successes and 2 Opportunities.

POISONED EDGES

The paper of which the Shikigami Assassin was made is
poisoned with Noxious Poison (Core Rulebook p. 244).
It can use it to poison food or drinks it sneaks up to, and
it also makes its attack more dangerous, especially to
sleeping targets.

FLIGHT

A Shikigami Assassin can fly. It can move vertically and
ignores the negative effects of terrain.

GM Advice:

TheShiki@amiAssassin isot supposed to be a
regular skimish opponent, aiagle atack will
dedroy it. It is meant as avay to posea danger
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tothe PCs wen theirreal enemyhas et to be
revealed.

It is a crafty spy, listening to neersatons, and
poisonirg foad or drinks(which deals a Critical
Hit of Severity 10, so unlss 4 Sccesses are tied
onthe resist checkif does pemanent damage!
It may dso murde sleepingargets, which is
especidly deadly in L5R rules, as Uncdoss
targets cannot defed aganst damageunless
they spend a Void Pointpd increase the
deadlines of attacks gainst them by 10. This
means that tle Shikigami Asssinneedjust two
successewith its attack b causea critical hit of
severity 15 if tle sleepihg target has n&/oid
Pdnts. TheGM should use this ability on £P
with at least o® VoidPoint or on arNPC thePCs
are with first, to showhow big the teat is, not
simply hform the dayerthat their characte is
suddenly crippled or dead.

Sidequestideas

- a craneshikgami may besent as aleadly
present to a PGand only later tun out to be
alive. Adhe crane is a symbol diappinessbeing
sent anorigam crane can baunderstoodas a
message fro a secret admirer.

- the Shikigammay beawatchdog, left in a rom
asdecoration and told to sreak into any intrudes
pocket to follav themto their home

- killingthe Shikigamdoes not sole the problem
as the creator canperform the ritual again ard
send a newonethe next night. Trapping {in a
box etc)deprivesthe opponent ofthe invocation
sealed in the shigami however

- As allshikigami havehe rekelliousDis-
advartage, the ca be goaded ito attackirg if
presented witha seeningly perfet assassination
target, like a seeminglyeepingperson.


https://en.wikipedia.org/wiki/Shikigami

Shikigami Renegade

ADVERSARY CONFLICTRANK: X310 #% 6

When a Shikigami is created more powerful that its
master, it may rebel, either just leave or even slay him,
becoming a free-willed creature of sorcerous power and
chaotic alignment. Some such creatures cause terrible
damage, while others search for young shugenja and
teach them the invocations that form the heart of their

being.
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Metal Claws: Range 0-2, Damage 6, Deadliness 7
in its current form, in its original form: Cutting Edges
(Range 0, Damage 1, Deadliness 1)

Gear: Monstrous Skin (p! (physmal 4, supernatural 4)in
its current form, no gear in original form.

MONSTROUS REBEL

A Shikigami has Silhouette 0, but this one has used Ever-
Changing Waves to turn into the form of an Otherworldly
being of silhouette 3. It has the Theology skill at 3 Ranks.
Once per scene as an action, it may perform one of its
abilities without making a check. It counts as having 2
bonus successes and 2 Opportunities.

EVER-CHANGING WAVES

As a Support action, the Shikigami Renegade makes a TN
4 Theology (Water) check. If successful, it transforms into
a natural animal (see page 325) of silhouette 2. While in
this form, it uses the ring values and abilities of the
creature. Any Fatigue or Strife suffered in one form stays
in the other forms.

¥3+: The new form can be a sentient species or an
Otherworldly being.

i+ The new form may have a silhouette 1 higher or
lower per ¥z spent this way.

EARTHQUAKE

As an Attack action, the Shikigami makes a TN 5 Theology
(Earth) check targeting all in range 0-3. If successful, an
earthquake shakes that area. At the end of each of its
turns, everyone in the area except the Shikigami and fly-
ing creatures makes a TN 5 Fitness check (Air 3, Water 6)
or suffer 8 supernatural damage. The quake lasts 4 turns.
Y5+ A chasm opens beneath the feet of one character in
range, causing that character and anyone at range 0-1 of
them to fall (see Falling on page 269) a number of range
bands equal to & spent this way.

