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juTRODUCTION

INTRODUETION

This night of no moon
There is no way to meet him.

I rise in longing —

My breast pounds, a leaping flame,
My heart is consumed in fire.
— Ono no Komachi, Kokinshu

WELCOME TO THE
FourtH AGE

As Christians would reckon it, the year is 1197.
European kings wage their wars and embark on their
crusades utterly unaware that civilizations older and greater
than their own rule the day — and the night— in distant
lands. Far to the East lies the Middle Kingdom, or China
and the many cultures that surround it. For millennia, this
area has been a center of culture and empire, its influence
spreading far and wide.

However, it is now a time of change and chaos. Great
China stands reduced in the form of the Southern Song
dynasty, which rules but half of the empire’s traditional
lands. Nihon (what we would call Japan) is just emerging
from a bloody civil war whose wounds have yet to heal.
And in the north, the Mongol horde is but a few decades
from riding forth and lashing out at the near totality of the
known world.

For mortal men and women of the Middle Kingdom,
these troubled times are but another shift in fortunes and
dynasty — troubling perhaps, but not unprecedented. For
the shen — the vampires, shapechangers and spirits who

inhabit the Asian night — these troubled times herald the
turning of the Age, the end of their era and the beginning
of another, more terrible time.

Tue HungrY Deabp

Millennia ago, in the legendary Third Age, the
August Personage of Jade elevated men and women to
divinity. These Ten Thousand Immortals — or Wan
Xian — were warrior-poets and philosopher-kings,
battling demons and creating a golden age. But the
Wan Xian became greedy and fell from grace, feeding
from their mortal charges in order to gain ever more
power. At the end of the Third Age, the August
Personage cursed the Wan Xian for all time, shattered
their legendary home on Mount Meru and turned his
back on them.

Now, they are the Ten Thousand Demons, the
Wan Kuei. Mortals who have earned a sojourn in Hell,
but who are strong enough to escape it, return to their
bodies as Wan Kuei. They live by night, feeding on the
blood and breath of humans. In theory, they seck
enlightenment and redemption but, all too often, play
power games and indulge in corrupt practices, just like
their predecessors.
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The Wan Kuei are perhaps the predominant force
among the shen, but they are hardly alone. Far from the
urban homes of these vampires, the shapechanging Xiong
Ren — the Ferocious People — rule. Betrayed by the
Wan Xian in ages past, they do not trust the demons and
blame them for the turning of the Age. The hsien,
descendants of the August Personage’s agents aban-
doned on Earth, also hold a mighty grudge. Magi —
known as chi'n ta — and ghosts also move about the
Middle Kingdom.

And deep in the shadows lurk the Yama Kings, who
rule the Thousand Hells, and their agents. Many are those
willing to sell their souls to the masters of Hell, including
the Kumo Goblin Spiders, the depraved Kura Sau of the
hsien and the hidden akuma of the Wan Kuei.

Tue TOorNjNG AGE

The Fourth Age — known as the Age of Beautiful
Sadness — has been one of melancholy and growth. As
human society burgeoned around them, the Hungry Dead
developed their courts and Dharmas, finding glimmers of
hope.Now the Great Wheel is preparing to turn again and
bring the Age of Darkness to bear. Waves of fearand worry
flow through the night courts. What will the new Age
bring? Who will come out on top?

It is a time of change and anxiety, when the young
grab what they can and the old hold on to what they have.
Away from the eyes of man, the night is covered in silk...

and bathed in blood.

How 1o Use Thjs Boox

World of Darkness: Blood & Silk opens up the end of
the Fourth Age and the medieval Asian night as a setting
for your chronicles. It provides you with the tools necessary
to tell stories in this faraway time, including historical and
geographical information, many new and adapted game
systems, character creation tips and much more.

Principally, Blood & Silk is a historical supple-
ment for Kindred of the East. It focuses on the Wan
Kuei — Asian vampires — and their activities and
assumes they will be the characters players portray.
Although Blood & Silk can be read alone, where
material is unchanged from Kindred of the East we
have not repeated it (there are only so many pages in
the book!). So to get the full Disciplines, Traits and
game mechanics of the Wan Kuei you will need a copy
of Kindred of the East. As with that book, you will also
need a copy of the core Storyteller game mechanics,
preferably (but not necessarily) Vampire: The Mas-
querade or Vampire: The Dark Ages.

Although the Wan Kuei are the “stars,” Blood &
Silk appears under the “World of Darkness” banner and

contains material for other games. Chapter Six deals
explicitly with using Blood & Silk with other World of

-

Broep & Spx.

Dars
Some of the dates that appear in Blood &
Silk are given as “the XXth year of the Foo
dynasty,” which becomes rather cumbersome for
the Western reader. However, it is equally im-
plausible for the Wan Kuei narrators of the his-
‘torical sections to give dates in years CE and
BCE. Therefore, consider the following table of
dﬁtes:
"~ Date
c. 2200 BCE
“c. 1750 BCE
122 BCE
221 BCE«
206 BCE
~+220CE
9265 CE
R F317CE
" 981 CE
618 CE
907 CE

Event

Xia Kingdom begins

Shang dynasty begins

Zhou dynasty begins

Qin dynasty begins

‘Han dynasty begins

Three Kingdoms era begins

Jin dynasty begins

*North and South dynasties begin

Sui dynasty begins

Tang dynasty begins

Five Dynasties and Ten
Kingdoms era begins

Song dynasty begins

Southern Song dynasty begins

The present day

960 CE
1127 CE
1197 CE

Darkness games and goes into the status of the various
shen of the Fourth Age, including Asian changing breeds,
mages and changelings. Both Chapter One (the setting)
and Chapter Four (the systems) are also useful for non-
vampiric chronicles.

Whar Broop & Sjix_js Nor

* Most importantly, Blood & Silk is not an academic
text on medieval Asia. Although we have done our very
best to make things as accurate as possible, this is a work
of fiction about vampires and other monsters. With lim-
ited space, we also could cover only so much of the Asian
night. Those who want or need more information on the
realities of the time should look to the recommended
reading list.

Blood & Silk is also not a standalone product that
provides the final word on the Asian World of Darkness at
this time. Blood & Silk deals almost exclusively with
Chinaand Japan at the end of the Fourth Age. Korea, India,
Tibet and Southeast Asia all get passing references (some
longer than others), but space limitations meant we had to
concentrate on the core of the Middle Kingdom.

CrarTER BY CHAPTER
Chapter One: Hungry Dead of the Middle Kingdom

is the meat of the book from a source material standpoint.
Through a series of documents written by Wan Kuei and
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others, this chapter explores the world of the late Fourth
Age. The basics of the Wan Kuei, the mortal history of the
Middle Kingdom, the various courts of the Hungry Dead
and the lands of spirit are all part of this chapter.

Chapter Two: Many Roads Back explores the
beliefs of the Hungry Dead at the time of Blood & Silk.
Each of the five Dharmas defined by Grand Arhat Xue
gets a new treatment for the period. The chapter also
examines the Fivefold Way and the role of heresy at
this time.

Chapter Three: Taking the Second Breath takes
you through the process of character creation in the late
Fourth Age. Of course, many of the basics are the same as
in Kindred of the East, and those sections are only briefly
summarized. There are differences in the dead of this Age,
however, and they get the most attention.

Chapter Four: Ways Under Heaven is a grab bag of
Traits and game systems useful for the Fourth Age. These
include (among other things) new Abilities and P’o
Natures, a new set of Disciplines and new guidelines for
spirit travel. This chapter also includes a wide variety of
systems useful for representing mundane and supernatural
situations typical of the period. New weapons and combat
systems also appear here.

Chapter Five: Tales of Silk builds on the storytelling
material in Kindred of the East and provides you with
ways to evoke the atmosphere and themes of a faraway
time and place.
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Chapter Six: Barbarians and Shen explores the
other inhabitants of the Middle Kingdom and the World
of Darkness in general. Xiong Ren shapechangers, Asian
ghosts and mysterious hsien all get coverage. These sec-
tions serve booth as tools for those running chronicles
featuring Wan Kuei and as historical appendices to other
modern Asian supplements like Hengeyokai, Land of
Eight Million Dreams and Dark Kingdom of Jade. This
chapter also provides guidelines for bringing Western
characters (and, through them, Vampire: The Dark
Ages and Mage: The Sorcerers Crusade chronicles) into
the Middle Kingdom of the late Fourth Age.

Appendix: Cities of the Dead provides details on a
series of cities scattered throughout the Middle Kingdom.
Each can serve as the center of achronicle oraplace worth
visiting during its course.

Lexjcon

The following brief lexicon includes terms used
throughout Blood & Silk and provides a quick reference.
You can also consult the much larger lexicon in Kindred
of the East, most of which is equally appropriate to Blood
& Silk.

Age of Beautiful Sadness: The Fourth Age in the
Great Cycle, and the one coming to an end at the time of

Blood & Silk.

Age of Darkness: The Fifth Age of the Great Cycle,
and the one on the horizon at the time of Blood & Silk.




akuma: A Wan Kuei who has entered the service of
the Yama Kings, a crime punishable by utter destruction.
Accusing someone of being akuma is a deadly serious
charge in the Fourth Age and rarely done for solely
political reasons.

ancestor: Either a highly enlightened Wan Kuei or
one who leads a court.

arhat: A vampire who has completely mastered her
Dharma. Each Dharma theoretically has a single arhat,
the most enlightened practitioner who has not ascended
to The Hundred Clouds.

bodhisattva: A supremely enlightened vampire, one
step below the arhat.

chi’n ta: “Lightning Person,”
correct transliteration is shinta.

a mage. The more

chih-mei: The cannibalistic and savage stage all Wan
Kuei go through upon rising from their graves.

Dharma: One of the philosophies that allow Wan
Kuei to rise above their savage state and find enlighten-
ment.

disciple: A young Wan Kuei, just embarked upon
her Dharma.

gaki: The Japanese term for Wan Kuei.

hin: A vampire who has been brought out from the
cannibalistic state of the chih-mei but who has yet to choose
a Dharma.

hsien: One of the surviving members of the celestial
bureaucracy trapped on Earth since the end of the Third
Age; they survive by inhabiting mortal bodies. The closest
thing to an Asian equivalent of the European changelings.

jina: A vampire rising in enlightenment and status;
still young, but no longer a disciple.

mandarin: An enlightened (and often politically
powerful) vampire. Mandarins are the most influential
members of most courts, ranking just below the ancestors.

Middle Kingdom, the: Used in Blood & Silk to mean
the Asian World of Darkness. In reality, it is the Chinese
expression denoting China itself.

Wan Kuei: The Ten Thousand Demons; the risen
vampires of the Middle Kingdom. Called Kuei-jin in
later years.

Wan Xian: The Ten Thousand Immortals; the blessed
demigods and philosopher-kings of the Third Age whose
cursed descendents are the Wan Kuei.

Xiong Ren: The Ferocious People; the shapechangers
of the Middle Kingdom, most especially those tied to the
Beast Courts. In Japan, they are called hengeyokai
(“Changing Phantoms”), which will become the gener-
ally accepted term in years to come.

Xue: A term meaning both blood and study, it is the
name given to the Grand Arhat of the Wan Kuei; Xue

-—_#—g
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Naring anp TRANSLITERATION
There?re two dominant styles of translitera-
tion from Chit ese charagters into English words,
 the Yale trans ration and Pinyin. While neither
is truly correct e only way toglean the myriad of
meanings in a ese charaicter is to learn Chi-

nese), the Peo;iés Republic of China and most
modetn scholars use Pinyin. Blood & Silk does so
aswell. If names appear totally foreign to you or if
another source contradicts what you see here,

. check to see if your reference material refers to the
“modern capital of China as Peking (Yale) or as
| Beijing (Pinyin). Ifyou're used'to Yale, you'll have

rfO do some translating in your head as we go. Our
apologies in advance. The only exceptions are a
few game terms introduced in Kindred of the East,
. nglCh we have left as is to avoid eonfusion.
" On a similar note, we have deliberately cho-
! ‘Sen, in one or two cases, to use names familiar to
" the West rather than more proper translitera-
“tions. More specifically, we use Confucius and
Genghis Khan, rather than the more technically
correct Kung Fuxi and Chinggis (or Qinggis)
Khan. These names are familiar enough to West-
ern readers that we continue to use them rather
than add to the confusion. .

founded the five accepted Dharmas and the Fivefold Way,
the great social principle of the vampires.

Yomi Wan: The Thousand Hells ruled over by the
Yama Kings. All Wan Kuei have spent time there and
escaped to rise from their graves. Often just Yomi.

JNSPJRATIONS AND
REFERENCES

You don’t have to tumn into a freelance scholar to
enjoy Blood & Silk; in fact, you don’t have to do anything
but put this book to use. If you'd like to get additional
information, however, it can be difficult to know where to
start. Here we present our recommendations of particu-
larly useful resources of different sorts, along with a few
words about how to spot bad ideas.

Non-Fijcrjon

® The Cambridge Illustrated History of China, by
Patricia Ebrey. Ebrey is one of the foremost scholars of
Chinese history; here she’s produced a remarkably non-

academic volume, lavishly illustrated, meticulously in-
dexed and altogether readable.
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e Daily Life in China on the Eve of the Mongol
Invasion, 1250-1276, by Jacques Gernet. This is an
academic work in the old style, but if you want to know
how people lived, how they organized their lives from day
to day, nothing beats Gernet's comprehensive survey.

® The Chan’s Great Continent: China in Western
Minds, by Jonathan Spence. This is your best source for
information on the perspectives that should shape char-
acters in crossover games. Spence here (as in all his
books) digs up great anecdotes and sets them in their
proper context.

¢ Three Ways of Thought in Ancient China, by
Arthur Waley. Waley was one of the most graceful transla-
tors of Chinese literature into English, and this is one of his
masterworks. He introduces the concepts and presents long
passages from the works of Mencius, Chuang Tzu and Han
Fei Tzu. With this in mind, you can more easily portray a
member of the Chinese civil service and anyone else
inclined toward philosophy.

e Japan From Prehistory to Modern Times, by John
Whitney Hall. A dense, clear, usefulhistory of Japan, this
text is a good resource for Nihonjin chronicles.

e A New History of Korea, by Ki-baik Lee. A clear
and useful history of Korea, this book illustrates a number
of rather amusing anecdotes from Korean history as well.

Ficrion

The hundred-chapter novel is one of the tradi-
tional Chinese art forms. These novels try to encom-
pass the whole range of human experience into a single
story. They therefore combine adventure, romance,
farce, soap opera, tragedy, slapstick, sermons and just
about everything else. It's worth the time to read these,
as they provide marvelous windows onto many differ-
ent parts of their societies. Many of these novels have
multiple titles and sometimes widely divergent texts.
You're not going to get a full lecture on the transmis-
sion of texts in culturally dubious contexts, rest as-
sured, just some recommendations.

e Journey to the West is a Blood & Silk chronicle
ready to go. It tells how a Buddhist monk sought out
scriptures to bring home to his people and how Monkey
King found enlightenment, among other matters.

* Romance of the Three Kingdoms deals with the
fall of the Han dynasty in the third century CE. It
features Cao Caoyone of the great villains of Chinese
literature, the absolutely perfect brilliant and amoral
general. Liu Ban, heir to the fallen dynasty, leads his
motley band in war and peace, and many remarkable
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things happen. The treatment of the supernatural is
worth noting — spirits and demons are everywhere; and
it’s not surprising for heroes to ascend and become gods
at dramatic moments.

* Water Margin is a different sort of chronicle ready
to go. The heroes in this case are unjustly accused
brigands and various others in a story that’s far too
complex to summarize. It has unleashed demons, wicked
monks, corrupt officials who get their just rewards and a
lot more.

Many gamers like Barry Hughart's Chinese fantasy
novels The Bridge of Birds, Eight Skilled Gentlemen and
The Story of the Stone. They're thoroughly anachronis-
tic, mingling together elements of different areas with
a generous dollop of Hughart’s own imagination. Don’t
treat them as gospel, but do enjoy them for a general
feel for China with the mythic come to life.

Fims

® The Bride With White Hair. No words can do
justice to this movie. See it to see half the Wan Kuei
Disciplines in operation. It has the aging swordsman
seeking rest, the oppressive cult, the villainous leading
lady with her mobile hair and hermaphroditic tenden-
cies... it’s got everything.

* A Chinese Ghost Story (series). Many of the rest
of the Disciplines owe something to these films. Hun-
dred-foot-long tongues, flaming sutras and bureaucrats
who combine incompetence and venality in amazing
quantity are just some of the highlights. Watch the
fights to see what burning Chi is all about.

* Seven Samurai. Akira Kurosawa's classic tale of a
village in need and seven men on the margin trying to do
the right thing remains as entertaining, and as inspira-
tional for chronicles, as ever.

e The Silk Road (Dun Huang). This tale of 11th
century students pressed into military service in western
China combines romance with some absolutely great
battle scenes. Watch this for the almost unearthly land-
scapes of the high deserts and mountains.

* Yojimbo. This story takes place several centuries
after the era Blood & Silk covers, but its essence applies
nonetheless. A lone man with mysterious background
and no name comes into town, confronts adversity and
gets everyone who deserves it slaughtered. Along the
way, more than a few complications ensue. The Man
With No Name is a powerful archetype, and this is his
definitive presentation.
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FHAPTER DONE:
HUNLCRY DERAD OF

THE MIDDLE
KINGDOM

The empire, long divided, must unite; long united, must

divide. Thus has it ever been.

— Luo Guanzhong, Romance of the Three Kingdoms

Wan Kuei scholars uncovered the following seven docu-
ments after the destruction of the short-lived Hall of the Black
Tortoise in Karakorum. Wan Kuei penned most of these
documents, but the cache also included a seemingly purloined
report from a Nezumi rat-changer to his Beast Court. To-
gether, they paint a vivid picture of life, both mortal and
immortal, at the end of the Fourth Age, during the time of
Southern Song dynasty in China (what Westerners would call
the end of the 1 2th century of the common era). Appended to
several of these documents, most especially the two written by
a disciple of the Court of Linan named Lu Feng, were
commentaries by several prominent Wan Kuei of the time.

TEACHINGS ON THE
NjGHT PEOPLE

A Treatise by Lu Feng, South Wind of the Flitting
Hummingbird Wu

The world is not as it once was, and we are not as we
once were. Many among us refuse to accept this as fact,
and I do not exaggerate when I say that by doing so they
put their bodies and souls at risk. A three-year-old mortal
child would not walk forward while looking backward, for
he knows that he would come to harm in the attempt.

Nevertheless, my ancestors and contemporaries glance
backward to the glorious days of the Third Age while the
Fourth Age pushes gallingly onward. Before they get into
the habit of looking forward, I imagine that some of them
will trip and fall.

Indeed, many already have.

To the reader, welcome. I am Lu Fen, Third Archivist
of the Yellow Emperor, South Wind of the Flitting Hum-
mingbird wu and a Demon of Linan, the richest and most
glorious city of the Song Empire. I serve the ancestors of
the Court of the Yellow Emperor, a role | have filled since
my Second Breath some 20 years ago. The sheaf you hold
is intended to bring you, presumably a hin trying to join
our society, into a full awareness of our true nature and
history. Some of it— such as the historical treatise [ wrote
just before reaching disciple status — is rather poorly
written; though I was a scholar in life, | have since had
decades to refine my art. Take from it what you can.

The FaLLen

It is undoubtedly already clear to you that you are a
monster; surely you remember some of your time in Yomi
Wan, the Thousand Hells. Perhaps you remember some of
the torment dispensed by the minions of the Yama Kings,
the hells’ overlords. But you have many questions.
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We are the Wan Kuei, the Ten Thousand Demons.
We are born of mortal women, we live our lives as mortal
men and women, and we die and go to Hell.

