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PEARPL HARPBOR DECEMBER:
VILLAINS OF WWII

BY CHARLES RICE &§ MIKE LAFFERTY

“We have driven your navy from the seas. We have seized all strategic points to allow us to project
power over waters that will belong to us for 1,000 years. Soon, we will unite Asia and the South Pa-
cific into a Co-Prosperity Sphere. And we know of the force you are training, the so-called Vigilance
Force.

Do not bring this force, or any of your ships into the Pacific or they will be destroyed. We are: Desu-
masuku, Ikkitousen, Kaibutsu, Katanamochi, Kogoejini and Kojiki.. We are your American Nightmare.
We are Shinjuwan Juunigatsu. Pearl Harbor December.”

-- Message delivered to the Top Secret Tuskeegee Superhuman Testing and Training Range,
home of the United States Headquarters for Emergency Response, December 8th, 1941.

Named in honor of their dramatic victory over the United States Navy, Shinjuwan Juunigatsu cut a
swath of terror across China and the South Pacific during the early days of WWII. Although the al-

lied teams, Britain’s Crown Guard and America’s Vigilance Force, worked together a good deal of the
time, it was primarily the Vigilance Force that dealt with this force, slowly driving them back toward the
home island of Japan.

Once an invasion of Japan loomed, the force confined itself to Japan, since their primary responsibil-
ity was the personal safety of the Emperor. In many ways, this was the final blow for their German
counterparts, as it allowed the Crown Guard and Vigilance Force to work together to rout Germany’s
Eugenics Brigade.

At its strongest Pearl Harbor December consisted of: Desumasuku, Ikkitousen, Kaibutsu, Katanamo-
chi, Kogoejini and Kojiki.
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SHINIUWAN JULNIGAT SL (PeARPL HARBOR DECEMBER)

Banmin “Savage Men” (43 pts)

Prowess 7
Coordination 8
Strength 7
Intellect 1
Awareness 2
Willpower 2

Stamina 9

Specialties
Athletics

Powers
Invulnerability 5
Strike 5 (Slashing)
Regeneration 5

Qualities
Feral mutated menace

Challenges
Social : Inhuman. Cannot relate or speak.
Weakness : Driven mad by rage

Background: After-action report: Sgt. William
Manning

It was about 0300 when we first heard
them. Screaming, more like animals then men,
like monkeys driven wild with a lust for blood.
They came past the tree line in a mass, ignoring
everything. We had to hit them several times be-
fore they went down and before we knew it they
were on us. Some of them had been American,
most seemed to be Chinese but they weren’t
men anymore. They were twisted caricatures of
men. Thank god for the flamethrowers. That was
the only thing that had the slightest effect on
them psychologically. We drove them back
into some caves and then we just blew those
caves and sealed them inside. | guess some of
the boys from that new alphabet soup group,
U.S.H.E.R. are going to go into those caves for
samples and to capture the survivors. Good luck
to them.

Ikkitousen “Matchless Warrior” (52 pts)

Prowess 6
Coordination 5
Strength 5
Intellect 4
Awareness 6
Willpower 4

Stamina 9

Specialities
Martial Arts Master
Weapons Expert (Bows)

Powers

Blast 5 (Compound Bow)
Deflection 10 (Enchanted Bo Staff)
Strike 4 (Enchanted Bo Staff)

Qualities
Epithet: Mystic Master of the martial arts

Challenges
Enemy: Allied Supersoldiers

Background: Reconnaissance Report: Ikkitou-
sen

At first glance he appears to be a simple
warrior, hopelessly outclassed on a modern
battlefield, bearing a bow and staff, like some-
thing out of the 17th century.
However, he has been witnessed deflecting bul-
lets, even rockets with the staff he carries, which
is made out of something other than simple
wood. He does not use this to attack though,
preferring his hands at close range, which he
wields with deadly precision.
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Desumasuku “Death Mask” (52 pts)

Prowess 6
Coordination 8
Strength 6
Intellect 4
Awareness 3
Willpower 3

Stamina 9

Specialties
Aerial Combat
Military
Martial Arts Expert

Powers
Invulnerability 3 - (Device) Desumasuku
Battlesuit
Blast 7 - (Device) Desumasuku Battlesuit
Super-Speed 3 - (Device) Desumasuku
Battlesuit
Flight 5 - (Device) Desumasuku Battlesuit

Qualities
Epithet: Emperor’s Hirohito’s Armored
Whirlwind!