3+ One building per 2 Opportunities spent is destroyed.
Everyone inside must resist with a TN 3 Fitness check
(Air 1, Water 4) to immediately move outside or suffer a
critical strike with severity 10.
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GM Advice:

The ShikigamRenegade iboth a @utionary tale
of lusting fortoo much powe as vell as a shape
changing loreat. It allowsthe GM to have his
group face a variety of magical creatures in a
normaltown setting as the ShikiganRenegade
triesout different forms to ause havoc, hiuflees
if faced with ovewhelming odls and comesdrk
asanother being another the.

Sidequestideas

- A Shikigami Renegadeaipowerful enemy that
is quite challegingand cancause terrible
damageto towns with ts earthquakes.

- The PCanay have hadrivalshugenja as a
nemesisfor a bnger time, ad suddenly have him
peacefullyapproach the grop, asking for help
againsthis Shikigami that teelled and now
cause hawc. The rivais of course iterested in
having the shikigami destroyk to regain he
spelk containedandto craft a rew, better ore,
afterwards. Do the PCs wartteir rival to regin
hispowers?

- A Shikigami Renegade might actually be
befriendedand act as a teeher for powerful
invocationsor as help against anothehteat. It is
chaotic, however, and verywary of losng its
hard-won freedom.

- If a PC has Shigimi himself, famga Shikigami
Renegadésagood way to make hi rethink how
muchpowerto grant hs little helper.


https://en.wikipedia.org/wiki/Shikigami

Tengu Swordmaster

ADVERSARY CONFLICTRANK: X¥ 6 4% 4

Tengu are reclusive Yokai dedicated to a taoist pursuit of
perfection in the art of swordmanship. Samurai seek them
out to learn their secrets, but that is a dangerous quest:

a Tengu Swordmaster will only accept the best pupils, and
they have been known to take a hand of those that do not
meet their high standards.
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Detached from the world:
@ Social; Interpersonal

Quick Reflexes:
® Martial; Physical

Kakita-Pattern Katana: Range 1, Damage 4, DLS 6
(8 two-handed), Razor-Edged, Ceremonial

Gear: Ceremonial Clothes (Physical 1), Daisho
(Kakita-Pattern Katana & Wakizashi), Knife

TAOIST BLADEMASTER

Once per round when targeted by a melee attack and
wielding a weapon one-handed, a Tengu can use his free
hand to trap the foe's weapon. This reduces the TN of his
next attack against the attacker in this scene by 3.
Because of his taoist training, a Tengu's attacks with a
melee weapon in a one-handed grip ignore 6 points of
his target's physical resistance.

HEARTPIERCING STRIKE

As an Attack and Movement action in Fire stance, a Tengu
can make a TN 3 Martial attack against a target in his
weapon's range. If he succeed, the target suffers a critical
strike with severity equal to his weapon's deadliness plus
his bonus successes. The TN of the Fitness check to
resist this critical strike is 3 (Air 4, Water 1) instead of the
normal TN.

DISAPPEARING WORLD STYLE
F

On an Attack in Fire stance, a Tengu can spend 3 in the
following way:

Fire £ +: The targets must resist with a TN 3 Fitness
check (Air 4, Water 1) or suffer the Dazed condition and
fatigue equal to their shortfall. Increase the TN of the
check to resist by 1 per ¥x spent this way.

FLIOHT,

A Tengu may move via @ht vertically and ignore the
negative effects of terrain.
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GM Advce:

The Tengu Swordmaser issuppased to be a
deadlyduelingopponent. Haning a PC duel him
has the very real chance of leading to at lemst
permanent injuy. As suchhe is @signed moe

as a reallireat that isvery dangerouso
chalenge, han as anther opponent to

overcome TheGM slould not send a PQyainst
him without establishing befoehand that this is a
very real threat to the PCsgealth.

When chédlenging hin to be acepted asis
pupil, fighting him as group is noacceptale,
only a oneon-one dud or skirmish.