Something drives us to Yomi Wan. No man finds
himself in the Thousand Hells without belonging there.
Perhaps one is a vicious killer; perhaps another aban-
doned his familial duties to live in the city with the
immoral and the unjust. Each of us broke the eternal
laws in some fashion while alive and was cursed to Hell
as punishment.

But strength brings us back. We are unwilling to
remain in the hands of the Yama Kings, and our wills are
strong, so we return to the lands above. We stride into
our mortal bodies, take the Second Breath and return to
the living world. We are the strongest of the dead; the
common thief does not have sufficient fortitude to
withstand the torment of Yomi Wan and still shout “I
will not bow!”

And so we escape the Yama Kings, but our defiance —
“I will not bow!” — can only take us so far. The August
Personage of Jade has cursed us for our predecessors’
madness, and his strength far outmatches ours. We can-
not stand the light of the sun; we must steal life from
mortals to remain part of this world; and our dark soul, our
P'o, has gained a voice.

[ lied a moment ago. You will find, student, that
your elders lie to you every day. Sometimes, they wish
to hide the truth, and other times, they wish to teach
you to hear lies and seek truth. I lie because it aids my
narrative. We did not escape the Yama Kings, at least
not if their demon servants are to be believed. They let
us leave Yomi Wan, because we serve their desires
better here in the world than in Hell. However, true
demons lie even more frequently than Wan Kuei do; 1
do not believe that the Yama Kings simply let us leave
their domain.

Whatever the truth may be, we can never entirely
escape the Lords of Hell. We would make good servants
and better slaves; the Yama Kings may tempt you with
promises of power or threaten your existence in order
to acquire your services. We call those of the Wan Kuei
who serve the Yama Kings akuma, and they have no
place in our society. Do not bring an accusation of
trafficking with the Yama Kings without proof, for a
false claim of such corruption is likely to mean your
own destruction. Akuma are strong, hide well and are
thankfully rare.

Our society is a simple one, stitched together at the
lowest level and leaving decision-making power in the
hands of the eldest and wisest ancestors. When your elders
deem you, a hin, worthy, they shall assign you to a wu, or
corpse family. Like the mortals all around us, we put great
stock in the value of ancient, established families. The Bai
Shi Jia (Hundred Corpse Families) are the oldest, most
powerful wu in the Middle Kingdom, but the passing of

Brooo & Sjix.

time has given us more Wan Kuei than can easily fit into
a hundred families of five.

Each wu lives within the confines of one of the five
August Courts. In the northern lands of Xixia, Jin,
Manchu and the barbarian tribes, the unliving obey the
dictates of the Court of the Black Tortoise. To the east,
the blood-drinking warlords of Nihon and Koryo dance
a delicate circle around one another in the Court of the
Azure Dragon. The jungles of the south bear witness to
the screams of mortals at the hands of the demons of the
Court of the Scarlet Phoenix. The Court of the White
Tiger dominates the west, and all pay heed to the Court
of the Yellow Emperor in Changan, the heart of the
Middle Kingdom.

In turn, the ancestors of each area host their own
courts. While the ancestors of Linan, for instance, are part
of the Court of the Yellow Emperor, it is rare indeed that
the court imposes its dictates directly on a city’s Wan
Kuei. The eldest and wisest among us dominate the Five
August Courts; in a perfect world, their merest sugges-
tions would be seen as law by those less enlightened. This
is no perfect world, but it is rare for the ancestors of a
region to come into open conflict with each other or the
rulers of their August Court. When it does come, it is
terrifying indeed.

Some Wan Kuei are predisposed toward warfare,
while others prefer subtler means of resolving disagree-
ments. The Grand Arhat Xue, in his travels thousands of
years ago, distilled the essence of Wan Kuei existence into
five Dharmic paths. Those who see strength and courage
inbattle, for instance, tend toward the Devil-Tiger Dharma
(although I'have seen warriors on all five paths).

Xue created —or perhaps discovered —five Dharmic
paths near the end of the Third Age. The Resplendent
Cranes are Wan Kuei of honor and justice, while the
vampires of the Howl of the Devil-Tiger seek mastery over
the world through their inner demons. Vampires of the
Song of the Shadow Dharma (also called Bone Dancers)
seek solace in the tranquility of death, while Thrashing
Dragons exalt the echo of life we retain. And the Thou-
sand Whispers Dharma attempts to balance these polar
extremes, not by denying any of them, but by embracing
them all, over time.

The Resplendent Cranes and Devil-Tigers stand
opposite each other, the Cranes to the north and the
Tigers to the south. The Cranes pursue the dictates of
the Hun, the higher, nobler impulse in each Wan Kuei.
The Howl of the Devil-Tiger follows the drive of the P’o,
the raging, animal impulse. This does not prevent mem-
bers of the two Dharmas from getting along; indeed,
each typically possesses insights that can aid the other.

Similarly, Thrashing Dragons and Bone Dancersalign
as opposites, though they are not enemies. The Thrashing
Dragons stand to the east and are clad in the strength of
Yang, the male impulse, the energy of life. The Bone
Dancersare in the west direction; they draw theirstrength
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from the Yinimpulse, the female-oriented energy of death
and decay.

The Thousand Whispers Dharma occupies the cen-
ter of this cross. A properly balanced wu will consist of
a Wan Kuei from each direction, though circumstances
sometimes prevent this. Unbalanced wu rarely last for
long, as internal and external stresses will shear such a
group apart.

From the Commentaries of Li Citan:

3 THE WIRITER SPEAHKS ONLY OF FIVE 4

. DHARMAS, BUT HE IS MISTAKEN IN THINKING
THAT THOSE ARE THE ONLY ONES THAT EHIST.
MosT CHINESE LIAN Kusl AGREE THAT ONLY
HUS S FIVE PATHS HOLD THE PATH TO
SALVATION. BUT OTHER. HERETICAL DHARMAS |
SHISTAND SEEM TO HEEP THEIR PRACTITIONERS
AT LEAST A STEP ABOVE THE CANNIBALISTIC
CHIH-MEL |

Whar We Were

At the beginning of this lesson, I stated that we are
not as we once were. When the August Personage of Jade
created the universe thousands of years ago, he granted
the most worthy humans immortality and vast power.
These were known as the Wan Xian, the Ten Thousand
Immortals. They could move mountains, it is said. They
had the wisdom of gods and the beautiful spiraling music
of the heavens followed them as they strode across the
earth.

Consider the tragic love of Wang Yuanfeng and Yu
Xiaocui. Beautiful and wise immortal Xiaocui fell in love
with Wang Yuanfeng, the farmer’s son, even though he
was an idiot, barely capable of speech. Xiaocui loved him
enough to heal his mind and usher him through the tests
the August Personage demanded of those who wished to
become immortal. She brought him into the great family
of the Wan Xian, and their love brought joy to the very
stones of the earth.

After two centuries, the dragon princess Cai Wai
lured Yuanfeng away from hiseternal love, and Yu Xiaocui's
weeping drove hundreds of stars to extinguish themselves
in the sea from sorrow. And when Xiaocui, overcome by
jealousy, struck at Cai Wai, Wang Yuanfeng declared war
on his former lover. Like many wars among the Wan Xian,
this one caused great hardship. Using the rivers and seas
of the Kingdom of Fu Yi as weapons against one another,
Wang Yuanfeng and Yu Xiaocui flooded the Diyang Plain

and drowned it. Such tragedies were common in the Age
of Legends, for the loves of the Wan Xian could shake the
heavens. The immortals warred over which mortal they
loved or hated, which child they most adored and whom
they would marry. Those were fiery days.

The Wan Xian were as wise as they were passionate.
The August Personage of Jade took the wisest of them into
Heaven to serve him directly, and he left doorways in the
world for mortals to join the ranks of the immortals.
Perhaps it was in this that the August Personage planted
the seeds of our ancestors’ downfall. He did not handpick
the new immortals; any mortal who could pass the trials
he placed in the world gained the power of the Wan Xian.

The few ancestors | speak to about this time period
tell of sadness and loss and slowly dying rage. The Wan
Xian integrated the newcomers into their society, and as
more of the eldest immortals were taken to Heaven to
directly serve the August Personage, the younger gen-
erations rose to positions of leadership and respect. With
each successive century, fewer of the Celestial Emperor’s
handpicked immortals remained in the world.

This cycle repeated itself over thousands of years,
until the wise kings of the Wan Xian gave way to lusty
despots. Scholars who once searched for hidden poetic
meaning in the fall of rain plumbed the depths of Yomi
Wan for secret black magics and stole the Chi of mortals
and servants of the Celestial Bureaucracy. The August
Personage of Jade had created tests across the world to
ensure that only the strongest, most moral and cleverest
could cast off the chains of mortality, but unethical
mortals subverted his true intentions and “solved” the
tests without truly proving themselves worthy.

Finally, Tien Lu plucked the last blossom from the
Tree of Immortality and three of the four remaining
original Wan Xian, resigned to the coming fire, strode
into Heaven before the August Personage of Jade levied
his curse upon the rest of the Ten Thousand Immortals.
They became the Wan Kuei, the Ten Thousand Demons.

From the Commentaries of Lun Ouran:
Many refuse to speak of it. but when the August
Personage of Jade began to cast his curse down on
the Wan Xian. four of the firt chosen immortals
remained in the world. Three of those entered Heaven
 before the curse was complete and so were spared.
The fourth. Bao Zhong, entered Yomi Wan instead
and so was also spared — orsoit seemed. Bao Zhonﬂ
[Ic:uqht several battles aqainst the Yama Kings an
eir servants; after countless years of fighting. he
dedared himseg a Yama King and his new realm the
Hell of Never-Dying Sorrow.
Remember always that even the greatest can fall.
Lu Feng should be cautious in his writings, how-
~ ever. To mention the dhildren is tactless and without
enlightenment. Never repeat such stories; they are
better left in the past.
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At first only a subtle change came: The August
Personage of Jade's tests — which had previously be-
stowed immortality — twisted in on themselves and
became part of Yomi Wan. Where once a mortal might
have to travel to the land of the wisest forest spirits and
gain their favor, now that mortal had to die with wick-
edness on his soul and escape the Hell of the Burning
Forest with his sanity intact. The Ten Thousand De-
mons did not breathe, and they had to steal Chi or
succumb to death.

At once, two groups formed among the Wan Kuei.
The wisest, those who had chosen to follow a Dharmic
path to enlightenment, were able to keep their wits about
them in the face of suffocating hunger. The most arrogant
of the Wan Kuei, who had enmeshed themselves in the
mundane world, had no spiritual anchor to hold onto as
dreams of blood flooded over them.

Today we would call those latter Wan Kuei chih-mei.
They were fantastically powerful chih-mei, of course, un-
like the newly reborn Wan Kuei of the modern day. The
philosophers and poets who kept their minds had no
choice but to slaughter these maddened monsters that
some had once called friends.

o T e T e
Whar Wlu Be

From the time we emerge ashin, we learn of the Great
Cycle of the Ages: The world began in a state of perfection
and unity with the August Personage of Jade and has
grown ever more corrupt with the passing of time. The fall
of the Wan Xian turned the Wheel from the Third to the
Fourth Age thousands of years ago, and the time may be
coming for the Great Wheel to turn again.

We are no longer the terrified and starving monsters
we were early in this age; instead, we are confident and
powerful. The younger Wan Kuei turn their gaze forward
to the Fifth and Sixth Ages and the rise of the Demon
Emperor, even as the eldest stare backward.

Some elders believe it will be possible to regain the
favor of the August Personage and, in so doing, stop the

Buoop & Sjix.

whirling of the Cosmic Wheel. They may be right. The
most learned among them say that the Wheel is greater
than even the Celestial Emperor; for the universe to
return to a state of unity and joy, it must first traverse the
howling chasm of the Demon Emperor’s reign.

That is not to say that many Wan Kuei look forward
to the next age. The Yama Kings and their akuma slaves
realize that with the closing of the Fourth Age, the world
is sliding their way. As their confidence grows, they
become bolder, sometimes striking at Wan Kuei that
wronged them in the past or whom they see as future
antagonists. Other Yama Kings prefer to subvert and
corrupt the plans and allies of powerful Wan Kuei. The
Yama Kings do remain circumspect even in light of this
increased confidence; they know that to act openly too
soon is to risk a massed attack by the Wan Kuei or the
beastly Xiong Ren.

The Yama Kings often lay their snares for the young-
est Wan Kuei, the so-called Running Monkeys who put
the least stock in the oldest stories. They were lied to
about the true nature of the world throughout their lives,
and in all likelihood, they were lied to at least once by
elder, ostensibly wiser Wan Kuei in the time after their
death. Such a prematurely jaded soul is more likely to
believe the lies and power fantasies of the Yama Kings
than an older vampire might be.

Seeps oF ConrLjer

Most vampires resist the temptations of the Yama
Kings, or the Middle Kingdom would be awash in akuma.
But even those who ignore the demon lords’ seductive
lies spend some time in rebellion against the elders of
their court or wu. Unlike willful children, rebellious
Running Monkeys are neither testing their limits nor
selfishly demanding unearned privileges: Many of them
simply desire to be treated like the competent adults
they were before their deaths. And unlike parents, the
elders of a court or wu are rarely uncertain about the
proper course of action to take in confronting such a
rebellion, whether that reaction is to let the young
vampires work out their anger or to stamp out such
displays from the earliest moments. To the dismay of the
typical Running Monkey, the elder is more often right
than wrong, which explains why that elder is further
along in his Dharmic path than the disciple.

After the Age turned from Third to Fourth, five Wan
Kuei emperors constructed their courts in different cor-
ners of the Middle Kingdom. Each court allows for differ-
ent ways for its subjects to settle their differences: The
Black Tortoise Wan Kuei engage in tests of endurance,
while the Scarlet Phoenix subjects perform artistic com-
petitions for the pleasure of the Yang Spirits of the south.

Conflict between the courts is not so easily handled,
and Wan Kuei from any given court are typically free to
wage night war on other courts' members. Treaties do
arise, of course, and not every incursion leads to open
hostility. The Emperors of the Five August Courts make

—— .
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From the Commentaries of Li Citan: !

AGAIN,. THIS IS UTTER NONSENSE. Lu FEN
HAS REPUDIATED IT IN CONVERSATION LIITH
ME. HE LIROTE MUCH OF THE LAST SECTION
IN ORDER TO CURRY FAVOR LIITH HIS MEN-—
TOR. LIHO LIAS DHSESSED LIUTH PRECISION (
AND LIITH CORRECTING THE ERRORS OF HIS
sTUDENTS. HIS FESLINGS ON THE MATTER,
AS LIE SPOKE. ARE AS FOLLOLIS:

“THE SLDER IS NOT MORE OFTEN RIGHT
THAN LIRONG. THE ELDER HAS A MORE PER-
FECT UNDERSTANDING OF HIS OLIN THARMA
AND THE LIAY IN LIHICH HIS SOUL INTERACTS
LITH THAT DHARMA S CORE TENETS. How-
EVER. SOME ELDERS CHOOSE TO LIVE ON
MOUNTRINTOPS AND CONTEMPLATE THEM-
SELVES RATHER THAN FACE THE DAY-TO-
DAY UNLIVES IN LIHICH MERE RUNNING MON-
HEYS EMBROIL THEMSELVES. ALTERNATELY. |
CONSIDER THE EHAMPLE 0OF THE LIIZENED
AND ACCLAIMED HoONE DANCER LIHO IS AP
PROACHED FOR ADVICE IN A MATTER OF THE
Po. T DOSS NOT NECESSARILY FOLLOL THAT
HIS HNOLILEDGE 0F YIN IS APPLICABLE TO
QUESTIONS OF THE DEMON NATURE. AGE DOES
NOT NECESSARILY CORRESPOND LIITH EN-
LIGHTENMENT: POLIER AND LIISDOM 00 NOT
ACCRUE NATURALLY OVER TIME

—

sure not to openly wage war upon one another. Many
Wan Kuei claim that outright war among the Five August
Courts will be a sure sign of the Fifth Age.

When Wan Kuei make war on one another, we are
cagey about our actions. We are immortal, after all, and
not one of us wishes to throw away the eternity before us
on a moneymaking scheme or revenge plot. We plan
carefully; we use cultivated and obedient mortals — or
cultivated and obedient Running Monkeys — to attack a
foe’s material resources. Often, a simple building fire is
enough to remind another demon not to trifle with one’s
property; sometimes, the price becomes much higher.

In recent years reports have trickled to the Court of
the Yellow Emperor from the White Tiger and Black
Tortoise Courts, reports of other creatures, vampires who
are clearly not Wan Kuei. They may be the inheritors of
the first chih-mei; they could be the children of Zao-lat, the
disgraced disciple who stole wisdom from Xue, or they
might even be the harbingers of the Fifth Age.

Tne OTHERS

In the ranks of the shen, the supernatural beings of the
Middle Kingdom, few suffer more ire than the Wan Kuei.
Members of nearly every other race in the world wish to
do us harm, and in the case of a few shen, the majority
desires the destruction of the Wan Kuei. The following

text cannot do justice to the wide range of beings who
might cross paths with the Ten Thousand Demons or to
their motivations; for every Hakken werewolf who craves
revenge for his ancestors’ humiliation in the Fourth Age
there is another whose criminal pawns’ interests are
incompatible with a particular wu's activities.

Tre CHjLDREN OF THE ARCHER

More than 2,000 years ago, during the fall of the
Shang dynasty to the Zhou, a mortal named Yi, the
Excellent Archer, led a group of mystic warriors known as
the Shih to war against the Wan Kuei. His people truly
formed an impressive force; hundreds of men and women
were driven to action in response to the violence our kind
did unto theirs. Many of the Shih were Yi’s descendants,
and therefore, we often refer to them as the Children of
the Archer. Yi himself is famed for extinguishing nine
false suns created by the Scarlet Phoenix Court in an
attempt to burn their enemies among the Court of the
Yellow Emperor from the world. In a typically grandiose
and careless gesture of revenge, the Phoenix Wan Kuei
had decided that risking the deaths of thousands, or even
millions, of mortals was not too great a cost to visit their
vengeance upon the other fallen immortals.

In saving humanity, of course, Yi saved us, and for
that, it might be thought that we owe his descendants
a debt. But they have surely invalidated that debt
through their relentless pursuit of shen throughout the
Middle Kingdom. The Shih live in the distant wilder-
ness, training only a few students at a time; they enter
the cities only to hunt their favored prey, the Wan
Kuei. And this they do exceedingly well, with an
efficiency that makes us wonder if they are not some-
how the pawns of another force.

The Ferogjous PeorLE

If only the Xiong Ren — the Ferocious People, whom
Nihonjin call hengeyokai—didn’t pay so much attention
to their ancestor-spirits. Then they would forget what the
Wan Xian of old did. They wouldn’t sit around their
forsaken campfires in the middle of the wilderness, listen-
ing to their elders talk about how the jealous Ten Thou-
sand Immortals set the Xiong Ren at each other’s throats.
And how even if the August Personage did curse them,
the ancestor-spirits still call out for revenge.

But we do keep trying to shut them up.

Dozens of species of Ferocious People walk the
Middle Kingdom. I believe that there is now or has once
been a shapechanger for every animal that swims, flies or
crawls across the world. From proud tiger-men to crafty
fox-folk, the creatures fairly infest the wilderness, and
some, like the rats, even encroach on the cities. lam told
that, much as the Wan Kuei maintain the Five August
Courts, the Xiong Ren have Beast Courts of their own.
In general, however, I must plead ignorance with respect
to these creatures.



The hsien, like the Xiong Ren, greatly mistrust the
Ten Thousand Demons. And rightly so, for what race
could forgive those who caused the Celestial Emperor to
erect a Wall between the mortal and spirit worlds? The
hsien, once functionaries and servants of the Celestial
Courts, are trapped in the Middle Kingdom now, cursed
for actions that they themselves did not take. The most
excitable of the hsien would like nothing more than to
destroy all of the Wan Kuei, burn all of the cities and be
done with it.