Challenges
Enemy : Allied super soldiers

Background: Reconnaissance Report: Desuma-
Suku

The ultimate expression of Japanese sci-
ence, the Desumasuku battlesuit is an expres-
sion of Japanese ideals as well. The suit offers
little in the way of protection, emphasizing speed
and grace over power. In addition to a power-
ful shoulder mounted cannon capable of rapid
fire or explosive discharge, the wearer of the
suit, name unknown, is highly trained in Eastern
hand-to-hand combat techniques.
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Kaibutsu “Monster” (44 pts)

Prowess 8
Coordination 7
Strength 9
Intellect 5
Awareness 4
Willpower 4

Stamina 13

Specialties
Mental Resistance
Athletics Master
Wrestling Master

Powers

(enhanced Strength, Coordination and Prowess)
Qualities

Soul of a poet in the body of a brute

Challenges

Enemy : Allied Super-soldiers

Social: Appearance. Enormous, red-skinned
mutant

Background: Reconnaissance Report: Kaibutsu

This enormous, red-skinned mutant is
quiet, intelligent and one of the most powerful
members of the Emperor’s meta-human strike
force.
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Katanamochi “Sword Bearer” (50 pts)

Prowess 6
Coordination 5
Strength 5
;\ Intellect 3
Awareness 3
)’- Willpower 4

Stamina 9

Specialties
Weapons Master (Blades)
Martial Arts Expert
Mental Resistance

Powers
Strike Device 6 (Slashing) - Kamikaze Katana
Elemental Control (Air) Device 6 - Kamikaze
Katana
Attacking - Lightning Blast
Moving - Riding the Wind

Qualities
Epithet : Divine Protector of Japan
Catchphrase : None can stand against me!
Motivation : Protect the Emperor

Challenges
Enemy : Allied Super-soldiers

Background: Reconnaissance Report: Katana-
mochi

The Emperor’s personal guard, this war-
rior has been trained from birth to wield the
Kamikaze blade, an ancient weapon capable of
controlling the weather and wielded by the Em-
peror’s chosen protector of Japan for centuries.
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Kogoejini “Hypothermia” (52 pts)

Prowess 4
Coordination 5
Strength 4
Intellect 4
Awareness 4
Willpower 4

Stamina 8

Specialties
Aerial Combat
Martial Arts Expert

Powers
Flight 3 - lce Ramp
Elemental Control (Ice) 7
Attacking - Ice Blast
Creating
Defense (Ice Armor)

Qualities
Member of military elite
Loyalty is to the military first
Catchphrase: Die with honor!

Challenges
Enemy : Allied super soldiers

Background: Reconnaissance Report: Kogoejini
A high-ranking military officer, Kogoejini’s
mutant powers have been well known to his gov-
ernment since puberty.
He has been groomed to lead from a young age
by the ruling military elite of the new Japanese
empire and when other nations began to field
teams of meta-humans to aid in their war efforts,
Kogoejini was the natural choice to lead Japan’s
small, powerful team. That his first loyalty is to
the military is no doubt a plus in the eyes of his
superior.
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Kojiki “Ancient Chronicle” (54 pts)

Prowess 4
Coordination 4
Strength 3
Intellect 5
Awareness 5
Willpower 5

Stamina 8

Specialties
Mental Resistance Master
Aerial Combat
Weapons Expert (Blades)

Powers
Telekinesis 6
Flight
Blast
Mental Blast 4
Mind Control 5

Immortality 1

Qualities

Catchphrase : “l do not need to defeat you. You
defeat yourself.”