Ina fight, the tengu will use Hifirst strike to try
to make his oppnent Dazed. His second strike,
using the TaoidBlademaster TNeaduction, will

be aHeartpiercing Strike

If a PC challages the tenguo a dud and wis,
the GV shoulddedde what kindof reward i
suitable for the empaign. Theengu might give
the PCaccess to the Heartpiercing Strike or
DisappeangWorld Style kéa before the usual
rank preregisite, likesome titles doOr it could
teach hin the Waer Fistkiho whenhis school
doesnot usuallygive access tkiho. At the very
least, he could give th PC hi&akita-pattern
daisho.

Sidequestideas

The SwordmasterTengucould makea goodninjo
for ayoung bushito somedg fight the Tagu of
KumaraMountain ard become ts pupil.
Alternatively, asituation like in tle movie47
Roninor the comicUsagi Yojirho, where the
tengu is known as deadly, attie lution is NOT
fighting them, is a pper wayof using this
creature.


https://en.wikipedia.org/wiki/Tengu#Martial_arts

Terracotta Soldier
MINION CONFLICTRANK: X3 2 ¥ 0

Creating Terracotta Soldiers is a recently rediscovered
ancient technique of the Dragon clan, which parts of the
clan wants to use to compensate for the sinking number
of soldiers the clan has. They are human-sized stone
soldiers inhabited by earth kami. They are very resilient,
but can't speak or really think for themselves. They can
also sometimes be found in ancient crypts and shrines.
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GM Advice:
TheTerracotta Soldieris a pretty plain Minion,

ARTISAN 0 MARTIAL2 SCHOLARO  SOCIAL 0 TRADE 0

with few special abilities beyond iterfits

Hard as Stone: Saniiius fika < ho s Conbat Rating ausually high physical resistance

@ Martial; Physical ® Social; Interpersonal It is meant as efter achallenge ér low-level
chamcters, oras a blockein battle tokeepthe
PCs awayrom their primary opponent.

Katana: Range 1, Damage 4, Deadliness 7,

Ceremonial, Razor-Edged. Stequestideas

— - Terracotta Warriors of course make good
guadiansof an ancient tanb or shrine.
- They may be useds a cautionary talecreated

Gear: Terracotta BodT(Physical 4)

Ceramic Soldier or awalened as ahope tofight a siperior army

A Terracotta Soldier is an Otherworldly being. The stone- only to findout they @annot ke deactvated or do

hard body means that any Razor-Edged weapon that hits nolongerfolf 26 GKSANI YIF&0GSNDa 21
them is damaged if it does 5 or less points of damage. D2t §YQa os2ANdendti@Na®ES NB ND

Their armor cannot get the Damaged or Destroyed . .
properties, as it is part of their body. Terracotta Soldiers - They might even be used as a dosday device,

do not age and have the patience of a mountain. with avillain unearthirg hundredsor thousands
of them, and tke PCs havingptfind the method
to get them to become inactiveagain, while
holding wandering groups of them at bay.
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https://en.wikipedia.org/wiki/Terracotta_Army

Totate Gumo

ADVERSARY CONFLICTRANK: X3 6 & .

A Totate Gumo, or Trapdoor Spider Monster, is an ancient
kind of yokai that can be found in the deepest wilderness,
like the Shinomen forest. Totate Gumo hide in pools of
water and have the ability to link the surface with another
water surface, even a puddle. Anyone stepping in the
puddle falls through as if it was a deep hole, and appears
in the Toate Gumo's pool, prey for the spider.
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Many-Legged ' Craven

@ Martial; Physical ® Martial; Physical

Mandibles: Range 0-1, Damage 6, Deadliness 4,
Snaring, a target hit must make a Fitness TN 3
(Earth 2, Fire 4) check or suffer the Dazed and
Bleeding conditions.

Gear: Chitinous Body (Physical 4)

HORROR FROM BELOW

A Totate Gumo is an Otherworldly creature of silhouette 3.
It can breathe underwater and is unhindered by the terrain
quality of water.

DOMINION OF SUIJIN
As a Movement and Scheme action, the Totate Gumo may
connect the surface of the water body it is hiding in with
another water surface within range 1-6 it knows about,
often choosing a shallow puddle. The surfaces become
linked, and the Totate Gumo can peer out of the linked
surface as if she sat below it. Anyone stepping on the
linked surface must succeed at a Survival TN 4 (Void 3,
Fire 5) check or falls through and appears in the Totate
Gumo's pool of water, at which point the Totate Gumo
ends the connection and attacks the isolated target.