Not all hsien are irrational; a Wan Kuei reborn in the
last few years is not going to earn the ire of a wise old
monkey-spirit who knows that the young vampire is not
personally responsible for the creation of the Wall. But
the hsien generally feel that they should never allow the
Wan Kuei to come into great power again. In the words of
an old friend, the cat-hsien Ditan Poon: “We may come to
trust you individually again, but let us never forget that,
asa group, you broke the universe. This is not merely a crime
but an indescribable transgression. We might forgive, but
we shall never forget, and we shall never again allow you
such an opportunity.”

Thus, ahsien mightnot attack Wan Kuei immediately
but will watch to put a stone in the gears of a vampire’s
plans. Any Wan Kuei who has survived his first century is
likely to remember watching one of his grand schemes for
power dissolve around him like sugar in a rainstorm
thanks to the machinations of hsien.

The Yama Kings are our oldest enemies; as some
mandarins would have it, they are our only true enemies,
and the rest of our conflicts are nothing but internecine
squabbling fostered by them. The lords of Yomi are
indescribably powerful — only the most ancient
bodhisattvas could even give thought to vanquishing a
Yama King single-handedly, and dozens of wu have been
lost attempting to slay even weak demon kings.

The Yama Kings seem most concerned with jockey-
ing for position among themselves; according to proph-
ecy, one of them will stand alone as Demon Emperor in
the Sixth Age. Each Yama King gathers resources and
attempts to undermine his peers’ attempts to do the same,
in preparation for that fateful day. Some, additionally,
wish revenge on the Throne of Heaven for their exile to
Hell and will go to great lengths to punish us, the one-time
servants of their enemy.

Axuvma

Though each akuma is an individual, there are
three general types of akuma who find satisfaction in
interfering with the Wan Kuei. The first and most
common is the Loyal Minion: This vampire slave be-
lieves strongly that every man needs a master and has
chosen a Yama King as his. The Loyal Minion attacks
the Wan Kuei out of duty to his liege lord. Younger
Loyal Minions might have no idea what their lord’s
plan is, but as they grow older and savvier, they may
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become privy to more secrets or may simply get better
at piecing together their liege’s motivations.

The second kind of akuma is the Aggressive Inde-
pendent. This half-demon has decided that the Yama
Kings are certainly the side of winners in the great
celestial war between Heaven and Hell, and he attempts
to create a favorable impression on several Yama Kings
by his daring activity against his former allies. He re-
ceives “blessings” from more than one Yama King but
pledges eternal allegiance to none of them, hoping to
remain independent for as long as he can.

The third and poessibly most dangerous akuma is the
Secretive Cultist. The Secretive Cultist is dedicated to
furthering the cause of a particular Yama King and may
have received a devilish investment or two from his
secret liege but most likely has not. The Secretive
Cultist works to expand the Yama King's power and
influence without letting it become commonly known
that he is akuma. Unfortunately for Wan Kuei culture
at large, the number of Secretive Cultists is difficult to
even guessat. All estimates suggest that itis thankfully
low, though various courts are quick to suggest that
other courts have much higher numbers of hidden
akuma.

The H;isTORY OF THE
MippLe KijngboM

A Treatise by Lu Feng, hin in the Court of Linan

Honored and wise masters, I humbly begin this trea-
tise in the hopes that those more aged and wiser than I will
find it worthy. For six years, I have studied under teachers
of the Emerald Blossom wu and others of the Court of the
Yellow Emperor, and if my writing abilities are sufficient
to the task, then I can hope to give adequate description
to their wisdom. Surely the best my feeble skills can hope
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to attain is a pale reflection of my teachers' lessons, for at
my young age, I cannot hope to have acquired such
brilliance for myself.

The history of the Wan Kuei has been chronicled by
those far older than I — The Green Book of the First
Historian of the Azure Dragon Court is surely the pre-
eminent work of our collective chronology, but its hun-
dreds of volumes and the dreadful mien of the First
Historian render it inaccessible to those such as myself. I
shall, therefore, gather together the tales and scrolls
provided to me since I took the Second Breath and
present them as follows.

Tt FirsT AGE

The First Age, according to the very oldest among us,
was a time of perfection and harmony in oneness with all
things. There were no Yama Kings, no Wan Xian, no
mortals. All things were one in the person of the August
Personage of Jade. The ancestors refer to this time as the
Age of Heaven. It was the last time that the universe had
a single will; there were no competing desires and there
was no conflict. This was truly the Age of Heaven.

From the Commentaries of Lun Ouran:

This seems to be an auspidous place to note that
fews agree on predse dates for the tuming of anyA?:;
ere are those — fews. and probably mad — wi
feel that the present day remains a part of the Third
Age. Each Tuming has its signposts. and itis difficult to
find agreement as to which of themis most meaning-
, [Il:i.)The astute reader may note that.indeed, there are
those who believe that the Fifth Age began with the
* fall of Kaifeng to the Jin. 70 years ago. Most of us do
not agree.

The Seconp AgGE

The Age of Beauty was a time of creation and great
joy. The August Personage of Jade parted Yang from Yin
and caused the universe to give birth to the Scarlet Queen
and the Ebon Dragon. These two, the greatest ancestors
of all of us, breathed life into the nascent energies all
around them; the universe changed from a held breath to
the first mists of reality.

The Queen and the Dragon brought all thinking
beings into existence in the Age of Beauty, so that the
fragments of creation could better appreciate the splendor
of the Ten Thousand Things. Gods, spirits, hsien, Xiong
Ren, dragons and the whole of the Celestial Bureaucracy
condensed from Heaven. The Celestial Emperor then
created mortal humans, who were given no particular task
within the Bureaucracy.

Some members of the Celestial Bureaucracy aban-
doned their work and slunk off selfishly to found theirown
realms; as these creatures deliberately cut themselves off
from Heaven’s brilliance, they became degraded and



hideous. We now know them as the Yama Kings. The
Yama Kings had no servants of their own, of course, and
were forced to recruit or enslave mortals and other spirits.

The mistreatment of mortals and spirits brought the
Yama Kings to the attention of the Celestial Emperor, but
for reasons of his own, he did not strike them down.
Instead, he created the Wan Xian by elevating 10,000
mortals to a state of blessed immortality and great power.
The Wan Xian were not gods, but they were stronger than
any mortal and could perform feats their descendants can
only dream of. The Wan Xian set about ending the
depredations of the Yama Kings.

Many of our historians gather stories of the quests that
mortals undertook in order to join the Wan Xian. There
are common themes in these stories. Mortals had to reach
the spirit worlds —a much easier task in those days —and
return safely home. The Dragon and the Queen desired
not only the strongest and cleverest of mortals but also the
wisest and most moral; the trials mortals underwent tested
not only their resolve and stamina but also their capacity
for self-sacrifice and ability to think on their feet. Some
humans deliberately set out on a quest to find the secret
to immortality, while humbler ones passed the tests al-
most by accident.

Tue Thjrp AGE

In the Age of Legends, kingdoms rose and fell with
the stars of the Wan Xian. Three Wan Xian kings merit
special note, however; together they are known as the
Three Sovereigns. Some scholars consider them to be
myth; Annals of a Bygone Age suggests otherwise. Al-
though Wan Kuei historians cannot agree whether the
Three Sovereigns were merely Wan Xian or, in fact, gods,
they are certain that the Three did exist.

Fuxi, the first of the Three Sovereigns, taught his
people to fish and hunt, how to raise cattle and silkworms
and how to build permanent dwellings. Fuxi also created
the eight trigrams used for divination with The Book of
Changes; elder texts suggest that he was a master of
divination magics.

Shennong, the second of the Three Sovereigns,
showed his people the plow and weaving and how to leave
proper sacrifices for the powers of Heaven. Shennong was
the first doctor, as well; he taught the healing arts to many
of his subjects and is said to have died testing a plant for
medicinal properties.

Huang-ti was the third of the Three Sovereigns. He
was the first alchemist and the first shipwright. He also
developed armor and the earliest armies, in order to
suppress barbarian tribes that threatened his people.

Despite the teachings of the Three Sovereigns and
the wisdom of their successors, no earthly force could stop
the fall of the Wan Xian; for their folly, the King of
Heaven himself cursed them. Thus did the Third Age end
and the Fourth begin.

Tue Fourmh AGE

In the aftermath of the fall of the Wan Xian,
immortal despots and now-undead tyrants succumbed
to the light of the sun, to ravening hunger and to
peasant uprisings. Those who survived fell to warring
with one another or disappearing into the wilderness to
search for a way to appease the Celestial Emperor.

Some rare Wan Kuei refused to accept that their
former master had truly cursed them; most of these were
noble and ethical immortals who had not abused their
power over mortals. Other than unconsciously taking
lifesaving precautions against starvation, they carried
on as they did in the Third Age, assuming that although
they heard from the August Personage of Jade less often,
he still watched over them and intended them to protect
humanity from the depredations of the Yama Kings.

These rare stalwarts could hardly resist the tides of
chaos, however. The lands we call China, Koryo and
Nihon were split into 10,000 petty kingdoms, each one
with its own minor mortal warlord. This situation lasted
for millennia.

The Kjngpom oF Xja

Yu the Great, a strong-willed and quick-thinking
mortal king founded the Kingdom of Xia. Numerous
floods of the Yangtze River troubled much of Yu’s reign;
accordingly, he created the first real mortal bureaucracy
the world had ever seen, to organize his subjects to build
dikes and otherwise fight floods. Yu's subjects called
their sovereign “The Great Engineer” due to his skill at
designing these new dikes and irrigation canals

That bureaucracy’s control over the great river al-
lowed Yu and his subjects to irrigate their fields through
the dry season. This allowed for a population explosion
during the Xia era, an event welcomed by the Wan Kuei
and fought by the Xiong Ren.

The Xia took greatstock in the advice of supernatural
creatures, whether they be the representatives of the
Beast Courts or the hsien (few Xia kings risked trusting the
Wan Kuei). Ambassadors from the Ferocious People tried
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to exert enough influence to keep the mortal population
in check, but the kings of the Xia knew that they could no
more keep mortals from mating than they could the Sun
from setting. Eventually, the Xia kings grew complacent
and corrupt — some say under the influence of the Wan
Kuei — and the dynasty collapsed.

The Snang Dynasty

The Shang were acivilized people residing in what we
now call Shandong. They worked bronze to make weap-
ons, armor and beautiful works of art; they used human
and animal bones to prophesy the future; and they per-
formed human sacrifice. The Shang invented writing,
and all civilized people use the Shang pictograms (in
somewhat different forms) today. No nomads, the Shang
built cities along the coast and rivers and brought hunters
and gatherers into the welcoming arms of agriculture and
farming. They were also the first mortals to make use of
jade in jewelry, weaponry and magic.

The Shang flourished for six centuries; when the
dynasty fell at the hands of peasants and minor nobility,
chaos came upon China for almost a century.

From the Commentaries of Li Citan:

b THE SHIH DEMON HUNTERS INSIST THRT
IT LIAS THEIR GREAT ANCESTOR. Y1, LIHOD
UROUGHT DOLIN A DEMONICALLY COR-
RUPT DYNASTY. BuUTr THEN. THEY ALSOD
DELIEVE THAT THE GREAT DRAGON HunG
KUNG BROUGHT A HURRICANE ACROSS THE
TaHLAe MAHKAN LIHEN HE BORE Y1 INTD
BATTLE AGAINST THE YAMA KINGS AND
THE CORRUPT SHANG.

Toe Zuov Dynasry

The Zhou people descend from a figure they call
Qi, who taught himself to farm and fish as a child and
who became minister to an emperor of the Xia dynasty.
They were a proud tribal people, who allied with the
Shang only in an equal partnership.

The people of Qi arose in the remains of the Xia
Kingdom; their nation, Zhou, was a wealthy one ruled by
clever and charismatic kings. Zhou paid tribute to the
Shangdynasty, for Qi’s descendants were Chinese vassals.

But as the centuries passed, the Kingdom of Zhou
attracted its own followers. Five centuries into the
Shang dynasty, Xibai, the King of Zhou, had arbitrated
impartially over a number of disputes between his fellow
rulers and gained a sterling reputation as an honorable
man. The king of Zhou became an irritant to the over-
lords of the Shang, who briefly imprisoned him. Not
long after he was released, his son, Fa, led an army of
Zhou soldiers and soldiers from the kingdoms of his
father’s allies to march on the Shang capital, a now-
vanished city near Anyang. An epic battle ensued; the
Zhou forces were more numerous and fought with greater
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vigor, but the Shang had tighter discipline, as well as
better arms and armor.

In the end, the Zhou forces were victorious. Fa re-
named himself King Wu (“martial king”); his late father
Xibai, to whom King Wu piously showed great reverence,
was posthumously renamed King Wen (“cultured king”)
in commemoration of his humility and skillful diplomacy.

King Wu and his younger brother, the Duke of Zhou,
spent the rest of their lives trying to impose a heavenly
order on a chaotic Earth. Wisely and beneficently, the
rulers bestowed titles and fiefs of land on their own
extended family, those who had aided them in the con-
quest of the Shang and those Shang nobles who had not
hindered them in their quest for power. In each fief, one
family was designated as the ruler of the land, and minis-
terial and counsel positions were distributed similarly: In
one duchy, the eldest male member of the Fa family would
hold the Ministry of Agriculture, just as the eldest male
member of the Weizei family held the Duke’s palace.

Some 250 years into the Zhou dynasty, barbarians
raided the capital and killed the king. When the dust
settled, the royal family had resettled in the eastern part
of the kingdom, leaving the one-time royal domain in the
hands of the Qin peoples.

Historians refer to the time after the capital’s move as
the “Eastern Zhou” period. It in turn is well described by
two volumes, The Spring and Autumn Annals and The
Strategy of the Warring States, each of which gives its name
to part of the period. By now, the Zhou dynasty had passed
its peak; the wise and benevolent emperors of the dynasty’s
early years were long dead, and it was a long fall into the
chaos of anarchy.

The Spring and Autumn period was a time of great
wisdom, both among philosophers and common folk. The
mortal philosopher Laotze learned some of the secrets of
Yin and Yang Chi from the Wan Kuei; he codified what
he learned (often misinterpreting and overextending his
understanding) into the code of ethics and behavior
mortals call the Tao. Confucius and Buddha both lived
during the Spring and Autumn period; Confucius's phi-
losophies took hold in China right away, while the teach-
ings of the Buddha took many years to leave their home-
land to the west. And the Legalist school — which holds
that the state must be more powerful than its subjects —
served only to hasten the fall of the Zhou during the
Warring States period. It gave tacit encouragement to
kings' urges to ruthlessly put down peasant rebellion,
which only brought about greater uprisings until the Zhou
dynasty collapsed into a handful of feuding nations. It
would be 200 years before China was finally unified under
her first, greatest emperor.

The eldest Wan Kuei still active tonight hail from
this era; while rumors persist of vampires that remember
the Third Age, it does not seem possible that such millen-
nia-old creatures could still exist on the face of the world.
Either they have ascended to a state of true enlightenment




and rejoined the Celestial Emperor in Heaven, descended
to a state of true debasement and now stand beside the
Yama Kings, or they have been destroyed.

From the Commentaries of Lun Ouran:

Asis the lot of the young. Lu Feng makies assump-
tions instead of drawing condusions. He hears of
Laotze speaking of Yin and Yang and assumes he stole
such Knowledge from the Ten Thousand Demons.
Could it not be that Laotze glimpsed the truth under
Neaven just as Xve did? That we stole his terminology
because it was even more shillful than that in the
andent fiaja saipts? That is how | remember it.

Also, he sees no godlikie ancestors and so assumes
that none of s remember the Third Age. e do. My
contemporaries do retreat from the world, {or the
world now changes too rapidly for most of us. Jam an
advanced student of the Thousand Uhispers Dharma;
rapid change is constancy and stillness. The modern
world is somewhat frightening to the very oldest of vs
— a sentiment | am sure will amuse the young. Vast,
aowded dties; explosive weapons: a far larger em-
B:re than we Knew in our youth: and the Fifth Age on

e far horizon: These things do not contribute to a
feeling of security.

Yet at the same time, we have seen this before.
War on dall sides, rampaging barbarians from the
north, avil uprisings in the peripheral states, conflict
among the five Auqust Courts. This s the way of things.

Tue Qjn EvpjRE

The first Emperor of China was a bushy-bearded,
scowling son of the Qin called Shihuangdi. He had the
good fortune to come to power at a time when the rival
kingdoms around Qin were extraordinarily weak; in the
20 years before Shihuangdi became emperor, there were
four famines and a pestilence in the surrounding lands.
His ascension was taken as a sign from Heaven.

From the Commentaries of Li Citan:

I HAVE LATELY HEARD TALES THAT THE
FAMINES AND PESTILENCE LIERE NOT ¢
ACCIDENTS. APPARENTLY A vounNc LIan
Hus!l COAXMED A PROVINCIAL LORDO INTO
HOARDINGHIS FDOD: THISLED TO HIS NEIGH -
BORS DOING THE SAME. AND SOON. LIIDE-
SPREAD HOARDING IN THE SOUTH AND LIEST
LED TO FAMINEZ IN THE NORTH AND EAST.
AND THE FEROCIOUS PEOPLE SAY THAT THE
PESTILENLCE LIAS THE RESULT 0OF THEIR
DESTRUCTION OF A GREAT DEMON.

-
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As King of the Qin, Shihuangdi sent his armies to
conquer his neighbors and rivals. As the Qin conquered
nearby kingdoms, they oppressed the new subjects; they
slew the adult male populations of whole villages to
ensure that no rebellion would arise and destroyed forti-
fications that could be used to defend against the Qin in
an insurrection. Finally, more than 20 years after
Shihuangdi became king, he conquered his final rival and
declared himself Emperor of the Qin.

Qin Shihuangdi followed the Legalist doctrine,
which states that, in order for the state to function
properly, the text of law must be applied with precision
and impartiality; any deviation from the written law is a
deviation from the will of the king, and such a thing is
unthinkable. Shihuangdi went about applying the law
with unparalleled harshness, slaughtering the old aris-
tocracy to eliminate the privilege of birth, conscripting
laborers for state projects and imposing the death pen-
alty for many trivial crimes. All the while, the Qin
armies expanded the empire.

Beyond military victory and Legalist dogma,
Shihuangdi’s regime improved the nation’s structure,
laying out a radiating system of roads, unifying weights
and measures and standardizing coinage and the writing
system. As well, the Qin built the Great Wall across the
northern reaches of the state. The Great Wall served a
dual purpose: to protect the empire from the northern
barbarians and to make it nearly impossible for peasants to
escape northward out of the empire’s reach.

In the eighth year of the empire, Shihuangdi began
to systematically suppress unacceptable academic
thought. A scholar suggested to the openly cruel em-
peror that he should obey the dictates of Confucius more
closely. Not only was the scholar’s advice ignored, not
only was the scholar punished, not only were all classical
works not from the Qin burned — but the death penalty
was instituted as a punishment for discussing classical
works in conversation or referring to them when criticiz-
ing imperial policy. To the surprise of few in the super-
natural community, a number of scholars and historians
joined the ranks of the Wan Kuei during Shihuangdi’s
relatively short reign.

