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THE HEAVENLY ARMY AND THE CHI WAR

Within the year, self-styled “Heavenly King” Hong Xiuquan will mobilize his followers and seek to overthrow
the Qing dynasty. Several important feng shui sites of Confucian or Buddhist significance will be destroyed.
Within two years, he will form the Taiping Heavenly Kingdom and seize large sections of southern China.
Millions will die during the Taiping Rebellion before the conflict ends in 1864. With armies of loyal followers
and a leader who believes he’s related to God, if the Heavenly Army became aware of the significance of feng
shui sites and the Chi War, they could have a major effect on China, and ultimately the world.

It’s possible Hong is already controlled or influenced by the Ascended. Hong studied with a Baptist minister,
the fantastically named Issachar Jacox Roberts, and these studies helped shape his beliefs. Roberts could
have been an Order of the Wheel member sent to influence Chinese development and policy. Of course
Roberts could also be a shapeshifted Lotus sorcerer or demon, or an agent of one of the Four Monarchs, or
just a regular preacher.

The source of Hong’s visions that ultimately led to the formation of the Heavenly Army and Taiping
Rebellion are another factor. Was he simply crazy, or did someone give him these visions as part of an
elaborate plan to create a new realm within China? Inspiring a failed bureaucrat with crazy visions to carve
out his own kingdom is a plot so convoluted it has Ming I, Queen of the Darkness Pagoda, written all over
it, and the group’s Christian ideology could hint at her brother Huan Ken’s involvement.

In any event, it wouldn't take much to push Hong and his followers to get involved in the destruction of
“heretic” feng shui sites and the control and repurposing of others. They could be mook soldiers and puppets
for an existing faction, or even become their own group.
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BLOWING UP SEOUL

DARKEST SEOUL

Many films set in contemporary Seoul and other parts of South Korea are noticeably darker than their Hong
Kong and Chinese counterparts, especially given the reality of Chinese government censorship. Even heroes
and other morally upstanding characters end up making serious compromises to accepted morality to achieve
their goals. Violence, mutilation, and other mature and shocking images and themes are common. The result is
many compelling and powerful stories that some might find too nihilistic, intense, or disturbing. Films like 1
Saw the Devil or Oldboy (2003) are fantastic, compelling films in many ways, but they are also filled with scenes
of extreme violence that not only don’t pull punches, but often windup to deliver haymakers.

As a friendly warning, particularly violent or intense selections in the Film Library section for Seoul are
listed under the (Dark) subheading. They are highly recommended for their stories and themes, but they
might be too much for some viewers and are absolutely not suitable for younger audiences. Yes, that means
they are exceptionally intense and violent for Asian action and crime films—seriously.

16







@ CHAPTER 3: MODERN PROBLEMS ({i)

WHY YOU GO THERE

WHO YOU FIGHT

WHERE YOU FIGHT




@ CHAPTER 3: MODERN PROBLEMS ({i)

FILM LIBRARY

BLOWING UP
TOKYO

19



@ CHAPTER 3: MODERN PROBLEMS ({i)

JAPANESE ACTION THEATER

Of course, Japanese cinema has a long history of action and
violence. While China has the market on kung fu, in Japan, A SHATTERED SKYLIGHT,
the samurai flick is king. Action in Japanese film is varied BLOOD RAINING. A SUDDEN STORM.

and colorful, whether it’s high-color laser-filled anime with

giant robots, latex costumed super sentai warriors fighting, SHARDS OF GLASS, STAR-LIKE.

live action against a background of pyrotechnics, or the

glorious joy of men in rubber costumes destroying scale-model versions of Tokyo. Despite the over-the-
top antics, much of Japanese action film draws from ancient sources. Traditional Japanese theater leaves its
mark on film and TV with traditional beats and flags that the audience is already familiar with. You can tell
who will win a fight thanks to staging and character behavior. While you can dig into specific subgenres
of action movies in Japan, and have a damn fine time with kaiju or latex costumes, the following beats will
bring a taste and feel of Japanese action. This is in no way meant to bring authenticity or be a replacement
for the study and enjoyment of actual Japanese productions, of course. Everyone should watch Yojimbo or
Rashomon at least once in their lives, why not do it as research for your game?