A non-aquatic creature treats all deep water as having the
Entangling terrain quality, and while below the surface,

it suffers the Silenced condition and may start suffocating.
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GM Advce:

TheTotate Gumo is a horror, isolating a single
personfrom the groyp and forcinchim/her to
fight in the hndering terain below water The
GM should be careful to not unféyj kill an
unsuspecting PC.

Sdequestldeas

- The Totate Gumo is a great device to represent
the horror of the ancient farsts, untouched and
untamed by men. T@PCs may be travellingitiv
NPCs lié& guides, porters or servants, and one of
them steps into apuddle and simply vanistse
The PCs hurrying to hetmly find a puddle, less
than an inch deep, and no sign of the NPC. Having
this hagen multiple times wil make the PC very
careful wherethey step.

- An alternative setting would be havimgdaimyo
collect a menagerie of strange creature in his
palace, and having his unsuspecting hunters
catch adgiant water pider€ alive, for which he
buildsalarge aquarim to impress his visiting
dignitaries Then, people start to disappear in the
bathsX

- Of course, atraight-forward monster hunt is
always an option: People vanish, and thesPC
have to stop thehreat. A wellprepared P©f
higher rank can fght the fce one-on-one.



ADVERSARY CONFLICTRANK: X34 4 3
Ubume are undead mothers who froze with their newborn
baby in their arms. They appear as grief-bend women in
an area of unnatural cold, trying to hand their child to
passershy, but the weight of their grief makes the child
supernaturally heavy. Dropping the child or laying it onto
the cold ground makes the Ubume fly into a deadly rage.
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Fierce Protector: " Consumed by Grief:
@ Social; Interpersonal & Social; Interpersonal

( i
Freezing Hand: Range 0, Damage 5. Deadliness 3,
target is Immobilized & Burning (in cold flames).

Terrible Wail: all in 0-3, Damage 4, Deadliness 4,
spent 1 Opportunlty per target to make it Dazed

Gear Torn Clothing (Physical 1, Mundane)

FINAL GIFT I el :
An Ubume is an Otherworldly being. The area in 3 Range
Bands around it is freezing cold and hoar-covered. It will
plead with all near to take the baby it holds in its arms.

If she is ignored or threatened, she will lash out. Taking
the child from her will make her thank the helper, but the
baby magically gets heavier and heavier. This requires 3
Fitness checks, one per round, with TN 3, 4 and 5 (one
other character can offer Assistance).

Dropping the baby or laying it down will cause it to vanish
and the Ubume to attack in blind rage. If she is killed, the
frost stays behind, and she will reappear the next dusk.

If the baby is held for all 3 rounds, the Ubume will thank
the helper and vanish forever. The helper is left behind
with a living, healthy baby in their arms. Children of
Ubume often later become talented shugenja and are
destined for extraordinary deeds - either good or terrible.
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GM Advice:

TheUbumeismore dof a storytelling eent than a
fighting challeige, with the fidpt only hagpening
as a failue state of the encanter.

The GM should phaheal for what thePCs can
do with the chid, however.While a simple
solution like givingt to a local villageto raise is
an option, aGM can also useto creae an
uncommon sbry for the PCswho have tocare
for it themseles. Theirs would noteothe anly
story of @amurai trawelling with ababyX

Sideqlestideas

- As this is a storytetig event, its applicatinis
pretty straightforward. The PC miglaiither be
called by villgers o investigde the spody hut
coverd in haar, or whentravellingin winter,
might comeacross theUbume by thevaysde
without evenrealizingthat that is notaregular
woman they ae dealing with until theystruggle
to not drop theheavy child.