When Shihuangdi fell victim to old age, his burial
palace was said to be truly magnificent, covering acres and
hosting terracotta likenesses of thousands of his most
loyal soldiers. His chariot and much of his wealth was
buried with him; construction of the palace had begun
when he took the throne of Qin, some 36 years earlier.
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i N;’ LL ?‘ ",‘(‘P‘:‘\ 3 f-"‘. g From the Commentaries of Juang Guangyao:
N S : a o g Yo 4loss over such au impoctaut eca in
our hls*orb 15 almost criminal. The Buruiug ot
the Books — as that period should roperly
called — was a traumatic 50[1 lo iEs 2dan
Kuel, uol a kistorical footnole. The imperial
capilal, the very seal of the Court of the
‘H&rlow Emperor, Euam& the cenler 04 a purge
of allthiugs uot associated with the Qin ortho-
doxy. You can Ima%mz how a sleict Lc%all«sl
like Shikuangdi ceac ed o evideuce of unliviu

auncestors and courts that didu't kow-tow to
Wim. Inthe 15 years ofamf:lrs, the cllj thcd
ot the Auungry bead.

M was no?oul morlal texts thal weut u fo
tices, either. Aucientkagalexts leanseribed on
sceolls or ou ocifinal tablels disappeaced as
well. Aany of our scholars tled wlrk what the
could to the Longmen Caves and then 464”&:53
iuto many ditferent places to hide their trea-
sures from the saarsg police. atow much of the
wisdom ot Kue aund the dlocy of Aeru was lost
to us becaunse of thal emperor, Lu Feug? atow
much do you 4loss over?

Ok, J kuow thatl the courliers and man-
darius iu Changan aud Linau these nights te
to miutmize the suffecing o those days — i

al

40¢s A;am;% their intallible, elernal Imaﬁf lo

concede thal a morlal mau lore down fheir
courls aud saucluaries. I4 pushed ou the
Gubtaoi, ij will claim the 5hll':w.sr.s respou-
sible or cratly Ferocious People oul for
veundeauce or other shen I'm sure some o4
lhese enemies took Advania%c o4 our weak-
uess, bul 1 was the morlal, ordinary iu
Shihuangdi and his morlal, ordluarj empire
Hat brouéld us dowu.

Iu the nights of the Shaug, we kad ruled as
éods. Atler the Qin, we kuew we had 1o rule as

m%g, it ouly to keep track of the plaus of
mortal emperocs.

It was ouly toward the end of Qin
5klhuaasdl’s celan that 2lan Xuel ceturued to
the oaplia[.'ﬂua EMPECOT WAS A&spaml.e for the
secrels o Immor’rarljrj, aud we sltf: ed n can-
hously with the cavalcade of 5cio[4rs and
vujs’das. J, for one, am very pleased thal the
vacious alchemists he called upon failed so
5Fsclacularlﬂ to keep the emperor alive. ate
man rule nthe land of the dead now, but as far
as ) am concerned, he 15 welcome to if.
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GDj N THE AFTERLFE
e Wan Kuei have traveled to
tlgﬁé-!m Realm of the Yel-
more than one occasion. The
nperor has become the Jade Em-
d. Some say his realm has spun too -
truly be considered a Yin Realm,
thmgsare rarely hard and fast. The realm
uang (as the sovereign now prefers to be
) is not pléasant for its now-dead residents,
' an unending reflection of the emperor’s work as a
: morr.'al ruler.
k< Those Wan Kuei who travel to the Yellow

@mﬁs wu:h the Dead Emperor’s permission find

, Huang to be a gracious, if somewhat wary host
~ to those who earn his respect. He will gladly
a%versc aboul l'gstcry, the dangqrs and rewards
great power and goings-on in the afterlife.
ncautious  Kuei who travel to the Yellow
*Sbnngs without proper permission do not return.
o Their fates are not widely discussed, but it is
'“'known that Yu Huang considers himself the peer
~ of the Yama Kings and subjec.ts his enemies to
fates deserving of Hell.
“ Formore on YuHuangand f:he Yellow Springs,
see Chap‘i':er@nt i

The Han Evpjre

Qin Shihuangdi created a framework for all dynasties
which followed his, even though the Qin dynasty itself (if
there can be said to have been such a thing) ended with
his death. Less than a decade after Shihuangdi’s demise,
former Qin functionaries founded the Han Empire. These
bureaucrats, led by Liu Bang, did not descend from the
traditional nobility, since it had been destroyed during
Shihuangdi’s reign. They came from peasant and bureau-
crat families and seized power when a good opportunity
presented itself.

Emperor Liu spread power throughout the empire to
allow for proper governance, while keeping too much
authority from concentrating in any one noble’s hands.
Such decentralization was necessary to support the
Xiongnu Wars against nomadic raiders of the north. The
nomads fielded tens of thousands of cavalrymen when the
need arose, and they did not suffer the same demands of
supply that imperial armies did.

A later emperor, the Confucian Han Wu-di, retained
both mortal and supernatural advisors. He understood
many of the allusions of the I Ching and was able to
discover important relationships between the elements,
directions, colors and virtues. Han Wu-di followed a
poetic and symbolic aesthetic in his rule of the empire; he
was truly one of the finest scholar-kings China has ever
seen. Wu-di also staged numerous wildly unsuccessful

luon&ﬁau:

armed campaigns against barbarians in the unforgiving
high desert of the north, however.

The confederation of nomads that gave the Han such
trouble collapsed around the same time that Han Wu-di
died. Within a short time, those tribes petitioned the
imperial court to allow them to serve as Chinese vassals;
they were accepted, and that allowed the empire to
further reduce its military presence in the north.

Conspiracies and assassinations were the rule of the
day after Wu-di’s death; eventually the Imperial Regent,
Wang Mang, usurped the throne and ruled for some 14
years. Wang Mang was a tireless reformer, endlessly throw-
ing out new schemes in attempts to get the empire to react
more appropriately to its people’s needs. He was assassi-
nated during the 14th year of his reign; at this time,
peasant rebels held Changan, and the imperial capital was
relocated to Loyang.

Our kind was very active behind the scenes during
Wang Mang's rule. Various courts and wu supported a
dozen candidates for the throne, yet none were pre-
pared for Wang Mang’s death and fell to infighting
when it happened.

We call the period after the relocation to Loyang the
Later Han; it was a time when scholarship and learning
took the forefront of Chinese culture. Paper was in-
vented during the Later Han — before then, informa-
tion that needed to be recorded for posterity was either
carved into bamboo or painted onto silk. The Later Han
also fought the first conflicts with the Tibetan people
from the high mountains to the west, which would
impact our own courts.

The first wars with the Tibetans decimated a tribe
favored by Empress Fan of the White Tiger Court. Her
retaliation against the responsible wu — a Yellow Em-
peror Court wu called the Piercing Fists — was swift and
precise. The Yellow Emperor’s counter-response was
equally swift but absurdly imprecise; his forces lashed out
against shen of all shapes and sizes in the Takla Makan and
the mountains of Tibet. For centuries, the two courts were
in a state of undeclared war, while the Xiong Ren and
other shen of the region struck against all Wan Kuei they
could find. The chaos did not settle down until the
foundation of the Sui dynasty.

A combination of factors destroyed the Han dynasty.
Inner court eunuchs struggled with outer court counselors
and imperial advisors over access to the throne. At the
same time, a peasant revolt led by a group called the
Yellow Turbans marched on Loyang; though they were
put down, the military itself was a tool in this power
struggle. Whena eunuch assassinated the military’s impe-
rial leader, the soldiers occupied the capital for years, and
the emperor himself was a virtual prisoner. The empire
spun apart.

The Turee KijngDoMs

By the end of the Han, three provinces, Wei, Wu and
Shu Han, had garnered enough influence and loyalty that

pr——
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they were kingdoms unto themselves. The Kingdom of
Shu Han had been largely self-sufficient before the Han
dynasty collapsed; it had extensive resources and was very
defensible. The Kingdom of Wu, a naval power, con-
trolled much of the southeastern coastline of China and
a fair amount of the Yangtze's length. The Kingdom of
Wei contained the remnants of the old Han court and
bureaucracy, as well as a large, well-trained army. The
leaders of Wei spent generations attempting to unify the
Three Kingdoms; it took 60 years for them to become one,
in the form of the Jin dynasty. It lasted less than 20 years.

The eastern fragments of the Jin dynasty eventually
led to the reunification of China, but the northern part of
the country split into a handful of warring tribal states
known as the Sixteen Kingdoms of the Five Barbarians.
Jurchens, Tatars, Tibetans, Qidans and other barbarians
dominated these kingdoms. Control over different lands
changed hands dozens of times over the next century.

The chaos of ever-changing sovereignty in the north
concealed an epic series of spirit battles, as a number of
packs of Xiong Ren subdued and chained a Great Dragon
in the forest of the far northern wasteland. This creature
strains at its bonds even today, | am told.

Tie Su; Dynasry

The Sui dynasty was founded by a harsh, driven man
named Yang Jian, of the Sui prefecture in the Northern
Zhou Kingdom, some 350 years after the fall of the Han.
He found himself on the throne of Northern Zhou as it
completed its conquest of numerous border states. His rise
to the throne was most auspicious: Mysteriously, some 59
other possible claimants to the Northern Zhou Kingdom
all died at Changan during the three years leading up to
his coronation.

5ASSiA Ash A]V;
ok the Second Rreath aftex his -
: '_i:_i"dbi'Sbe_.Hé]&q“S' B AR 4
h Changan today and is A devon
b \ysthat
d, drained of
oke he himselftook his
the Coukeof the

The most important accomplishment of the Sui was
the expansion of canals, vastly expanding commerce
between southern and northern China. The Sui dynasty’s
second and final emperor, Yang Guang, who had no
compunctions about literally working peasants to death
on the canals, directed this effort. Though the Wan Kuei
found the population’s concentration in the northlands
to be particularly useful, the lands of the south were rich

and verdant, and the Sui were not foolish enough to let
them liefallow for long. Certainly the Court of the Scarlet
Phoenix has benefited from the expansion; China’s in-
creased commerce with her southern neighbors makes
travel for the Ten Thousand Demons far easier.

From the Commentaries of Juang Guangyao:
Several of Yang Guang's canals cun alou
dragonlracks, thauks fo a few Resplendent Cranes

who wished to take ad\malasa ot their elemental
atfinities. Yoday, Craunes can far more .'.M\éllj
use those lines thaun can De.vll~T!35r-_:.

The Tang Dynasty

Three powerful and charismatic mortals dominated
the Tang dynasty. One of them has since taken the Road
Back from Hell; the others are lost, living only in the
memories of the mandarins and ancestors.

LiShimin took the throne in Changan after his father
Li Yuan died naturally. Li Yuan, the Duke of Tang, seized
the empire to found the Tang dynasty at the urging of
Shimin, his second son. During his father'’s reign, Li
Shimin slew his brothers with arrows and had all of their
sons executed, cleverly leaving himself as the only claim-
ant to the throne. Emperor Li Shimin was a strong-willed
Confucian with firm ideas about a ruler’s duty to his
subjects. He perfected many facets of imperial govern-
ment, and his successors spent their entire reigns trying to
match his deeds. Li was fearless and brave and inspired
loyalty in his military leaders by often joining them on the
battlefield. Li Shimin laid the groundwork for more than
a century of prosperity and good times for China.

One of the most brilliant inheritors of his work was a
former chambermaid, WuZetian, who sleptand killed her
way to the throne not 50 years after Li’s death. She reigned
as the only empress in China’s history, and all of the Tang
emperors that followed her were her descendants. When
Emperor Li Zhi died in the 56th year of the dynasty, Wu
Zetian's fourth son was placed on the throne against his
will. Wu's first son had died during Li Zhi’s reign, she
commanded her second son to commit suicide (which he
did), and her third son was placed under extended house
arrest after defying her. But Wu could not stand in the
shadows for long; after six years of her son’s reign, Wu took
the throne openly.

Empress Wu was hardly secure in her throne; her
secret police killed dozens of princes and potential
claimants, and bronze chests were placed in public
squares for mortals to leave anonymous charges of trea-
son for the secret police to read. But Wu was an effective
empress; China thrived during her reign. Imperial armies
repelled incursions by Tibetans, Turks and Qidans.

Wu's reign may have rated as the pinnacle of the
Tang dynasty; a long, slow decline followed her, punctu-
ated with rebellions by An Lushan and Huang Chao. In
both cases, rebellions took place because the common
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folk grew exasperated with the corruption of imperial
officials. Finally, the growing independence of various
provinces and the relative weakness of the imperial
court at Changan led to the empire’s spiraling off into
many separate kingdoms, each claiming to be the true
inheritor of the Tang dynasty.
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Some of the most enlightened Wan Kuei lived
during the Tang dynasty; many of these lived splen-
didly and went to Hell as a result of their conspicuous
excess. Some of these ancestors and mandarins con-
tinue to exist in lush splendor, to show their contempt
for the judgment on their souls; others lead spare
unlives of quiet contemplation, hoping to redeem their
lives’ actions.

From the Commentaries of Juang Guangyao:
J see that the youug student does uol see 41l
lo reveal that Empress 2Ju took the Road Back;
uetther Au Lushaun nor L1 Shimin had the wick-

eduess and steendth, or so 1l would appear. She

has rr:jm-;ge-d quickly aloug the #oul of the

Devil-Tiger Dharma and lodan lmmblj studies
the bodkisattvas of the Shaolin Aouastery.

Fivei Dynasties, Ten KjnGgDoMs

After the collapse of the Tang, the forces that tore
the empire apart kept it splintered for more than two
generations. Independent war leaders in the south staked
out their own fiefs and ruled them as personal kingdoms,
while in the northern reaches, five short-lived “dynas-
ties” rose and fell in quick succession.

It was a chaotic era and a time full of opportunity for
Wan Kuei; frequent fighting and palace intrigues, com-
bined with a paranoid independence in the south, made
for rich feeding and ample opportunity for influence-
peddling and manipulation.

Some of the most powerful mandarins in modern
Wan Kuei society walked the Road Back during this era;
already adept at the finer points of intrigue, these mon-
sters — such as Kang Liu, now Second Minister of Infor-
mation in the Court of the West, and the Nihonjin Bone
Dancer Atanasu, a renowned necromancer — have rap-
idly learned the fine points of Xue's Dharmic paths.

Tie Song Dynasty

The Song Empire reunified China after two genera-
tions spent divided; the leadership was determined not to
repeat the mistakes that brought the Tang dynasty to its
end. Thus, the Song was a time of philosopher-kings and
poet-lords. The Song military declined in quality even as
China faced increasingly hostile neighbors, in the form of
the Liao Empire and Xixia, to the north. With the
military in such disrepute, a great rift opened between
soldier and civilian during the Song.
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Many modern mandarins lived during the Song dy-
nasty; oftentimes they speak contemptuously of the de-
generacy of the modern age and the fallen empire. One
who manages to get a couple of Yang-drunk mandarins to
talk about “the good old days” is liable to spend at least an
evening hearing tales of riches and outrageous fortune.

In the 158th year of the Song dynasty, Emperor Zhao
Zi struck upon what he considered to be a brilliant plan.
He would ally with the Jurchens, a huge tribe of raiders
from the lands north of the Liao Empire. With Chinese
infantry striking northward and Jurchen horsemen driv-
ing south, the Liao Empire would surely crumble. China
would thus gain new territory, lose an increasingly un-
pleasant northern neighbor and build a new border with
this recently discovered ally.

The plan worked too well. Unfortunately for Zhao
Zi, the Jurchens did all of the work. Within seven years,
the Liao had been ground under the hooves of the
Jurchens, who reestablished the state as the Jin Empire.
China’s armies seemed content to sit and watch this
happen; they acquired no territory. Jurchens who fought
and died conquering the Liao found the idle Chinese
armies to be worthy only of contempt. Rather than
gaining a grateful young nephew kingdom along its
northeast border, China found itself facing a skilled and
hungry predator.

The SouTHERN SoNG Dynasty anp THE
Jin EvpiRE

In the 166th year of the Song dynasty, general
disaster befell the empire, and very particular disaster
befell the royal family. The Jurchens of the Jin Empire
raided southward across the great Hebei Plain and cap-
tured Kaifeng. Zhao Zi had abdicated in favor of his
eldest son, in the hopes of warding off the anger of the
Jurchens, but it was to no avail. China lost its capital
city; the imperial family and more than 3,000 courtiers
and servants were sent northward into Manchuria. Few
were seen again.

Only Zhao Zi’s ninth son, Zhao Gou, had managed
to escape this fate; he was in Nanking at the time of
Kaifeng's capture. On hearing of his family’s fate, Zhao
Gou declared himself the new Son of Heaven and the
Southern Song dynasty to be the successor to the Song.
Immediately after his coronation, the young emperor
was on the run. For more than four years, the Jurchens
pursued Zhao Gou through southern China, from Ningbo
to Linan. The lakes, rivers and canals of the southern
empire rendered the normally huge advantage of the Jin
cavalry negligible, and the Southern Song troops were
able to drive the Jurchen back northward. When the Jin
retreated, Emperor Zhao was able to take up residence in
Linan; the assembled court named Linan Xingjai, “visit-
ing headquarters.”

Young Wan Kuei — disciples and the youngest jina
— have never known an era other than this one. They
tend to believe that a divided, half-conquered China is
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the proper way of things, though some Running Monkeys
support either the Song or the Jin due to lifetime loyalties.

The ComMjng DELvGE

Any rational Wan Kuei can see the coming of the
Fifth Age, off in the distance. Not this generation and
not the next one, but perhaps the Fifth Age will greet us
with the grandchildren of today’s succulent young in-
fants. Dozens of prophecies, short and long, have been
written about the coming Fifth Age — many call it the
Great Flood or the Great Drowning or the Great Con-
quest — and most of them contradict each other. Here
is a small selection:

We will be laid low by the great family of the west; the
tormented blood marriages they create are only pale echoes of
our own fall, and their jealousy will split the Five.

The Son of Heaven will ride down from the North; he will
conquer the world with earth, fire and water. Courts will fall;
the Age will turn. Men will die; women and children will wail
before his might and the might of his warriors.

A storm will come to the dead; the Yin Realm will shake,
and the Wall will crumble before the storm’s howling winds.

A court will turn away from the light of Heaven, and a
great ancestor will fall to the Kings of Hell.

The breath of the heavens shall drown the warriors of
the north.

Pale men from the West will walk in the conquered cities
of the Middle Kingdom; they bring strange gods with them.

A great kingdom will drown; the rivers themselves shall
obey the dictates of the Son of Heaven.

A mountain shall arise under the tomb of the First
Emperor.

A Great Dragon shall awaken in the distant north.

The Beast Courts will make peace with the Courts of
the Dead.

The eldest bodhisattva will be laid to rest.

A mortal kingdom will fall to Yomi Wan.

A desperate lord will once again hurl his kingdom against
a superior foe; he will die, and his sire will lose the Mandate of
Heaven.

Ten years of drought and pestilence will herald the coming
of the Fifth Age.

Cast out, the bureaucrats of Heaven will form a sixth
Great Count.

Lire /N SOUTHERN SONG
CHijna

Report from Amrat Atansas, a servant of King
Bogabo of the Xixia Beast Courts:

Your Majesty,

[ send you this mail by courier. I trust him implicitly;
he is not loyal to the Song Emperor and his court, and
more importantly for my purposes, he is mute and cannot
read. He has been well paid to bring you this document.
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None of the information here is secret or hidden from
the general human; indeed, most of it is simply observa-
tion of the humans’ activities from day to day. Neverthe-
less, I send it to you as secretly as possible, for I know that
the Dragon’s Tear Court, which controls some of the
route between Linan and Xixia, might take exception to
its contents and analysis.

On e PeorrLe anp ThE/R DajLy Hasjrs

The people of Linan and most of the Southern Song
Empire are obsessed with cleanliness and washing to a
degree I find most discomfiting. As you know, my breed —
and by extension, the majority of my kinfolk — prefers to
live in places where creatures such as fleas and lice are
active and healthy. Appreciating as I do the traits of the
people of Xixia, who are bathed twice in their existences
(once after birth, and once after death), I cannot help but
feel repulsed by the water-obsessed southerner. He usesan
inexpensive public bath three times in the cycle of a
month, in brisk cold water— only barbarians and foreign-
ers require warm water — and, occasionally, uses soap to
scrub grime away. Wealthy southerners have baths of
their own; a few eccentric souls even bathe daily. Thank-
fully, the nobility of the imperial court here in Linan is of
hardy northern stock and does not require such abase-
ments before the god of cleanliness.