Epithet : Immortal Master of Mental Disciplines

Challenges
Enemy : Allied super soldiers

Background: Reconnaissance Report: Kojiki

Reports on how old this powerful meta-
human psychic actually is differ greatly. Outward-
ly he appears over 70, yet displays an energy
level that belies his advanced age. According to
intelligence sources inside Japan, this individual
claims to have been advisor to the leaders of
Japan going back at least to the early Tokugawa
shogunate, which would make him centuries
old.

Such a claim would normally be laughed
off as propaganda. But these days....
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OPEN GAME LICENSE

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright
and/or trademark owners who have contributed Open
Game Content; (b)’Derivative Material” means copy-
righted material including derivative works and trans-
lations (including into other computer languages),
potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to re-
produce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d)’Open
Game Content” means the game mechanic and
includes the methods, procedures, processes and
routines to the extent such content does not embody
the Product Identity and is an enhancement over the
prior art and any additional content clearly identi-
fied as Open Game Content by the Contributor, and
means any work covered by this License, including
translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) “Prod-
uct Identity” means product and product line names,
logos and identifying marks including trade dress; ar-
tifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic,
photographic and other visual or audio representa-
tions; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, like-
nesses and special abilities; places, locations, envi-
ronments, creatures, equipment, magical or super-
natural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered
trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its
products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You”
or “Your” means the licensee in terms of this agree-
ment.

2. The License: This License applies to any Open
Game Content that contains a notice indicating that
the Open Game Content may only be Used under
and in terms of this License. You must affix such a
notice to any Open Game Content that you Use.
No terms may be added to or subtracted from this
License except as described by the License itself.
No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, non-exclu-
sive license with the exact terms of this License to
Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your origi-
nal creation and/or You have sufficient rights to grant
the rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying
or distributing, and You must add the title, the copy-
right date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use

any Product Identity, including as an indication as

to compatibility, except as expressly licensed in
another, independent Agreement with the owner of
each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except
as expressly licensed in another, independent Agree-
ment with the owner of such Trademark or Regis-
tered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge
to the ownership of that Product Identity. The owner
of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that
Product Identity.

8. ldentification: If you distribute Open Game Content
You must clearly indicate which portions of the work
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that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License
to copy, modify and distribute any Open Game Con-
tent originally distributed under any version of this
License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of
any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You

to comply with any of the terms of this License with
respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material
so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and

fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is
held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards
of the Coast, Inc.

Fudge System Reference Document, Copyright
2005, Grey Ghost Press, Inc.; Authors Steffan
O’Sullivan and Ann Dupuis, with additional material
by Peter Bonney, Deird’Re Brooks, Reimer Beh-
rends, Shawn Garbett, Steven Hammond, Ed Heil,
Bernard Hsiung, Sedge Lewis, Gordon McCormick,
Kent Matthewson, Peter Mikelsons, Anthony Rob-
erson, Andy Skinner, Stephan Szabo, John Ughrin,
Dmitri Zagidulin.

FATE (Fantastic Adventures in Tabletop Entertain-
ment), Copyright 2003 by Evil Hat Productions LLC;
Authors Robert Donoghue and Fred Hicks.

Spirit of the Century, Copyright 2006, Evil Hat Pro-
ductions LLC. Authors Robert Donoghue, Fred Hicks,

and Leonard Balsera.

Icons, Copyright 2010, Steve Kenson, published
exclusively by Adamant Entertainment in partnership
with Cubicle Seven Entertainment, Ltd.

Pearl Harbor December: Villains of WWII, Copyright
2010, RPGObjects; Authors Charles Rice, Mike Laf-
ferty.

OPEN GAMING CONTENT

Designation of Product Identity: The following
terms are designated as product identity as outline in
section 1(a) of the Open Gaming License: PRDA and
Splinter Radicals.

Designation of Open Gaming Content: The
following sections of Pearl Harbor December: Vil-
lains of WWI|I is designated as open gaming content
except for terms defined as product identity above.
All illustrations, pictures, and diagrams are Product
identity and property of RPGObjects™.

The introduction is closed content. All other text is
open content.

- PAEGE 9