- The GM @n u® thechild as dong-term stary
element: If thePC give ito a vilager to rai,
they might meet it agin, years lder (or perhaps
it grows unnaturalf fast), and they haveotdeal
with the consequenes of theirdeciion


https://en.wikipedia.org/wiki/Ubume

Undertaker

ADVERSARY CONFLICTRANK: X3 8 ¥ 5
Undertakers are earth spirits that used to be seen as both
guardians and consumers of the bodies of buried dead.
When Rokugan started to burn their dead instead, these
creatures started to hunger, and turn evil. Today, Under-
takers will make their own corpses, by creating quicksand
to swallow their victims. But their knowledge of the
locations of all buried corpses in an area may be valuable.
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| Hungry
@® Social; Interpersonal

Earth Camouflage
® Martial; Physical

Claw: Range 0-1, Damage 5, Deadliness 5, Snaring

Gear: Stone Body (Physical 4, Supernatural 2)

CHTHONIC CREATURE

An Undertaker is an Otherworldly Tainted creature of
silhouette 2.

CREATE QUICKSAND

As a Scheme action, an Undertaker can turn terrain

made of sand or earth (not stone) within Range 0-3 of it
into quicksand, which has the Entangling terrain quality,
until the end of the scene. A creature starting its turn on
quicksand must succeed at a Fitness TN 3 (Earth 2, Fire 5)
check or sink and suffer the Immobilized condition. A
creature that failed two such checks in a row suffers the
Immobilized and Dazed conditions. A creature that failed
three checks in a row suffers the Incapacitated condition
and starts to suffocate (Core Rulebook p. 269) until
rescued. Creatures that are within Range 0-1 of a sinking
creature can try to rescue it as a Scheme action with the
same check as above. If successful, the sinking creature
counts as having one less consecutive failure per
successful rescue action. The Undertaker in unaffected by
its quicksand.

GM Adrice:

TheUndertekerrepresents an interesting combat
challenge because the PCs haveigbtfboth it

and the quicksand beeath their feet.lt should

not be used where there is nefrain it can
change.
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Sdequestideas

- An Undertaker can besed as a straightforward
combat encounter, made interesting if PCs start
to sink and thus cannahove to engage¢he
enemy taether.

- Alternatively, an Undertaker can be used as
socialencounter. As a formeguardianof the
buried, an Undertaker knows the location of any
buriedcorpses in its area, no matter when or by
whom it was done. So haight have information
on hidden muder victims,ancienttombs long
forgotten or the location of heirlooms buried
whentheir owner died ora battlefield. He will
demand a corpse for a corpseowever.

- An Undertaker can belgyed as a tragic te, of
an eath spirit that himself is avictim of the
changing imes following the war with Fu Leng.
Perhapst is possible toleanse it and return it to
its former Earth Kami statusitl the proper
purificationritualsand invocationandregular
offerings of paper cqses instead foreal ones?



White-Haired Witch

ADVERSARY CONFLCTRANK: X35 4% 4

A holdover from the time before the Kami fell to earth, the
White-Haired Witches are a secret tradition of sorceresses
from an older, less ordered time. They hide their identities
and pretend to be just midwifes and herbalists, but they
have strange and dark powers and try to undermine the
reign of the Kami and samurai, using all methods at their
disposal, including animal spies they can talk to.
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" Violent Rages:
@ Social; Interpersonal

Tough as Leather:
® Martial; Physical

Prehensile Hair: Range 0-3, Damage 3, Dead-
liness 5, Razor-Edged, Snaring.

Gear: Ragged travelling clothes (Physical 2), knife,
2x Noxious Poison among various tinctures

SORCERESS : )

A White-Haired Witch can use any invocation up to Rank 3
and channel them. Once per scene, she can cast an invo-
cation and attack with her Prehensile Hair in the same
action.

SILENT ELIMINATION

As an Attack and Movement action using her Prehensile
Hair, a White-Haired Witch may make a TN 3 Martial check
targeting a living character of Silhouette 0-2 in range 0-3.
If she successfully performed this action against the same
target in the previous round, reduce the TN by 2 (min. 1).

Effects: If she succeed, the target suffers the Immobilized
and Silenced condition, and is pulled to Range 0 of her.

If the target chooses to perform Attack actions, they are
limited to making Martial Arts [Unarmed] checks, and they
must increase the TN by 1.

¥ If she succeed and the target is a Minion, they suffer
the Unconscious condition.

¥ +: If she succeed, the target suffers 2 Fatigue and 2
Strife per &5 . If the target suffers Fatigue exceeding their
Endurance as a result of this, they suffer the Unconscious
condition in addition to the Incapacitated condition.