It may seem curious, then, that women of wealth in
Linan go to great lengths to improve what nature has
provided them with. They apply a white layer of makeup
to their faces; they tint their fingernails (and some even
their hands); they even apply oils to their hair, to improve
its luster. Occasionally seen among the wealthiest fami-
lies here in Linan are women with bound feet: The feet are
tightly wrapped from a very young age, giving ladies of the
court a delicate, mincing, feminine stride. Not inciden-
tally, foot-bound ladies of the court are much easier to
catch, should theydecide to run from an amorous wererar,
but that is a tale for another day, my liege....

In the matter of clothing: The common folk wear
hempen cloth, while nobles and wealthy merchants wear
silk. On occasion, a fashion, such as parasols, will come
into favor in the court. Typically, such fashionable items
(or fashionable colors, or fashionable head coverings, as
you will have it) are allowed only to certain members of
the court, by imperial decree, but few months pass before
they are seen in the apparel of any of the common folk
who wander by. No man, save the Buddhist monk, walks
the streets with his head uncovered; no man or woman
walks the streets with feet bare. Those Ferocious People |
know with kinfolk among the wealthy (surely none of my
breed, I can assure you) tell me that a man’s station and
rank can often be determined solely by looking at his
headgear and footwear. Women do not cover their heads
but carefully adorn their hair with combs and other
trinkets; the placement of these things is considered to be
high art, if the tales are to be believed.
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As an aside, most wealthy men and women wear
girdles — often plated in precious metals, jade or, taste-
lessly, parts of rare animals — outside of their clothing,
and they often tie pouches filled with money to hooks on
the girdles. I am sure that my lord does not have to work
hisimagination feverishly to consider the vast temptation
and opportunity such an idiotic contraption provides to
my people.

Foop anp DRrjNk

In this regard, I must respect the humans of China:
They will eat practically anything. Anything within rea-
son, at least — the rumors | have heard of cannibalism
(even cannibalistic restaurants) are unconfirmed and
probably untrue here in the imperial capital. Reports of
cannibalism in the outer provinces during times of famine
are considerably more likely. However, nearly anything
on four legs is fair game in some part of China, and here
in Linan, there are restaurants specializing in the styles of
far-off parts of the empire. Many of those restaurants
hearken back to the style of conquered Kaifeng, the old
capital. Rice makes up the core of nearly every meal here
in Linan, though the proportion of rice in each meal goes
down as the eater increases in status: Rice is seen as filler.

Wine is typically made from fermented soy or rice,
with added spices. Occasionally, traders from the far west
will arrive with wine made from fermented grapes or
dates, and such wines are quite valuable. The only other
beverage of consequence to the humans here is tea, which
produces an euphoric effect in them if drunk in sufficient
quantity. Typically, the stuff is brewed as an excuse to boil
the otherwise putrid water of the area. | have to wonder as
a personal aside here, sire, if the humans would choose to
eat and drink their own excrement, given the chance. For
myself, I do not trouble with tea overmuch; our iron
stomachs resist the rot in the water, and the same quality
of our natures suppresses most of the stimulant in tea.
Therefore, to save time, [ simply drink the water dirty.

FamjLy Reratjons

Perhaps I state the obvious when [ say that the family
schemes of the Ferocious People do not match those of
ordinary humans. The apes live among extended families,
except when they live in circumstances forbidding such
arrangements, A single household is likely to hold all
family members of three or four generations. Written laws
as old as the Tang dynasty actually dictate the interaction
between members of the same family: Breaking the bone
of an older cousin holds a more serious punishment than
doing the same to a younger sibling. This is not, to my
understanding, the case either in Jin or Xixia, where
interactions are more casual between family members, but
the imperial court likes to remind subjects of the Song
dynasty that they inherit a 1500-year-old empire and, as
such, must carry on the traditions passed down.

Like humans everywhere, those in China repro-
duce until the woman is no longer physically capable of
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bearing young; eight births are not seen as excessive
over a lifetime. There are too many of them, too many
of them everywhere, despite our best efforts to the
contrary. Linan burns easily, sire; it suffers from regular
fires. But they have more children, faster, after losing
them to fire. The only thing likely to stop them is
starvation; when a family is stretched beyond its means
children are aborted with drugs, “washed too long”
immediately after birth or given to the imperial au-
thorities, where they grow up as orphans and often find
work in service of the emperor.

City children are allowed to run free until roughly the
age of seven years. They are rarely threatened or punished
for their misdeeds; in fact, the worst punishment most can
expect to receive is asevere scolding or a scary story about
one of the bogeymen of southern China. I confess that
upon overhearing one of these stories recently I took the
opportunity to briefly play the role of “Big-Eyes Yang,” the
monster with the terrible voice. The parent’s lesson
seemed quite well ground into the boy within a few short
minutes. Country children have farless freedom, of course,
and are put to work at a very young age, thus offsetting
their cost as another mouth to feed.

Few marriages come about due to an honest expres-
sion of affection between man and woman; those that
do typically happen between youths in the city who are
far from parental judgment and influence. Far more
common is for marriage to be arranged by parents to
provide for an advantageous familial alliance or to
ensure their own upkeep in old age. In the countryside,
these marriages are sometimes arranged when husband
and wife are children; in the city, they are not made
quite so young, but the youths still have little choice in
the matter. In any case, the wife becomes a part of the
husband’s family from the time of the wedding cer-
emony onward; even on the death of her spouse, she is
to remain a child of the husband’s family, tending to
them in their old age.

Deamst anp THE Ten THousanp DemMons

Most Chinese follow the dictates of Confucius, my
liege. Chief among those dictates is filial piety: the duty of
a child to his parents. This duty continues even after
death — Confucian scholars are quite clear that a sump-
tuous funeral followed by burial in the country is the
proper course of action for a pious child upon the death of
a parent. Funerals, when they do happen, are therefore
vast in scope and quite wasteful in resources. They have
a tendency to render poorer families bankrupt.

Buddhists, by contrast, encourage the poor to cre-
mate the bodies of their departed ancestors. Cremation is
cheaper, and the enlightened Buddhist whose body is
consumed by flame is said to have a greater chance of
passing to the right hand of Buddha, into Nirvana. Here
in Linan, a Buddhist temple maintains a large crematory
oven that pious Buddhists may use to properly dispose of
their ancestors’ physical remains.



Perhaps it is no surprise that the Wan Kuei have
taken an interest in this conflict. Though I sometimes
hear rumors to the contrary, it is my understanding that
acorpse gone to ash is of little use to a returning vampire.
A human sufficiently wicked to return from Hell surely
deserves to have no body to return to. We are not certain
what happens to those who return from Yomi Wan to
find only a pile of ashes; perhaps they are doomed to walk
as ghosts. The scholars at my liege’s court would know
better; I am but a humble dweller in shadow. We do
know that the existing Wan Kuei here in Linan (and
presumably elsewhere) support the Confucians and en-
courage humans to bury their dead “honorably,” even if
such a thing costs their entire savings.

SEASONS AND THE SKY

The inhabitants of China see their emperor as the
ultimate lordover all things, including the passage of time
and the seasons. One imagines great hilarity ensuing the
next time the emperor commands the Sun to remain in
the sky past its appointed hour; remember, this is the same
throne that couldn’t keep a few thousand marauding
Jurchens on their side of Kaifeng. But perhaps my bias is
showing a bit too blatantly; I shall continue the main
thrust of my narrative.

The empetor and his court create the calendar for
each year; rather than doing something simple, such as
watching for the vernal equinox each year, the Chinese
date the beginning of their year to the second new
moon after the winter solstice. The year therefore
fluctuates wildly in length; there are a dozen extra days
in each year, which every few years are added seemingly
at random to one year or another. I believe this to be
another tool of the imperial court, for without the
calendars they provide to the populace, it would be
impossible for the average person to determine the
start of planting season.

Chinese subjects measure the passage of years over
two cycles: a 12-year cycle based on different animals (rat,
ox, tiger, rabbit, dragon, snake, horse, goat, monkey,
rooster, dog, and pig) and a 10-year cycle based on the
elements, with each element getting two consecutive
years: metal, water, wood, fire and earth. Thus it takes 60
years for the entire cycle to repeat itself. This is the Year
of the Fire Snake by their reckoning.

Tue Fjve Venorous CREATURES

The humans of the Song have a curious superstition;
I once imagined that it must come from a perverse
veneration of our undying enemies, the Centipede and
his minions among just city dwellers, but it seems that this
mythologizing occurs throughout China. The Chinese
treat five insect-eating, poisonous creatures with the
greatest respect: Wasp, Toad, Snake, Scorpion and Cen-
tipede. They go so far as to stitch likenesses of these
animals on their children’s clothing. All five of the
Venoms eat insects that often carry disease, so these

Buoop & Sjix

stitchings are thought to repel disease. Additionally, of
course, these creatures are all poisonous to some extent
and, as such, are owed great respect.

I admit that there has got to be some relationship to
the great corruptor spirit here: Centipede, Toad and
Scorpion are often seen as avatars or servants of the
destroyer, despite the respect that Wasp and Snake often
receive. Unfortunately, the Five Venoms are not part of
some state cult that we could ascribe to the influence of
demons; they are a part of ordinary folklore. Again, my
liege, we see part of my reason for writing this letter: There
are wiser minds than my own at your court. Perhaps they
can see the core of this issue.

ArTs aND LEjSURE

I admit that, as a wererat, | am perhaps less qualified to
speak of fine art than another agent might be. But I plunge
onward, obedient to the dictates of my liege and his
oversharp dentition.

Chinese painting seems focused on landscapes; in
snooping through nobles’ estates, I have seen more
than one beautiful portrayal of the land at dawn or
sunset. The painter Guo Xi spoke of the importance of
accurate depiction of life; he felt that one could nearly
channel Chi through a true artwork. Other painters
spend less time on representation and more time on
evocation and impression. Mi Fu evokes strong emo-
tions through his work, even though the pictures he
presents are in no way realistic.

As the civil exams have become more important to
the populace, | have seen more examples of this “print-
ing” that we have discussed in the past. Instead of
delicately laying down each stroke of a character with
a calligrapher’s care, the printer lays wood blocks in
place to represent characters, inks them and presses
them against parchment to create a document as a
whole. Monks have been using this technique since the
early Tang dynasty, I am told, but the tools are becom-
ing more widespread. Humans have begun creating
thick treatises on history, science and astronomy; 1
daresay this will reduce our ability to keep them under
control as time progresses.

War

The typical member of the Chinese Army is a
peasant; those born to nobility often become officers,
but most of them lack the physical build and martial skill
to thrive as a soldier. The peasant, by contrast, has
worked hard his entire life, and unlike the child of
privilege who spends his time at chess or calligraphy, his
youthful playtime was spent in mock battles, playing
with toy swords or spears.

The Chinese are quite advanced in terms of arms.
Songdynasty China takes advantage of gunpowder, which
it invented 200 years ago. The Chinese have been using
explosives in warfare since the wars with the Jin in the
early Southern Song. They have explosive devices with a
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lit fuse, which can be hurled at an enemy; when the fuse
reaches the core of the device, it explodes with a flash and
a loud noise, sending shards of hot broken metal in all
directions. Such things are exceptionally useful against
unprepared cavalry, and we have learned that they also
work well against the Wan Kuei.

In terms of personal weaponry, as we know, the
Chinese have used the crossbow as their primary missile
weapon since before the Qin unification. Larger, long-
range repeating crossbows on solid bases — impressively
useful against berserk shen if the bolts have been properly
treated — have been in place since the early Han.
Catapults and giant crossbows are the most important
heavy weapons available on the battlefield. The armies
of the Southern Song can field huge mounted composite
crossbows operated by up to 100 men. They have a range
of 200 yards. Catapults, even larger, are operated by up
to 250 men and use clay and stone projectiles or burning
ammunition. These sorts of things are rarely useful in my
day-to-day life, but one imagines that it is good to
remember that the Song can bring such things to bear if
the need arises.

Also, the Chinese navy is a rather impressive fleet.
I admit that my experience with boats is relatively
limited, but I am told that several of my great-grandpar-
ents spent much of their time aboard Chinese naval
vessels and those that could speak shared interesting
tales. Modern Chinese naval vessels can carry more than
1,000 people when they need to transport troops from
one place to another, and they mount “rockets” for
defense against foreign navies. These devices are tube-
shaped stacks of gunpowder; they can be aimed at a
distant boat and lit aflame. They then propel themselves
to the target and explode most spectacularly. Vessels
belonging to particularly well-connected merchants have
also been seen with these rockets mounted prominently;
no doubt their presence discourages pirates. And I imag-
ine that it is only a matter of time before the pirates
themselves attach rockets to their ships in order to
maintain the balance of power.

LaBor

The imperial warlords are clever as all monkey-folk;
they never tire of finding new ways to get more work from
asingle man. Travelers speak of new farming methods and
expanded cultivation of the lands to the south; this
expansion has begun to push against the kingdom of
Angkor, but as yet, there remains peace between the two.
Manor-bound peasants farm rice in ever-wet fields now,
and a strain of rice has been developed which matures in
winter, letting two harvests occur each year.

The state as a whole has become more concerned
with earning money and making a profit than with filial
piety, respect to the emperor and so on. It is hardly
Confucian. Admittedly, sire, other than my great respect
and loyalty to you, I am hardly Confucian myself.
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ConcLusjoN

It is my fervent wish, sire, that the information
included herein will prove of use to you in upcoming
campaigns against the forces of the south. I myself intend
to return to your court before the year is out, after my
business in Linan is complete. Should you require further
service of me, you know that the slightest hint of a request
myl from on high.
your obedient servant,

ansas

Beyonp tHE EMPIRE

Report from Zeng Zhixin, Eastern Serpent of the
Flying Wheel Wau.

The Middle Kingdom is a vast place; the influence
of the great Chinese empires can be felt from the Indus
to Kamakura and from Pyongyang to the Thai jungle.
The Wan Kuei stalk the nights of all this land; while we
are by no means all-powerful masters of all we survey,
ancestors wield great power over individual cities and
regions, and merchants, aristocrats and even imperial
advisors are hard-pressed to avoid our influence.

The Song dynasty rules China now. China has stood
at the centerof political activity in Asiaforas longaseven
the arhats can remember. Our capital city is now the
beautiful and rich Linan, but the imperial court calls
Linan Xingjai, “visiting headquarters”: The mortals in-
tend to retake Kaifeng from the Jin. The history of
hundreds of years and the tombs of dozens of emperors are
in Kaifeng, after all. But for now, the mortals rest and
gather their armies in defense and attend sumptuous
parties and court functions.

As much as the residents of Linan would like to deny,
lands beyond their control continue to thrive. I humbly
suggest that the ancestors of our courts do not repeat mortal
errors and that they remain aware of events beyond China’s
borders. I gladly share the fruits of my travels and discus-
sions with other travelers.

The NlorTHERN KjNGDOMS:
X;jx;a- AND JiN

Only a century ago, the Tibetans of the Empire of
Xixia and the Qidans of the Empire of Liao were client
states of the Song Chinese. The eye blinks, the world
changes: The nomadic Jurchen peoples conquered the
Liao, and now, their Jin Empire stands in its place. Indeed,
Jin has conquered much of Koryo and northern China,
and Xixia now pays tribute to the Jurchen leaders.

The two northern empires have a number of similari-
ties. The dominant peoples of both are descendants of
rugged, horse-riding nomads who have settled down to
take advantage of agriculture but who maintain a strong
cavalry tradition. And both have defeated the troops of
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the Song Chinese on the field of battle numerous times
over the last few decades.

But Xixia is on the decline; its ruling class has inter-
married with the Jin rulers, and as the smaller and weaker
of the pair, it acknowledges the Jin emperor’s supremacy.
Little of Xixia is suitable for cultivation, so the curious
mishmash people there — part Turk, part Tibetan, part
Uighur — breed cattle and serve as merchants. Scores of
caravans from the Song and Jin to points further west pass
through the Xixia capital of Ningxia every day.

Jin has a large bureaucracy and a multicultural popu-
lation; at the present time, it enjoys peaceful relations
with all of its neighbors. The Jurchen overlords of the
empire maintain a capital at Liaoyang. By far the largest
group living in the empire is Chinese, not Jurchen.
Chinese manners, speech and script have begun to infil-
trate even the imperial court, despite repeated imperial
proclamations of the superiority of the Jurchen way of life.

NjHoN

Nihon, a kingdom made up of a large chain of
islands east of China and Koryo, is still cleaning up
after a recent war between two of its most powerful
noble families. This conflict, called the Gempei War,
came about due to the crumbling influence of the
Nihonjin Emperor. The dominant family at the impe-
rial court, the Fujiwara, lost power steadily as other
influential families married in and diluted the power of
the core Fujiwara line. Until about 10 years ago, the
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Taira branch of the Fujiwara dominated the court, but
across the island in Kamakura, the Minamoto branch
gathered sufficient influence to itself that Minamoto-
no-Yoritomo was declared shogun, supreme military
commander of Nihon; the power to select successive
shoguns was at the core of the Gempei War.

Over the last half-century, the Taira and Minamoto
families assumed increasing importance in the prov-
inces. The Minamoto family owns the Kanto Plain in
which Kamakura sits; the Taira, relative newcomers to
the Nihonjin imperial court in Kyoto, gained the pa-
tronage of several retired emperors and saw their star rise
in court appropriately. Indeed, provincial nobility has a
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far greater say in imperial politics now than it did 20
years ago, and local nobility is far more likely to carry its
own military authority.

As power began to drift away, quarrels erupted
among the various factions of the court. Various Shinto
and Buddhist temples of the island nation competed
with the retired emperors, who in turn struggled with the
royal family and provincial nobility. Each faction de-
sired a voice in the affairs of state, and it is obvious in
retrospect that such factionalism would leave Nihon
dangerously weak. One provincial noble, Taira-no-
Kiyomori, took advantage of this chaos to maneuver his
infant grandson onto the throne some 17 years ago.

Kiyomori reigned in the infant Emperor Antoku’s
place, and even when the boy was old enough to speak, it
was clear that Kiyomori held the power. And he did not
wield it subtly. Within several months of Antoku’s birth,
noble houses of the Kanto Plain, led by the Minamoto
family, took up arms against the Taira family.

Heavily armed and armored noble warriors fought
the Gempei War; one might see massed clashes of
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peasant troops, but pairs of samurai standing across a
few feet of dirt from each other often settled battles.
The honorable lone samurai motif has since become an
important part of Nihonjin art and storytelling. The
strength of this image was compounded by the differ-
ence between the courtly, mannered Taira and the
wilder, rough Minamoto.

Taira-no-Kiyomori died a year into the war; the Taira
faction was already on the defensive by this point, and the
Minamoto and their allies pressed westward across the
island for the next two years.

Two years after Kiyomori’s death, Minamoto-no-
Yoshitsune led the warriors of the Kanto Plain in a
series of stunning victories. Eventually, the Taira forces
and their allies were driven from Kyoto and out onto
boats on the inland sea. There, ships friendly to the
Minamoto attacked in force, sinking nearly all of the
enemy vessels. It was only after the battle was over that
the Minamoto learned that young Emperor Antoku
was aboard one of the sunken vessels and that he
drowned during the fighting.
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A new Nihonjin emperor, Gotoba, has since been
crowned. The new emperor, however, owes considerably
more to the Minamoto family than his predecessordid. The
imperial court at Kyoto has lost a great deal of its practical
influence; the administrative headquarters that Minamoto-
no-Yoritomo set up at Kamakura during the Gempei War
now serves as general administrative headquarters formuch
of the imperial government.