THEATER TRICKS

Noh and kabuki theater come with sets of rules you can troll for WITH NO NAME, CAN
ideas, storylines, and pacing. Heroes fight from right to left. Or, you HE BE MOURNED?
might borrow from rakugo performance, turning your body to face NEVER MIND

in opposite directions to indicate two people talking to each other. HERE COME MORE MOOKS
Staging matters, and details like how far across the stage is, where :
a bridge was placed, or how the stage was painted, could make or break a performance. Every costume detail
means something, so consider the colors you describe. What do white and red mean in Japan? What does
a light pink, flowered dress say about a character? Your NPCs probably won't be wearing noh masks but
consider naming them in ways that suggest what mask they would wear if they were masked archetypes

THE COOL IS IN THE PAUSE

Speed and flurries of fighting are the norm for action flicks but the drama, the tension, and the sheer cool isn't
found there. It’s in the pauses, the breaks that come before or after the fatal blow is struck. A full, tense beat
where the audience doesn’t know who lived and who died is necessary to do Japanese action right. Break up
a crazy, intense fight with a single moment of crystalline clarity, watch the cherry blossoms fall, and then let
the bodies hit the floor.

THE DRAMA IS IN THE SLOW MO

Of course, Kurosawa made slow motion famous with Seven Samurai in the fifties, but it has brought drama to
audiences since ancient times in Japan, and you better use it. Sometimes mooks just die, but sometimes, they
die in slow motion.
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THE HARLEM CONNECTION

'The Eaters of the Lotus are using the unusual conjunction of the two 1970s Pop-Up junctures in both Hong
Kong and Harlem in 1973 to make an all-out bid to gain control of key feng shui sites in the recent past.
To finance their operations they are using the Netherworld to smuggle heroin from Hong Kong to Harlem.
'The magical energies of the Netherworld and the Lotus’s own alchemists have been experimenting with
their product, making a highly addictive and potently supernatural strain of heroin which they have plans to
unleashed on both major world markets in the 1970s.

Their main goal in the past is to gather enough feng shui sites to wake the demon Kun Chau who inhabits
Lantau Island. If the island awakens in 1973 and manages to acquire enough power to open a portal to her
Contemporary and Ancient Portals then the Hong Kong 73 Pop-Up juncture might not remain a short lived
Pop-Up juncture for long.
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DISTRACTIONS HARLEM BEATDOWN

FILM LIBRARY

THE MAN

The idea of the Man who controls everything is a real and tangible idea in 1973. The Man is the face of
oppression and power. In Feng Shui 2 the Man is obviously connected to the Ascended and their multilayered
conspiracy, but just where he sits in the hierarchy is the question. Is it a corrupt cop or police commissioner? A
Mafia godfather or a politician? Any and all could be the face of the Man in Harlem Beatdown. There is also
a similar idea in Hong Kong 73 in the form of the Big Boss and Mr. Big.
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THE HONG KONG CONNECTION

Harlem Beatdown and Hong Kong 73 are a unique set of Pop-Up Junctures. They are happening concurrently,
and in a time and technological period where both locations are only a long jumbo-jet ride away from each
other. If one juncture starts to close it may be possible to race to the other to avoid getting trapped in the past.

They are also close enough in time to the Contemporary Juncture that trapped innerwalkers could take the
long way home to the Contemporary Juncture. 40+ years is a long time to wait, but it is possible, and for long-
lived Supernatural Creatures and semi-immortal Sorcerers it’s practically an eye blink.

Plus both cities and Pop-Up Junctures have much in common and a lot going on in the 1970s. All the reasons
to go to Harlem also apply to Hong Kong especially if you want to check out some authentic HK Chopsocky
action in your funky exploitation cinema groove.

The Lotus in particular are taking advantage of the simultaneous 1973 Pop-Up Junctures, and are using the
Netherworld to smuggle heroin from Hong Kong to sell on the streets of New York. But not just any heroin,
the mystic energies from the Netherworld and the Lotus’s own alchemists have charged it with supernatural
power. What will happen if a big shipment is unloaded in NYC?

They much prefer Hong Kong with its high magic levels, but by coordinating strikes from both cities and
unleashing a flood of supernatural heroin onto the streets of Hong Kong and Harlem, the Lotus might just be
able to gather enough feng shui sites to make a permanent gateway to 1973 a reality.
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GUNS GUNS NONE

Hey, Japan doesn’t have guns. Really, look it up, there’s like, six or something. What do you do about that when
some archetypes are straight up built for guns? Well, there’s two ways, really. The best solution is to remember this
is an action flick, and they break the rules sometimes; maybe mention no one else — even the cops — have guns
and people think you're crazy for having them. But other than NPC reactions, don’t sweat it. The second choice is
to steer players away from archetypes that are gun-heavy, and replace gun-related skills or attacks with other things,
but this is clearly the least interesting of the two.

THE PACHI'NEKO
PACHINKO PARLOR OPENER
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PAPPI WAITO

What it is: It’s basically an opiate laced with ancient magic and alchemy. It’s water-soluble. It’s nasty, addictive,
and super dangerous. Drug abuse is bad, the more you know, right?