¥ ¥5: If she succeed, she and her target move one Range

Band, ending at range 0 of each other.
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GM Advce:

TheWhite-Haired Witch is suppseedto be a
leader d minionsthat provides a chaléenge even
to veteran PCdHer SilenElimnation abilty
allows her tomostly shut devn one shugenja or
bushi and can be creativellombined wit e.g.
the Callupon the Wind inocation, to fly above,
lift atarget upand drq it afterwards.
Alternatively, she makes a decent stubi-like
opponent, sneakingri, eiminating watchmen,
poisoring food and the like.fis way, a White
Haired Witch may bean opponent far the PCs
whose dentity remains tnknown fora longer
time.

Sincethe White-Haired Wtch can cas
invocations, it is adsable that he GMfamiliarize
himself with some of those, sthe combat does
not getbogged down in ruleseading.

Sidequest Ideas

- The WhiteHaired Wtch might be a bil for
overconfident PG, whoare onlytoo happyto
oblige wken challenged to a duddy an old
woman.

- She might b thearchetypical evil witchand
thus be the perpetrtor behind attacks om
village or bwn, from a posoned well to amal
attacksto nightly abdut¢ions of chitiren.

- She mindbe a mastrmind behird the scenes,
moving heminions andhe RC about likeehes-
pieces, using Mask of Wi to impersonate
multiple NPCs the PCs getkiow.

- She night be the wi® hermit that giesthe PC
important information, and onlylater to turn out
to havebeen the eremy all along.



Young Bulgasari

MINION CONFLICTRANK: X3 2 480

Highly sought after by Agasha alchemists and feared by
bushi, a Bulgasari is a lion-bodied and elefant-headed
creature that can eat metal. With enough food, they can
over decades grow to gigantic proportions, but as they
have been hunted nearly to extinction (with stone
weapons), nowadays people only encounter young ones
of about the size of a small dog.
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00 HONOR ENDURANCE 10
‘ 00 GLORY o e COMPOSURE 12 ‘
j 00 STATUS FOCUS 5
’ VIGILANCE 3
ARTISAN 0  MARTIAL2 SCHOLARO  SOCIAL 0 TRADE 0

Tough as Nails:
& Martial; Physical

Hunger for Metal:
@ Social; Interpersonal

Bite: Range 0, Damage 4, Deadliness 2, Bleeding
when causing damage beyond target's resistance

Gear: Metal Fur (Resistance 4)

STEEL BITE

A Young Bulgasari is an Otherworldly being of silhouette 1.

It can spend Opportunities on its attacks to deal the
Damaged property to one metal weapon, armor or
accessible item per Opportunity spent.

A Bulgasari can smell metal. It will flee from humans that
carry none, but hungrily attack those that carry a lot of it,
e.g. Ashigaru or Laquered Armor.

FLEET OF FOOT

A Young Bulgasari can move two Range Bands on its
free movement, instead of one.
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GM Advce:
TheYoungBulgasaris both a souce of fun and
an uncommorchallenge r the PCs.

Hunting asmal weird-looking animal, only for it
to suddenly turn aroundiump the nearest
hunter and lite chunks ait of their armor canbe
quite asurprise.

On the other hand, being facedtithese
critters when traversing the Shadowlads a the
Shinomen can be quitdangerais, whenoptions
to repairdamaged or destroyed wagpons or
armor is difficul to find. The GMshoud keep in
mind that this ercounter can thus have
consequences for subgaent ones.

Sidequed Ideas

- An Agasha Alcimeist might send the PCs on a
hunting trip.

- TheBulgasa might beaworthy offering to e
Fortunes when prayingf sanething
exceotional, oran organ might be a ecessary
ingredientfor an obscure ritual tadchieve an
important effed.

- It might jug be a seemirgly random encounte
that makes a log voyagenuch more
problematic and challeging.

- Catching one alivandsneaking ibnto an
eneY € Qa&le armory midnt not be the very
definition of asymmetriavarfare. It nodoubt will
make for a legendgy story to bolster the fame of
the PCsthough

- Over dong time,a well-fed Bulgasartan grow
into Godzillalike proportions. Preenting that
might require huntsin dangeros forests