Minamoto-no-Yoritomo became shogun after the
war. Governmental authority has been greatly spread out;
the individual samurai, aided and overseen by military
governors (shugo) and military land stewards (jito), have
a great deal of personal power. And most of them are
personally loyal to the aged Yoritomo.

Yoritomo remains shogun, with roughly 2,000 noble
houses supporting him. He is old, and though he did not
fight actively during the Gempei War, the conflict has
clearly taken a toll. His wife Masako looks after him and,
on occasion, makes a trivial decision on his behalf when
he is too tired to be awakened. Neither of his sons appear
worthy of the role of shogun, and he had potential
challengers in his close family killed years ago, to ensure
his own power.

Imob&;mr\

Many disciples and jina among the gaki (as Nihonjin
vampires call themselves) took the Second Breath dur-
ing the Gempei War. These men are honor-bound and
skilled warriors, despite their sentence to Hell. In many
cases these gaki were bushi (minor nobility and warriors)
in life who committed a single act of dishonor and were
slain immediately thereafter. Such a stain on the soul
dragged them directly to one of the Nihonjin Hells;
whether the Second Breath renewed their code of honor
or showed that code to be a fool’s restraint varies from
vampire to vampire. Generally, any renewed honor and
loyalty is directed toward their uji, a clan of gaki akin to
an extended wu.

Koryo

Koryo, that peninsula between Nihon and China, is
an exciting place to spend time these days. Sinjong of the
royal house of Wang sits on the throne, but he does so at
the leisure of the most powerful man on the Koryo
Peninsula, General Ch'oe Ch’ung-hon. Ch'oe took power
alongside his brother Ch'oe Ch’ung-su just last year after
killing the tyrant Yi Ui-min; Ch’oe Ch’ung-su has re-
cently vanished, leaving Ch’oe Ch'ung-hon as sole ruler,
in fact, if not in name.

And so it has gone for the past 25 years: A group of
military leaders seize power, the group’s members vari-
ously murder each other until only one remains, and then,
that one is killed and replaced by a new group. The royal
family has tried to remain distant from the actual blood-
letting, but it has done little good; most of the military
rulers attempt to set up puppet kings in the time between
their consolidation of power and their assassination.

Mandarins and jina of the Azure Dragon Court
speak of the military’s degraded status in decades past,
and Pak Ulchin of the Transcendent Mountains wu
writes that the current tumult is a response to the poor
status of the soldier under mostly civilian rule. However,
that is largely immaterial; at the present time, the
military reigns supreme over the Kingdom of Koryo.
Soldiers enjoy high status, and civil bureaucrats defer to
them in matters of governance.

Ch’oe has slowly subverted the order of the military
in Koryo. The Six Divisions of the Koryo Army are loyal
first to the king and, then, to their officers. Ch’oe has not
attempted to subvert that loyalty— or perhaps he has and
failed quietly. Ch'oe Ch'ung-hon has built up his personal
guard to become far larger than the Six Divisions, and
Ch’oe’s personal guard is loyal to him first. With the slow
disintegration of the regular army, most able-bodied men
join Ch'oe’s huge “personal guard” or the Elite Patrols.

The Elite Patrols are a combination of the Night
Patrols and the Army of Transcendent Righteousness.
The Night Patrols are made up of dozens of “watches”
whose job it is to break up bands of roving nighttime
hooligans among other elements of the military. In effect,
the Night Patrol has taken on the role of the police in
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many of the large towns of Koryo. Since a vile series of
rapes and murders by a wu of akuma across Pyongyang,
Wan Kuei of Koryo have noticed special watches among
the Night Patrols that are populated entirely by the
Children of Yi; such groups bear careful observation from
a great distance. By contrast to the order-keeping Night
Patrol, the Army of Transcendent Righteousness is a
combat force composed of skilled veteran warriors. For
most purposes, the Army of Transcendent Righteousness
acts as Koryo's true national army.

With the new supremacy of the military in Koryo,
scholars have found themselves without bureaueratic and
courtly jobs. Some have retired to the countryside, to act as
monks, itinerant poets or even to join the peasant life;
others have applied to serve the house of Ch’oe directly.
They communicate among themselves with some fre-
quency, sharing poetry, prose and ideas.

ols didn’t exist until
n' S successor, Ch'oe ¢

_sortof thing thuld evolve more quickly in the
' Wédd of Darkm:m that it is appropriate for it to
- -arise httle eaﬂlel"l!here thanjewould in our world

:lw“btﬁdf details of this section temain

- ace Ch'oc _iﬁ‘ ung-hon did use private forces
_,.u-a ;Tm;r hissown power at'the expense of the
kingdom as a whole. If the Elite Patrols give the
" more authenticity-minded amongplayers and Sto-
t)gellers fits, they hereby receive sanction to excise

i O fromtheit Blood & Si'lk ch:omcle

juDja

The lands of India; beyond the Himalayan peaks,
are quite different from those we know in China. Wan
Kuei take the second breath there as well, but they
seem far from the heart of Grand Arhat Xue’s teach-
ings.-Heretical and foreign teachings are common in
the lands that birthed the Buddha. My own experi-
ences in India are minimal, but | have traveled with a
native of that region who now walks the heretical
Tempest of Inward Focus Dharma. The following ac-
count, I derive from his words.

When the August Personage of Jade levied his judg-
ment against the Wan Xian, the people of India were left
to their own devices. Unfortunately, after centuries of
immortal warlords andattacks by enraged Ferocious People,
thosedevices consisted of crude implements of stone and
copper. It was more thana millenniumbefore the cultures
of India rose again from the plains and jungles — but
when they did, they would be the productsiof humanity’s
own designs.
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The arrival of the Aryans more than 2,000 -ants-_égo
woke the Immortals, now the Ten Thousand Demons,
from their somnolent state. The invadeérs brought with

them a religion, their gods and the concept oficaste,
which bound religion inextricably to the society. The
caste system was a hereditary system that ensured the
stability of the society by mandating which individuals

could hold which occupations. This stability @lso,s6f

course, helped to ensure the privileges of the higher!
castes. The caste system consisted of four overall castes,

each including numerous and ever-evolving subcastes,
arranged in the following order of status: the Kshatriya,
the warriors; the Brahman, the priests; the Vaisya, the
cultivators; and the Sudra, the servants and laborers.
Those outside the caste system are referred to as Pariah
(this includes both the unclean and foreigners). Almost:
as quickly as this system crystallized, the brahmans
realized ghe fpowersto be had at the top of the caste
structure; they subverted the Kshatriya by claiming the
sole abilitytoconferthedivinerighttoruleonKshatriya

kings and codified the new positions in their translitera-

rions Of oral Vedic tradition.
' The Ten ThousandPemons adapted themselves to
this structure easily The social structure of the castes
“provided a comfortable framework for the demons, al-

though there was some dissention as towhere the Hungry '

Dead should fit: Those who enjoyed the power and status
“of the Brahman caste during life were loathe to give up

their lofty heights in death; long contemplation and

analysis by these Brahmans gave rise to the Flame of the
. Rising Phoenix Dharma, which we of the Five August
Courts would call heretical.

But in many cases, the power of the individual de-
monyof whatever caste in life, was impossible to ignore.
Thosesof the lower castes, granted such power in death,
refusedto spend amunlife in servitude. These powerful
individuals asserted thag.the Wan Kuei were a caste to
themselves, elevated above even the Brahman humans.

Aryan kings and their dynasties, and those of other
invaders and tribes, rose and fell. The teachings of the
Buddha inspired those Wan Kuei who had rejected
Hindu philosophy. The adoption of the theologically
harmonious Tempest of Inward Focus Dharma (again,
which we brand heretical in our supposed wisdom) and
the resurrection of Grand Arhat Xue's Path of a Thou-
sand Whispers were obvious rejections of those who
would be Brahmans among the undead; this decision
created a clear division in Wan Kuei society, forcing the
formation of clearly defined courts based on both geog-
raphy and Dharmic adherence.

King Chandragupta forged the continent-spanning
Maurya Empire a century before the rise of Qin Shihuangdi,

with the help of military advice and backing from'a"
Brahman vampire, Kautalya. The young king’sinatural:
Phoenix Court. Few Chinese Wan Kuei are. As the

talent for leadership, combined with Kautalya’sadvice on
militafy, eeonomic and espionage matters led to the§wift
subjugation hof .mestyof the subcontinent. On

Bioop & Six.

+Chandragupta’s death, Kautalya pulled himself out of

publi¢ view.
At this time, India served as the middleman for trade

'between the East and West. With trade goods and money
‘came adventurous foreigners: barbatic.vampires from the
‘West, WaniKuei from the EastsThe mortal government
“gave landgrants to create foreign enclaves in trading ports
‘and the capital of Pataliputra; Kautalya’s subordinates

watched over these enclaves like hawks.

The threat to Brahman control would not come from
outside. Chandragupta's grandson Asoka, proclaimed his
conversion to Buddhism on the very evening of his
greatest military victory, the conquering of the final
unbowed rival in India. Scholars peint to the fierceness of
the battle and the incredible number of deaths as a reason

“fothis conversion; by some estimates, 100,000 were put to

the swords, Wan Kuei scholars put forth theories of super-
natural visits from Kautalya's enemies or a king simply
grown tired of his endless manipulation, seeking refuge

from his shadowy advisor. At any rate, Asoka's conver-

sionchoked the burgeoning of orthodox power. Kautalya

~ disappeared, and the Maurya Empire fell apart under its

own weight after Asoka’s death.
Such ‘@ vast empire was notseen again. The Gupta

Empire, founded by Chandraguptal around the time of
the rise of the North and South dynasties in China,

brought about a golden age of prosperity; but for all its
wealth it oo could not hold: together. Following the
empire’s collapse, the kingdoms of southern India were for
the first time ascendant. Those kingdoms exist even
today, as the Kingdoms of Hoysalas, Yadavas, Kakatiyas
and Cheras.

In the north in the last century, four families of the
Rajput clan vied for geographical dominance and the
possession of the region’s leading city, Kanauj. The
families of the Rajput clan claim the name Agnikula; the
Fire Family, descendents of a mythical figure of fire that
emerged from the sacrificial fire pits of Mount Abu.
Skeptics posit that the story is an attempt by a low ¢aste
family to establish a morerespectable genealogy. The
Agnikula established a complex chivalry of war, sending
out armies to avenge stylized insults or to parade a show
of strength. This constant@xpenditure of resources left
the clan unable to réspond effectively to an attack from
the north; a Muslim leadér named Muhammad of Ghor
replaced the occasional icon-smashing and loot-grab-
bing raids with a concerted, kingdom-building attack.
But six years ago, the Rajput kingdom of Delhi fell to the

Muslim invaders.

Tue jungLe KjngDoMs

Several kingdoms dominate'the jungles south of the

Middle Kingdom, and I freely admit that | am unfamiliar

with them; I am not welcome in the lands of the Scarlet

Southern Song dynasty extends its influence southward,
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the Scarlet Phoenix Wan Kuei engage in twilight war
against the Yellow Emperor’s servants to keep their lands
from coming under the subjugation of the Han.

I do know that major cities of the south include
Sukhothai,the center of a burgeoning kingdom of itsown;
Angkor, the capital of the Khmer Empire; and the center
of the Dai Viet, Hue. I have heard that Angkor hosts a
major new temple complex, Angkor. Thom, built by
Jayavarman, the Buddhist Emperor of the Khmer, to
overshadow an older Hindu temple complex called Angkor
Wat. As for the Dai Viet, it was once a part of China; it
became independent after the fall of the Tangdynasty and
currently resists further encroachment by the embattled
Southern Song.

Fajrt anp RELjGjON

Just as it is wise to know the affairs of mortal kings, so
it is wise to know those of mortal monks and scholars.
Several faiths dominate the mortals of the Middle King-
dom, and even we Wan Kuei cannot entirely escape
religious influence. Many of us choose our Dharmic path
as an extension of the faith we practiced in life; just as
many choose our Dharma in response to the failures of the
faith of our sunlit days.

BuopwnjsM (jupja, Cujna, Korvo, NjHon)

Siddhartha GautamaBuddha, the Enlightened One,
founded his religion with a sermon entitled The Turning
of the Wheel of Law and five disciples. From this humble
beginning grew a religion that would spread from his
native India to all of the Middle Kingdom. That first
sermon contained the core of his philosophy, the Four
Noble Truths: The world is full of suffering, suffering is
caused by human desire, renunciation of desire is the
way to salvation, and the way to salvation; nirvana, is
the Eightfold Path. The strictures of the Eightfold Path
are difficult for humans and nearly impossible for vam-
pires; the rigor of adhering to the tenets of right knowl-
edge, rightaspiration, rightspeech, right behavior, right
livelihood, right effort, rightmindfulness andright medi-
tationrequire the full, undistracted focus of the body and
mind. The Buddha rejected the Brahmans’ emphasis on
ritual sacrifice as an unnecessary distraction and like-
wise rejected the caste system. The wisdom and open
nature of his teachings brought him astounding numbers
of followers in a veryshort time, especially from those
castes that were repressed or undervalued in the tradi-
tional system.

Wan Kuei find much to ponder in the Buddha's
teachings:The Four-Noble Truths are very clearly and
personally true for many of us, and the Eightfold Path
simplifies much of Grand Athat Xue’swisdom. The teach-
ings of the immortal Arhat are rich and detailed, full of
nuance. The Buddha'’s lectures, meant forhuman ears, are
necessarily easier to assimilate. Wan Kuei scholars dis-
agree on the extent to which Buddhism has affected and
changed the FivefoldWay, the core of Wan Kuei wisdom,

butallagree that someideas took root. Unfortunately, the
simple understanding achieved through the teachings of
another does not grant enlightenment.

Buddhism spread to China with the trade goods
carried on the Silk Road. A Tang dynasty monk, Xuan
Zhang, traveled to India to spend 18 years studying in
the monasteries and Buddhist universities. On his re-
turn, the Big Goose Pagoda was constructed in Changan
to house the copious volumes of sutras he brought for
translation. From China, Buddhism spread through Koryo
to Nihon. At each step, local philosophy and religion
made their mark, giving rise to a multitude of schools
and sects.

ConrugianjsH (Cuina)

Confucianism s one of the oldest religions in China;
it is named for its creator, Kung Fuxi, or “Confucius.”
Confucianism is built on several tenets: first, that the god
of Heaven creates humans and that they are inherently
good as created unless acted upon by pernicious influ-
ences. Second, that the god of Heaven is all-knowing and
all-seeing: No act of wickedness or evil can be committed
that he does not bear witness to. Sins against Heaven are
seen as the worst kindof wickedness; when one has sinned
against Heaven, there is.no one left to turn to. Third,
knowledge is seen as the key to virtue and morality;
indeed Confucius saw it as impossible for a person to be
truly moral unless they were also well educated. Lastly,
Confucianism holds four virtues above all others: sincer-
ity, benevolence, filial piety and propriety.

Few truly pious Confucianists take the Second Breath;
it would seem that their morality saves them from a trip to
Yomi. Casual Confucianists occupy an ever-growing frac-
tion of Wan Kuei society, however, and some of our
number acquire Confucian ideals after taking the Second
Breath. Confucian behavior and attitudes have been a
part of Chinese culture for so long now that it is truly the
norm, even among the Hungry Dead.

DevorjonaL Cuirs (jupja anp ELsewHERE)

Personal worship also provides satisfaction for some
Wan Kuei. Devoted worshipers see the god of their
choice as benevolent, approachable and attentive. These
worshipers form cults around charismatic saints, who
compose and sing hymns depicting the gods as friends,
companions or even lovers. These cults are most com-
mon among the mortals of India, but the hungriest of the
dead have established cults of their own across the
Middle Kingdom.

The Indian Vaishnava and Saiva cults, devoted re-
spectively to Vishnu and Shiva, are the most socially
respected, but smaller cults devoted to all manner of gods
also flourish. Ambitious Wan Kuei establish cult follow-
ings, whether they believe themselves to be gods or
merely wish that it were so. The benefits are obvious: a
constant supply of Chi, resources and protection. The
drawback is a lack of Dharmic progression for those who
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follow the Fivefold Way of Grand ArhatXue. I have heard
that these “Godlings” have forged their own heretical

Dharmic path known as the Face ofthe Gods. Itis surely:

doomed to failure.
The Wan Kuei aré not the only ones who take the role

of gods. Any of the shen are able to trick an undiscerning

mortal. The most dangerous situation for bystanders,
vampires and cultists arises when a minion of the Yama
Kings hides behind the mantle of divinity. Particularly
crafty recruiters of akuma pose as the god the target was
devoted to in life.

Neo-ConrucianjsH (Cina)

Neo-Confucianism is less a religion than a philoso-
phy, a synthesis of Buddhist, Taoist and Confucian phi-
losophies; it embraces the Eightfold Path to Righteous-
ness, the Tao and the principle of filial piety, all in a vast
state religion: Zhu Xi, a stern rationalist, leads the modern
Neo-Confucian movement.

Schelars such as Lu Xiangshan criticize Zhu Xi’s
philesophy; it does not contain much original thought
but, rather, presents past lines of thought in new ways.
Zhu Xi stresses dualism; the goodness of human nature
and self-improvement and education through thecon-
tinuing investigation of all things.

Nestorjan CurjsmianjTy
(jupja, Cuina, Korxo)

“Christians” follow a faith imported from the far west
along the Silk'Road. They claim to have been a part of
Chinese life since the middle of the Han dynasty, only a
generation after theirdeity’s death on Earth. They are
never present in great numbers, however; currently, the
most. notéworthy sect is a small group that follows the
tenetsqof a long-dead teacher named Nestorius, once
patriarch of their church.

According to thoseChristians I have managed to
speak to, Nestorius held that their deity — known as
“Jesus Christ” — was one, indivisible in his person, but
containing two natures, one human and one divine.
This belief — despite it’s interesting parallels to the
divisions in our own fallen souls —was not welcomed by
other Christians and led to factionalism and dismay.

Nevertheless, these Nestorians apparently sent a
mission toward the capital, Changan, in the time of
Tang dynasty. Emperor Li Yuan issued an imperial edict
stating that this faith of the Westerners could be prosely-
tized throughout his empire without interference. In the
present day, Nestorian Christians are quite rare in the
Middle Kingdom, but larger towns and cities may well
host such a church.

Sujnro (Njmon)

Shinto is an ancient, animistic faith: It lackssacred
scripture; its tenets are passed from priest to followers.
Shintoists believe in kami, spirits that inhabit living
things, unliving things-and even abstract concepts like

family or fertility. Many kami are spinits of the dead, be

they familial ancestors or great heroes. The Fujiwara =

family’s claim to the Nihonjin imperial throne depends,
in part, on tales of the line’s founder being a descendant
of the greatest Shinto gods.

Shintoistsbelieve that theaverage person isgenerally

good in thought and action; wickedness is caused by the
‘influence of eyil spirits, which can be avoided or driven

away with rituals of purification, offerings and prayers to
kami at holy shrines and other sacred sites. Shintoists
believe that death is inherently evil and therefore things
connected to death, such as funerals, attract too many evil
spirits to be a proper part of Shinto, Therefore, most
Shintoists have Buddhist funerals.

The precise nature of the kami seems to be 2 matter
of ‘great debate among those Resplendent Cranes.and
Thrashing Dragons who keep track of such matters. As it
has been explained to me; thekami include a wide variety
of spirits bound to Nihon in one form or another. Most are
powerful Yangspititsornoblesof the hsien. Yin spirits are

rarer, but present in their number.

In'my journeys in Nihon, I'have heard talesof Wan
Kuei (or gaki to use the Nihonjinterm) who masquerade
as kami. All such stories end.instragedy for both:the

“g0d” and his worshipers— the trué kami dislike having

their position usurped, it would seem.