What it does: What it does: Initially, a quick rush of euphoria, a feeling of wellbeing, and a surge of energy,
just like any other opiate. But the user’s veins become UV reactive, and if they’re exposed to black light in an
otherwise dark setting, it triggers a horrific transformation.

 Veins glow and pull towards the surface of the skin

¢ Muscles twitch and shiver, and movements become jerky, puppet-like, and filled with a spooky supernatural
strength

¢ Teeth and fingernails sharpen, lengthen, and fluoresce a blazing white

e Skin calcifies into patchy body armor

Or, you know, whatever you want the monsters to look like for your game. If the monsters can be cured or not
is up to you.

COMBAT MANAGER
APP SCENE LINK

SEQUENCE
3

Toothy
Claws

Sorcerous Saito

Lotus Face Tattoo

With a Pool Cue
Oyaji-of-the-Dead
Mutant Monster Mooks
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WITH A POOL CU
SORCEROUS SAITO, LOTUS FACE TATTOO FEATURED FOE
FEATURED FOES CREATURE DEF TOU SPEED

SORCERY DEF TOU SPEED

TOOTHY AND CLAWS
FEATURED FOE

CREATURE DEF TOU SPEED

OYAJI-OF-THE-DEAD
FEATURED FOE
MARTIAL ARTS  DEF TOU SPEED
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FLASHBACK

TRAVELING TO EDO

The “portals” to Edo are not true portals leading
to this point in the ancient past. They do not pass
through the Netherworld. Rather, they are rips
in time and space, and that is why direct physical
transportation into the juncture is impossible.
This strange aberrant behavior allows only the
heroes’ spirits to travel into Tokyo’s past. It’s a
mystery the characters can look into after the
adventure is over. Or, they could not worry too
much about it because they’ve got better things to
do and gangsters to punch. Is it possible that the
characters can find other such tears and move, as
spirits, into their past selves to delve into ancient
Japan for it’s mysteries and powers? Maybe. But
that’ll take a sequel.

(Incidentally, Ancient Edo makes for a great pop-
up juncture if youre willing to do a little legwork
to develop it.)
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FIGHT!

At the time of this writing, “fight”
J%L is an English word quite popular
in Japan. However, rather than
violence, it suggests competition.

CONNECTIVE TISSUE I zlg So, fight your best, heroes!

FALLING PETALS AS
THE RAIN FALLS

COMBAT MANAGER
APP SCENE LINK
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SEQUENCE
2 3
Hiore Yukiko

Hikara-chan

Hello Pity

Dorama Mama

Sailor Mercy

Company Man-Slaughter

Die-Con

Mooks

YUKIKO
FEATURED FOE

MARTIAL ARTS DEF TOU

THE OTHER GANGSTERS
FEATURED FOES

MARTIAL ARTS DEF TOU
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OPTIONAL FIGHT: BAR
FIGHT, SAMURAI STYLE.
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ASHIKAGA, YAMANOTE,
YAMAGUCHI, NAOICHI

FEATURED FOES

MARTIAL ARTS  DEF ToU SPEED
COMBAT MANAGER
APP SCENE LINK
SEQUENCE
FOE

1 2 3 4
Mushi 14 9 13 11
Ashikaga 13 8 8 KUCHIKURA

SUPPORTING PLAYER

Yamanote 11 12 TOUGHNESS SPEED

Angry Farmer 1

Yamaguchi 8 10
Naoichi

Drunken Samurai Fansi

Mooks

MUSHI
FEATURED FOE

MARTIAL ARTS DEF TOU SPEED
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THE LOTUS & THE POPPY
CONNECTIVE TISSUE II
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THE SECRET
LABORATORY FIGHT

COMBAT MANAGER
APP SCENE LINK

SEQUENCE
1 2 3 4

FOE
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The Green Mistress
Fists

—_
o
—_
—_

Lambent Slayer

Dan-san
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Seven Ghosts
Chin
The Sickly
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Ayuma

- 12 11 9
8 9

- 12

Lotus Face Tattoo

Sorceress Saito

Mutant Monster Mooks 8
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DAN-SAN
BOSS
ATTACK DEF TOoU

LAMBENT SLAYER, SEVEN GHOSTS, AYUMA
FEATURED FOES

SORCERY DEF TOU SPEED

FISTS, CHIN
FEATURED FOE

MARTIAL ARTS DEF TOU

THE GREEN MISTRESS
FEATURED FOE

SORCERY DEF TOU
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THE SICKLY
FEATURED FOE

MARTIAL ARTS DEF TOU SPEED

OPTIONAL SCENE:
REUNITED LOVERS
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