Taojsm (Cxina)

The Tao (“way” or “road”) is the core of Taoist
thought: The Tao is the center of all things, a force
which permeates all'life; The Tao embraces duality in
opposition: There is no life without death; there is no
light without darkness; there is no male without female.
The light, life-filled, male force is known as Yang, while

its opposite is Yin. However, the Taoist does not em-

brace one while scorning the other: He knows thatbeth

forces are necessary parts of the universe. The Tagist"

neither venerates a deity nor prays: He seeks answers to
life’s questions through observing the uniyerse andmedi-
tating on the Tao. The Taoist achieves his desired goals

through a minimum of aétion: He does not rashly charge

toward his desires butyrather;aids the universe in bring-
ing his desires to Him.

Laotze created Taoism, a deceptively simple philoso-
phy, two centuries before the Qindynasty. It did netbegin
as a religion, of course: Laotze wrote the Tao te Ching to
learn about the universe through the Tao. Ironically, in
the Sui dynasty, the deity-less Taoism became a_state

religion in China, and the people venerated Laotze him-

self as a deity.

Tie WORLD oF THE Unbying
Report from Zeng Zhixin, Eastern Serpent of the
Flying Wheel W,
I am thankful.that.my report on the ways of the
mortal kings and priests has been useful to the ancestors.

rF s T

m——— .



... J—

. W

T T ————

MMMMWMHMW §

THE AUGUST COURTS

e o BLACK TORTOISE
i, e~ COURT s
n(‘.,‘ ,\,\. e
{'175, /(\
/‘(t/.:_ = /

A s YELLOW EMPEROR SEA PACIFIC
ot PN COURT OCEAN

DEHILLIKA

WHITE
TIGER
COURT

T

A

CALCUTTA

COURT

,@;

BAY OF BENGAL

INDIAN OCEAN

I hope the following observations on our own lands will
be as useful.

The shen of the Middle Kingdom live in a different
world than the mortals do. This statement can be taken
both literally and figuratively: Wan Kuei, Ferocious
People, hsien and ghosts can all cross the Wall that
separates the physical from the spiritual; but it is true in
a deeper sense as well. A depth of experience simply
unavailable to the peasant farmer runs through every
night of a Wan Kuei's unlife. For us, there isno mindless
toil, no pointless obsequies to faraway imperial lords.

Tue NorTH

Ghostlands, empty plains and haunted forests domi-
nate the northern reaches of the Middle Kingdom. It is
not a welcoming place for the young Running Monkey;
take heed.

Qin Shihuangdi’s Great Wall crosses the dragon
track that runs from Nihon to Lake Tianchi here in the
northlands, and as a result, there are a few Chi pools near
the wall; these are not truly dragon nests, but such a great
edifice pushes the Chi flow/into minor, transitory eddies
from time to time. These eddies are oceupied by Chi-
hungry spirits or Wan Kuei almost from the time they
come into being; fortunate indeed is the young vampire
who finds one unprotected.

Numerous Beast Courts dot the northlands; the Mon-
golian Plateau is'relatively unpopulated by mortals and,

7

SCARLET PHOENIX

BANGKOK

37

AZURE
DRAGON
COURT

EAST
SEA

PYONG YANG

KAIFENG

YELLOW

From the Commentaries of Juang Guangyao:

A word of caution: Au unprolected Chi pool
sometimes slands barren for a reasoun; these
things ma Prouldc oorru?hd Chito the unwary.
Yhe Boue Dauncers J speak to su Sssi tHhat Hhis

15 due to the horritic nalure of death for man
ot the euslaved builders of the Greal 4.1";[[:
Ap .a.rc:-u“?, savaje and vendetul 3&0915 lurk

within parts of the alall tHselt, fee

1ug ou Hs
corruf)lsaf Chi.

therefore, is a popular range for werewolves and their
cousins. The greatest Beast Court in the north is the Tatar
Beast Court, which controls the terrain around a rich
dragon nest at the heart of a vast prairie.

Far in the distant north, beyond the barbarians’
plateau, near the center of a great forest, lies sleeping and
bound one of the Great Dragons. A Tengu raven-talker
has told me that the First Spirit Chainer of the Tatar Beast
Court has begun to speak openly of his worry that the
dragon might awaken and attempt to free itself; the sorts
of bindings his own many-times-great-grandfather used to
subdue the creature were only expected to last for a
millennium. Apparently, he seeks a party of brave Fero-
cious People to strengthen or replace the bonds — and
guard against any Wan Kuei who might take advantage of
the dragon’s restlessness.




fester for a few months or years and then are destroyed
simply fade away. The Black Tortoise Court was once

responsible for the destruction of these nests, but in recent
years, that duty has fallen by the wayside. Now, the - 4
Ferocious People hunt corrupted nests when they“cfo net t

hunt Wan Kuei.

The taint in the northern soil is far older than the"

sack of Kaifeng. It reflects a clash with long-dead
barbarians from the West.

Tie Brack TorrojsE COuRT

The Court of the Black Tortoise controls the lands
north of the Jin and Xixia Empires, as well as the northern™

reaches of the Jin. Currently, warlike nomads, who are
divided into/more than a dozen relatively minor tribes,

dominate these lands.The Song and Jin do their best to %

keep) the tribes at arm’s’ lengthy frequently by paying
élee!er to the tribes; for the time: hemg j

; tnbuté to

fact, 1 it a hoﬁm for Black Tortoise Wan Kum to
show allack of concem for extremes of weather.

The leaders of the Jurchen tribes who conquered
the Empire of Liao to form the Jin Empire owed some
of their allegiance to the mandarins of the Black Tor-
toise Court, but in recent years, many tribes have cut
their Wan Kuei ties.

The Bright Forest wu knows a dhampyr within one
tribe, the Tanguts. This dhampyr speaks of other vam-
pires who run in the night and sometimes feed on the
Tanguts. They call themselves Anda, a name that
means “blood brother” among some tribes. These Anda
may be akuma; they may be something else entirely.
They claim to come from the west, past the Takla
Makan Desert. 3
More than one Wan Kuei has told me of hlS dzsire tQ

It would be irresponsible of mé to 1gtw:eﬁwprmence
of corrupted Chi sites on the barbarians’ great plateau.
These black dragon nests bubble up'out of the land itself, . °

Buoop & Six
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they smile knowingly when the subject comes up. The
bodhisattva Pu Shoukeng confronts such young jinawith
the question of what they would dare do when faced with
a king that could straddle the knownwerld. Surely, such
a mortal could never exist agaimn.

The East

War reigns in the Court of the Azure Dragon; peasant
uprisings and nobles’ rebellions roil back and forth across
Nihon and Koryo, and mmpagmg barbarians threaten
even the Jin Empire.

In Nihon, the chaos of the recent Gempei War
allowed the. Wan Kuei.and the Ferocious People to
- wage war on one another more openly. In the end, the
' _'_,eselzed a dmgon nest high atop Mount

Fempimls ¢

there to form a new kingdom, someday te‘rch_ Lle

empires to the south. Most of these vampires ar s

st wish to wrest dominance ftom,;t_he
e r: ."r-__:_-. prem '-_:_‘. . The elders kr

"'Eﬁchaﬁgmﬂnesz in the south. Both sides
solida "ﬁéu&gmns and lick their respec-



Qmmmmurmﬁmmm

assimilate new numbers from the mortal dead in the
Gempei War.

Several dragon lines cross the Sea of Nihon, connect-
ing dragon nests on the Nihonjin islands with others'in
Koryo and the Jin Empire; one notable dragon track
directly connects the Mount Fuji nest with Lake Tianchi,
a powerful site across the Takla Makan Desert in the
Court of the White Tiger.

Another strong dragon nest lies on the northern
island of Hokkaido, in and around the volcanic area
known to the Nihonjin as Jigokudani, “Hell Valley.”
Pools of water run boiling-hot in Jigokudanieven in the
depths of winter; the Hakken werewolves of Ainu stock
are very strong there.

A relatively small nest sits near the peak of Mount
Hiei; it is quietly dominated by a wu of Inward Focus
Dharma Bishamon. The dragon nest on Mount Hiei isnot
particularly powerful, nor do many dragon lines pass
through it, but Enryakuji Monastery on. Mount Hiei is
home to skilled, armed monks and gave shelter to the
Cloistered Emperor during the Gempei Wars.

The Azure Dragon Courr

The Court of the Azure Dragon splits along two
political axes. Firstis thethree-way split between the gaki
of Nihon;the Wan Kuei of Koryo and its surroundings and
the “imperial” Wan Kuei from further southwest; each of
these groups of undead have vastly different traditions and
history from the others.

Gaki factions are known as wji; rather than organize
themselves along court or Dharmic lines, the vampires
of Nihon see themselves as extended: families. The
greatest of these uji is House Bishamon, an ancient and
noble group consisting of gaki from most of the major
cities of Nihon. Two miner uji — House Genji and
House Hiyorumi — have increased in size asa result of
the Gempei War. The elders of Bishamon —which
dwarfs both Genji and:Hiyorumi — confidently believe
neither minor house to beathreat. The gakiare:inward-

looking, content to tend o Nihon to the exelusion of

the rest of the Azure Dragon Court.

The Wan Kuei of Koryo have much more in com-
monwith those from the Song dynasty or the Jin Empire,
as there is far greater commerce and travel among these
neighboring states. Though there is not infinite trust
among the wu of the Koryo Peninsula, a recently signed
treaty known as the Agreement of Three holds great
promise. In it, the Wan Kuei of Koryo agree that trade
and commerce between vampires of the mainland and
these of Nihon is desirable; since both sides depend on
the vampires of the peninsula for safe travel, signers of
the agreement aresure to earn plentyof profitin jade and
slaves. This profit lets the vampires of Koryo pay greater
attention to their primary problem: the Ferocious People
of the jungles, who hold many sacted Chi sites that the
Wan Kuei desire.
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Meetings of the East Court in Pyongyang are rather
tense affairs. Matters of protocol/and etiquette are care-
fully measured. If the Tenth Golden Wind of Seoul speaks
to the Celestial Blade of House Genji with his head
inclined only slightly, he may be offering a deliberate
insult to the Celestial Blade, or he may misunderstand his
status relative to the Nihonjin. Or it may be that he
understands his status relative to the islander, but that
Koryo tradition has it that he should not show as much
respect to the Celestial Blade as Nihon tradition might
enforce.

Thankfully for the peace of the court, neither the Wan
Kuei of Koryo nor those from the islands dominate here;
after political disagreements erupted into open warfare a
few decades ago, several mandarins from the Courts of the
Yellow Emperor and the Black Tortoise migrated east.
Afterlectersand conversation urging reconciliation failed,
the western mandarins acted to end the hostilities. They
dispatched agents of theirown to remove the most trouble-
some of the Seoul and Pyongyang wu while attacking the
material resources (land, servantsand soon) of the Nihonjin
vampires. The western mandarins have largely been suc-
cessful; if nothing else, vampires of Koryo and Nihon both
see them as unwelcome trespassers.

. From the Commentaries of Lun Ouran: _
~ Thereisa point to all of this peacemaking by the
“immigrant” mandarins, of course. They have evi-
dence that the ambitiovs Daityas house of the hsien
“has bequn to infiltrate the ruling families of the Jin
“Empire of the Jurchen peoples. north of Koryo. These
“newcomer mandarins &: that such power belongs
~only in the hands of the Wan Kuei and intend to
‘wage a shadow war aqainst the Daityas in the
“coming years to dislodge them.

The second political axis within the Court of the
Azure Dragon turns on the matter of mortal rule in the
Middle Kingdom. Kang Cho-lu, a respected Thrashing
Dragon elder, has begun to circulate a missive entitled
On the True Nature of the Emperor’s Curse and the Hon-
orable Return to Power. Kang’s encyclical has a single
thesis: The Wan Xian fell from their place of honor and
power not because they dealt with the Yama Kings but
because they abused their power as rulers over mortals.
Indeed, Kang believes that only a few Wan Xian traf-
ficked with the Yama Kings at all — or why, he asks, are
all Wan Kuei not now akuma?

On the True Nature states that the Wan Kuei must
openly seize the thrones of mortal kingdoms and return
the Middle Kingdom to a time of wise, benevolent rule by
immortals. This righteous action will attract the Heav-
enly Emperor’s attention, and after watching for a time to
see that the Wan Kuei are truly repentant and intend to
rule over the mortals as he intended, surely he will rescind
this terrible curse.



Kang does not have as many followers as one might
think, given the intensity of the debates surrounding his
missive. But he is a charismatic speaker, especially in one-
on-one conversations, and when he leaves a city; his
entourage is often larger than it was when he arrived.

From the Commentaries of Lun Ouran:
, llpt-fsurpﬁsinqlg, the westem mandarins isﬂpmlt
-Kang, evenif they do not entirely agree with him. The
mask their support as simple tolerance c;!aa shille
teadher, but extend no such allowances to Kang Cho-
~ Iu'sformer student Doji Nirumo. A gafiiof House Genjj,
Doji holds that the Celestial Emperor never crsed the
- Wan Kuei at all: he suggests — to the horror of most —
 thatthe Emperorhas had ittle interestin the affairs of the
LWan Yian or Lan Kuei. Instead. Doji Rirumo believes
that oppressed mortals overthrews comupt and selfish
~ Wan Xian, and that mortal sorcerers laid the curse upon
fli\e Ten Thousand Immortals in relribution for their
- comuptule. The westerm mandarins dislifie this “heresy”
that undermines their dreams of powser and waste
opportunities to hunt Doji Hirumo. Uhether or not he
spealis the truth is a question they have not even
~ bothered to ask.

The Souts

Most dragon nests in the south are in the jungles,
rather than on the coastline or high in the hills or even
near cities such as Battambang or Angkor. The Wall
thins precipitously as one passes through the jungle;
travelers have found themselves launched headlong
onto a battlefield in the Yang Realm of Fighting Spirits
or simply in the Mirror-Land reflection of the physical
world’s jungle. Friendly Yang spirits — not alwaysavail-
able — have led mortals back to their homes when
approached humbly. Unfriendly Yang spirits have de-
voured more than one unwary traveler.

Reports: have trickled northward from the Scarlet
Phoenix Court that a true dragon lives in the jungles of
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the souths This being seems largely«contént to be left
alone, but the Empress of the Scarlet Phoenix Court is
said to keep a careful eye on the Chi flow near the delta
of the Mekong River, watching for the mystic tremors
that will herald the creature’s ire.

The ScarLer Proenjx Courr

The Scatlet Phoenix Court is torn between the wild,
Yang-dominated jungles that fill the Kingdoms of Angkor,
Nangzhao and Dai Viet, and hubs of civilization like the
cities of Battambang and Hue. Empress Dyanang holds
court near a dragon nest high atop Phnom Aoral; mimick-
ing the traditions of the Ferocious People, visitors must
provide the empress with a valuable gift before admit-
tance into her court’s halls.

More than one wu of the Searlet Phoenix Court has
peacefulrelations with the Ferocious People of the jungles;
these understandings are forged through the strength of
personal trust and honor rather than a widespread accep-
tance of another tace of shen. For instance, the Golden
Shroud wu unselfishly saved the life of the Zhong Lung
dragon-changer known as Nongkhai some 20 years ago,
and Nongkhai remains on nearly friendly terms with-that
wu. But other Wan Kuei should step lightly; I am told that
a young. Thrashing Dragon approached Nongkhai rather
nonchalantlysome years ago and became part of the Zhong
Lung's dawn greeting to the rising sun.

WanKuei of the Court of the South change their
names'from the ones they used in life by the end of their
time asRunning Monkeys. @enturies of tradition enforce
this rule: Many change their names immediately upon
drawing the Second Breath-— this has the advantage of
hiding the vampire from demon hunters — but all haye
chosen a new name by 60 or so years into their unlives,

So long as a wu comes annually to pay its respectsto
Empress Dyanang, for the most part she leaves it tofind
its own path. She is no monarch or despot; like many
ancient Wan Kuei, Dyanang spends much of her timé
looking inward, rather than allowing pastisan issues of
the dead to frustrate her and draw herfurther away from
the path to Heaven.

More minor dragon nests fill the jungles of the south
than the Scarlet Phoenix Courthaswu to defend. Several
wuy, including the Harmonious Thieves and the notori-
ously unbalanced Dragon<Tiger wu, run circuits thtough
several nests, protecting them from mortals, other Wan
Kuei courts and Xiong Ren. Unlife in these .Corpse
Families is frantic, violent and short.

The Scarlet Phoenix Court asa whole is not onigood
terms with the Gourt of the Yellow Emperorjas the Jinand
Xixia push the Southern Song from the north, vampires
of the Center Court expand their teach southward into
Scarlet Phoenix territory, attempting to seize unpro-
tegted minor dragon nests‘and jade deposits. Wu of the

_two courts have come to blows repeatedly since the

establishment of Xingjairat.the city of Linan. Elders of

both courts remember similar conflict erupting two

. .
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.; centuries ago; at the fall of the Tang dynasty, and subtly
~ encourage Running Monkeys to take centuries- delayed
mvenge for those warss,
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The Court of the White Tiger itself controls a second
major dragon nest in the west; thenewancestor, Emperor
Da has moved the court to the dragon nest on the shores
of the Lake of the Heavens, an incredibly cold, breathtak-
ingly beautiful glacier-fed body of water. Emperor Da

_ welcomesany Wan Kuei to partake of the Chi flow of the:

Tianchidragon nest; not surprisingly, he forbidsany Wan

¥ Kuei tofollow the line that runs from it due south in the

“inumerous holy and dreaded sites. The dragcn nests
here in the west ténd to. be soméwhat smaller than

thoselin the rest ‘of the Middle Kingdom; elder Wan.

Kuei speak of the Himalayan Range as a Chi-devourer.
And indeed, the flow ©f the world’s energy seems to
| back this up; as many drggon lines run from western
nests du'ei;tb; toward the Himalayas.
TheTakla Makan— the name means “those who come

among the Flaming Nk)untams, OutSlde of
 site itself is said h.aveommbem a gateway

_whor control the dr :
. 'The secondnest is; the property of the Ferocious
" _People; it is a relatively short distance from the Flaming
Mountalna, at Creséent. Moon Lake. This body instills
. ) e inuthe seers of the Ferocious People, for
B it truky is caﬂned inran almost mathematically precise
scent moon. It is undoubtedly a sign from the goddess
the moon, but thzmeamng of that sign is a subject of

onelaw restrains the WO nem’mhabitants No ombat i

the oases. The oasesare forall t Mﬁﬂdha\’e been since the

. Third Age; bandits who stama m in one of the oases of
\  the Takla Makanmay find then

assault by Wan Kuei and Faoc‘ious?eaple.

direction of the Himalayas.

Tie Wijte Tiger Courr

The Court of the White Tiger is attempting to reor-
ganize itself as quickly as it can manage in the wake of
Empress Fan’s unexpected departure into the high moun-
tain country. The Himalayas have never been safe for our
kind, pepulated as they are by Lightning People and the
Ferocious People — the'native people of the world-

““bearingmountains donotoften return to take the Second
" Breath, so the White Tiger Court has no native highland-
+ ers among its number. And the highest mountains in the
*world —which surely these must be — contain a number

wof rful sts. According to legend, the Court
In the l‘eﬂlm of the White T1ger, wh m fmm_ orpowe dragonne ccording to legen e Cour

».}_H. the Takla Makan Desert south ‘into_India, there are:

'of the West has sent invading wu up the mountains more
than once, but those sent have not returned sane.

: Empress Fan, the esteemed ancestor of the court, left
her estate only a few hours before sunrise on a spring
morning some two years ago. Her last words to her beloved
disciple Fenngan'were: “The frozen sky bears a plentiful
harvest; the onrushingtorrent carries only pain; beware, for
soon the knives of eternal fire shall fall; I could no more
resist this call than,] can the rush of my heart’s blood.”
Empréss Fan hasnot been seen since.

Currently, the Court of the White Tiger is split into
a few factions, while its new leadership attempts to build
unity. Emperor Da, a Uigur of the Resplendent Crane
Dharma, has coaxed enough of the western Wan Kuei
intosupporting him that he claims leadership of the court.

Da does not have a pleasant task before him. Empress
Fan enjoyed the support of the Horns of Ice wu, five elders
with vast influence in the lands around Kashi. She kept a
humble home and garnered the respect of many Wan Kuei
younger than she; she acted as mentor to at least one
member of each of the major wu in the West. By contrast,
Da resides in a splendid palace filled with riches and
sycophantic mortal and unliving servants. This has made
it very difficult for him to gain a secure hold on power. He
has yet to discern the threads that connect the Flying
Tiger wu to the White Bone Society wu, for example, and
it is not clear to those below him whether he wishes them
to remain in their current positions within the court.

In fact, Da has begun to assign various wu to different
parts of the west than those they have traditionally
occupied. He has uprooted the Darkness Eaters, who have
lived in Kashi for as long as any of them can rememberand
sent them to Urumugqi, quite close to Da’s own court at
Lake Tianchi. Some whisper that Da might never take
direct action against those Wan Kuei whom he dislikes,
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but he will put them in difficult ordangerous situations in
order to let them fail and replace them. It is a different
style than Fan’s and one that the demonsof the west seem
unwilling to accept.

Da does rely on the advice of Fan's favored disciple
Feng Liwan; Feng himself has a better relationship with
much of the court than Da does, although he insists that
he is not prepared to take any kind of leadership role:

From the Commentaries of Juang Guangyao:

Y his 15 not the onlj pers echive one can take
ou the maller. Fan was srrov. , bul she
mallatned that =lrcu3|h ouly | roush personal
relationships. ater court was informal, and for
those out of tavor, It was usarlj ImFopelble lo
successtully pelition for aid. ba, by coutrast, 15
endeavorin |F sel up a logical steucture to Hw
courl, s0 thal Preéslué needs may be b-rou?h’r lo
the attention o+ those best éuliad o act on Them.

. separate courts of t:hc west compete for true

' """ L'hﬁ :ﬁéﬁf the Black Tortoise courtand

lon carvs its mortal breth-
ren, dozens of White Tiger
Wan‘ K"uel The survivors }oﬁe mecu}ax Em-
press Fan's fate remains unknow.n. - '

In the Fourth Age alone, humans have lived in the
coreof Chinafor more than 4,000 years; uncountable tens
of theusands of years have passed since the creation of the
Middle Kingdom itself, and people are said to have lived
in the center of China as long as the land has been
separate from Heaven. Over the course of those years,
mortal geomancers — fang shih—have used their abilities
to discern the best resting place for their emperors’ bodies.
The result of such analysis is that the strongest dragon
nests in the center of China have emperors’ tombs built
within them. This does not pose a problem for the Wan
Kuei, half-dead as they are, but it does mean that the
major nests of the center are strongly aspected toward Yin,
and indeed, in more than one such tomb, the Wall is so
thin as to allow unwary mortals to wander into the lands
of the dead.

The most powerful dragon nest in the center of the
Middle Kingdom is home to the resting place of Emperor
Qin Shihuangdi. The Wan Kuei controlled the Mount Li
nest for hundreds of years before Emperor Shihuangdi's
death a millennium ago, but the unexpected loss of Wan
Kuei Emperor Ai Loyu at the hands of one of the Great
Devourers (ancient chih-mei from the dawn of the Fourth
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Age), a century after Shihuangdi's death, gave the Lord of
the Dead the leverage he needed to destroy much of the
court proper. Today, Mount Li is defended against the
Wan Kuei by thousands of ghosts loyal to the Ghost
Emperor, and the vampires have made the concession of
moving their court to the old Imperial Palace within
Changan proper.

The presence of ghosts and the air of the underworld
oppresses one less as one moves outward from Changan.
Several other cities — notably Kaifeng, Ningxia and
Linan — host supernatural creatures of all stripes. A cabal
of hsien in Xiangiang maintains good relations with the
bodhisattvas of the Shaolin Monastery, while simulta-
neously plotting against the Wan Kuei in Ningxia itself,
leading many observers to assume that the bodhisattvas
themselves are on bad terms with Boulin Tan; the ances-
tor of the Ningxia Court. The bodhisattvas, in typically
cryptic fashion, only say that Ningxia's end days ap-
proach: Rumors abound that Nezumi rat-men escaped
from the Jin sacking of Kaifeng with more gold andsilver
than any of the invaders or former residents did. As the
Song Empire’s capital-in-exile, Linan has swelled in popu-
lation in recent years and, like a well-fattened pig, the city
attracts hungry visitors from across the Middle Kingdom.

The ¥Yeuiow EmPerOR COURT

The Court of the Yellow Emperor, at the heart of the
Middle Kingdom, rightly sees itself as the center of all
supernatural activity. Though the imperial capital has
moved from Changan to Kaifeng to Linan, the Court of the
Yellow Emperor has not. moved from the labyrinths of
Changan in thousands of years.

The ancestors of the court seem content to let the
mortal world roil around them; they do not let the succes-
sion of emperors or even dynasties stir them to ‘great
emotion as they circle around their private goals. Thewu
at the heart of the Court of the Yellow Emperor, the Golden:
Jade Society, does not speak of a glorious final goal for the
court itself, nor does it spend much time addressing the
needs of the wu that make up the courti The Wan Kuei of
the Golden Jade Society are introspective to the point of
real ignorance of the world around them.

Yellow Emperor Wang Hongben is the eldest of the
Golden Jade Society, and he seems nearest to The
Hundred Clouds; he follows the Thousand Whispers
Dharma, and his ever-changing bearing makes it diffi-
cult for less enlightened Wan Kuei to have meaningful
conversations with him; when far from court certain
Running Monkeys suggest that he is mad rather than
enlightened, butetherthan the arhats and bodhisattvas,
who can.tell the difference? The others'in his wu — one
for eachdirection— encircle him,metaphorically speak-
ing. Each of them vies for Wang Hongben'’s favor more
than any other thing; the Golden Jade Wan Kuei only
tend to external concerns when out of favor with their
leader. It is said thatone of them desires his downfall and
that two of the others are secretly lovers, but then, gossip
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roils around the Court of the Yellow Emperor like flies
on rotting meat.

In the effective absence of leadership from the Golden
Jade wu, several other wuymost notably the Amber Wren
and Bronze Pennant, manage details such as relations with

theother four August Courts, the Xiong Ren Beast Courts,
and other societies of shen. Othertu are‘assigned the task
of educating promising hin, and still others attendto'more

mundane affairs. The absence of central authority can
sometimes leave wu without the support of their fellows;
years ago, for instance, a shadowy band of Xiong Ren and
hsien did away with the Horned Tigers of Kaifeng in the
chaos of that city's conquest by the Jin.

Two other loci dominate Wan Kuei activity in the
Court of the Yellow Emperor: Linan, the Song dynasty
capital in exile, and Shaolin Monastery, home to the Sages

of the Fivefold Way. The Blissful Ice Daggers of Linantend,,_

to Wan Kuei interests in the Southern Song imperial coutt..

They ruthlessly control access to the eunuchs and bureau-
crats of the court there; few Wan Kuei leaye Linan without:
earning a debr to the Blissful Ice Daggers. Astute obsetvers
suggest that the Daggers hold the leash-of so many fayors
that they undermine the authority"of the Golden Jade |
Society in Changan. Another wu, the' Silver Lock, com-
poundsits long tenure ameong the merchants of Linan with
the tecent.influx of mortals from all over the empire to,

create oneof the greatestmercantile companies inall of the
Middle Kingdom: The Corpse Family that worries me most «

of all is the Warriors of the Hebei Plain wu. Composed
entirely ‘of Jurchens, they are on cordial terms with the
other wit of the city, butdsuspect they are in Linan to help
further the cause of the Jin Empire and bring down the
Song{ This could create adangerouns oppoftunity fornorth-
ernrivals.

The Sages of the Fivefold Way are SImultaneously the
most and least influential Wan Kuei of the MiddleKingdom.
No vampires are more-widely renowned for wisdom and
enlightenmentthan thesefive, cloisteredaway at the Shaolin
Monastery. But at the same‘time, they do n6tsully, their
hands with mortal or Wan/Kuei politics. A shadow war
between two wy, fof instance, is no matter tolbring to the
Sages. These beings are concerned with personal enlighten-
mentand ascension, asfits the name bodhisattva: They have
chesen to halt in their personal quests for enlightenment in
order toguide othersalong the path to The Hundred Clouds.
The Illustrious Scribes of the Yellow River wu buffers the
Sages from mundane distractions; they run errands for the
masters and control others’ access to them.

REAIMS OF THE SPRJT

Treatise by Xiang Xiwei, Western Mask of the
Many Faces Wu

The Middle Kingdom is a mtprlace for the Wan
Kuei. While many mortal§ never leave their home village,
vampires travel with impunity, provided théy can find a
safe place to spend the day. And while mortals may speak

of the songs of Heaven and the torments of Hell, we Ten
Thousand Demons are intimately familiar with the vari-
ous reaches of the spirit world —at least, with the Yinand
Yang Realms and Yomi Wan; most of us no longer speak
of Heaven.

Tie Yin Wolu.n

The Yin World lies within and below the realm of the
physical. It isadark place, hollow with the death-energies
of Yin, and the final resting place of all things in the void
of Oblivion. At the same time, it is quiet and peaceful.
The young Wan Kuei should remember that Yin is not
evil; it is merely an end to change. Scores of realms
populate the tempestuous void of Yin, the greatest of
which is the Yellow Springs, controlled by Yu Huang, Jade
Emperor of the Dead. There are many other realms of
interest, however.
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In the dying days of the Third Age; a mortal woman
named Tien Lu, who'd walked close to death her entire
life, entered the spirit world on a quest to become immor-
tal and escape death’s predation for all time. Her travels
took her into the Yang Realms and, eventually; toa high
mountaintop, to the Everlasting Tree. Only one flower
remained on the vast tree’s branches. As Tien Lu reached
for that blossom, the tree itself spoke to her, saying: “In
this flower lives the last of my life, and as the Everlasting
Tree dies, so does this kingdom. Are you truly heartless
enough to take it from me?”

Tien Lu, old and suspicious, laughed. “You try to
deceive me, old tree, for this kingdom lies in the heart of
Yang, and you simply wish to keep your own power.” With
asmile, she plucked the last blossom from the Everlasting
Tree and ate it. As she hiked down the mountain, air
rushed past her; green grass turned to gray ash, which
scuffed into clouds as she walked upon it. Tien Lu, last of
the Wan Xian, left the Home of the Final Blossom as it
swung from Yang to Yin.

Today, the Home of the Final Blossom is airless; any
mortal entering it would certainly suffocate, and there is no
wind to carry sound to living or dead ears. The realm is
waterless, too; spaces that were once rivers and lakes are now
inky and black voids; some of the largest “lakes” brim with
Yin Chi. Trees, grass and fantastic creatures stand motion-
less; they are no more than beautiful sculptures of ash now,
destroyed by the slightest contact. The Everlasting Tree still
stands atop its mountain; it, too, is a pile of ash, but those that
taste Chi in the air can sense tantalizing fragments of Yang
energies wafting past — perhaps this is the last touch of the
active Celestial Emperor in the universe.

The SHarps orF THE jMPERjAL LiBRARjES

In the earliest days of the Fourth Age, the Yama King
Dou Tingzhang, Mutilator of the Unfaithful, staged an
attack on the August Personage’s libraries; his intention was
to sever the vast library compound from. the rest of the

Heavenly Palace, twist it into Hell and use it as a base of
operations in his campaigns against the former servitors of
Heaven and the other Yama Kings.

But the servants of Heaven — the hsien, the Fero-
cious People and even a few still-loyal Wan Kuei—built
ramparts and barricades to keep the forces of Yomi Wan
at bay. The battle lasted for weeks; eventually, Dou
Tingzhang himself stepped forward to face Zhao Fenzhan,
an aged, powerful weretiger, in single combat. That
battle, it is said, took the better part of a day, and it laid
waste to much of the libraries’ grounds and many of the
libraries themselves. Finally, at the point of death, Zhao
invoked the Heaven Thunder Hammer and drove Dou
back to Hell, where he was later setupon by his peers and
torn to shreds.

The Shards of the Imperial Libraries float in the Yin
Realm. Each library building (there are 11) and its grounds
are present, even though some buildings are not intact or
even usable; the weeks of fighting combined with the
maelstrom of Zhao's final combat with Dou destroyed
most of the structures of the compound. Zhao's burial
cairn occupies a position of honor near the center of the
realm; it was the last thing constructed by the libraries’
defenders before they left in the aftermath of Dou’s defeat.

On the whole, the Shards are quiet places of
contemplation and study. A handful of buildings re
main intact enough that sufficiently driven Wan Kuei
can enter and find ancient scrolls or simply sit and
meditate in peace.

Chorales of former librarians parade through the
ruins; they can no longer see or read, but the text of
scrolls and books from their sections within the library
are pressed onto their skin. The chorales have been
together for thousands of years now; each of them knows
all of the words inscribed on all of the members of their
chorale, and as they slowly wander from half-burned
building to collapsed husk, they sing or chant those
words. Not all of their songs are derived from poetry,
mindyou; aparticularly dreary chantissimply a calendar
marking the proper times for a farmer to hoe, plant, weed

and harvest. The chorales are not entirely monomania-

cal; they will stopif confronted and speak (usually in a
droning singsong) if addressed.
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Tie Warery Kingoom or Fu %

Fu Yiwas once a thriving kingdomon the ocean’s coast,
in the mortal world. Its Wan Xian kings and lords buile
towering stone and wooden buildings, soaring bridges and
gracefully spired temples; they were philosopher-kings and
warrior-poets. Fu Yihad numerguseitiesand a populationin
the hundreds of thousands. This, of course, was before chaos
and madness struck the Wan Xian.

When the Wan Xian made war on each other, the
very earth of Fu Yi trembled. As months of fighting
passed, astute mortals noticed the sea’s slow rise, the
perpetual flooding of major rivers and great valleys
blasted out where mountain ranges once stood. On the
fifth day of the fifth month of the last year of the Third
Age, the lands of Fut Yigave a great shuddering heave
and.submerged beneath the ocean floor and into the
Yin Realm. Today, no'sign remains of the kingdom in
the.mortal world; the remains of its beautiful buildings
entered the Yin Realm rather than remaining on the
sea floor.

Thousands of mortals drowned, of course, and hun-
dreds remained attached to Fu Yi as ghosts when it slid
across the Wall. The kingdom itself remains quite flooded,
eveninthe YinRealm; seawater rises far above the grandest
spire of Fu Yi. The ghosts of the land acclimatized to their
new surroundings remarkably quickly and set about their
moist afterlives with surprising vigor. Their first step was to
restore their nation’s former beauty, and they have long
since.completed that process.

The subjects of the Undying King of Fu Yi elected
themselves anew king in the underworld, and although the
king has been replaced more than once, the passage of
power has largely been peaceful. The population of Fu Yino
longer increases—perhaps ashipwreck every generation or
two contributes to the ranks of the drowned dead here, but
no more than that. Yin spirits, malevolent and benign, pass
through the realm on occasion and are met with aresponse
appropriate to their nature.

The ghosts of Fu Yi have watched the rise of the
Yellow Springs Realm since the death of Qin
Shihuangdi, and they are no friends to the Jade Empire.
Fu Yi is far smaller than Yu Huang’s realm, of course,
and would be crushed in an outright war. However, the
ghosts of Fu Yi retain three large advantages over those
of the self-styled Jade Emperor: They are truly ancient
ghosts who do not, apparently, face the worst dangers
of Oblivion and, so, are individually very powerful;
their kingdom is a three-dimensional maze of water in
which the forces of Yu Huang are at a great tactical
disadvantage; and they refuse to take to the field,
fighting only when it suits them, in ambush, assassina-
tion and harassment, spending the rest of the time
submerged where most wraiths cannot follow.
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smelting and to retumn with news of the world. More than

Tur Yang WoRLp

The Yang World floats above the physical plane. It
is well-lit and alive with-untold thousands of spirits, a
bright reflection of the mortal world. However, justas
Yin is not synonymous with evil, the reader should not
believe that Yang is synonymous with good; there is
wickedness in the Yang World. Like its counterpart, the
Yang World is home to countless realms. Unlike Yin;
there is no truly dominant realm, only countless places
of wonder and danger. Some of the most interesting
include the following:

Reaim oF e Ceiestjal Bracksvmi

When the August Personage of Jade dissolved the
perfect universe into contested realms of Yin and Yang,
the First Celestial Craftmaster, Ru Shou, built his forge
in the lands of the south. Ru Shou brought the art of
smelting metal to the people of the Middle Kingdom and
so.became especially venerated; because metal was first
used to make weapons, Ru Shou became known as the
God of Punishment.

As the Yin and Yang Realms spiraled further apart,
Ru Shou himself became torn; he needed both metal and
fire to forge weapons for the greatest of the Celestial
Emperor’s servants. RuShou saw the slow rise of the eaters
of cursed Chi among the Wan Xian and equipped the
dragons and hsien who served him with his finest weapons
before closing off his vast estate to the Ten Thousand
Immortals. The servitors of Ru Shou fought corrupt in-
vader Wan Xian for decades and finally repelled the
demons early in the Fourth Age.

Now, thousands of years later, Ru Shou has begun to
send his servants out into the Middle Kingdom to see what
changes have been wrought. The God of Punishment has
long since run out of metal, with his estate now deep in the
Yang Realm, and while he has kept busy firing truly
beautiful pots— and even more fantastic works, including
one chariot worked from the very clouds — he has in-
structed hisservants to bring him fine copperand bronze for

one truly old bodhisattva recognizes Ru Shou’s servants,
and those ancient ones know that a sword crafted by Ru
Shou could be a powerful tool, lfplaced in the right hands.

Lanps or THe Freaxjsu MULTjTUDES
Travelers' tales of ancient China speak of dozens of

strange kingdoms, populated by peoples who no longer exist.

Stories speak of people with no heads, with their faces on their
abdomen, orthose with two heads or those with one head and
two bodies or dozens of other strange variations. These beings
have strange habits and stranger dietary requirements: Some
could eat only the inedible parts of animals and relished meals
of fur, claws and bones, while others were restricted to con-
sume only spring wheat and so on.

These beings and their dozens of kingdoms — which
traded and made war with human kingdoms on a regular
basis during'the Third Age = do still exist; they are

collectively known as the Lands'of the Freakish Multi-

tudes, in the Yang_ Realm. These lands, more spirit'than
material even itvthe Third Age, are now kept apart from
the mortal world by theCelestmlEmperor 's Wall, I:hmugh
which few can pass.

A continuous flow of Yang Chi permeates the Freak
ish Lands; this energy sustains many strange creatures that
long ago died out in the physical world. And rumer has it
that even:more surprising beings inhabit these realms.
According to the semi-mythical A Drunken Traveler's
Journal, the Wan Xian were not only chosen from the
ranks of humankind but also from some of these bizarre
races. And unreliable reports in the Beast Court of Xinjiang
suggest thata handful these immortals remain, hiding out
where the Wall and the copious flow of Yang Chi protect
them from the fire of the August Personage’s curse. These
tales might simply serve to hide a darker truth, however;
no reliable Wan Kuei witness has returned with suchia
tale from these lands.

The KingpomM oF Fiery Passjons
Yang Chi is, in its most basic sense, lifeienergy. It

pushes the tiger to chase down the deer, while it pushes

the deer to run from the tigerslt drives away disease and
sustains the farmerdn his toils. And it exhorts all things
that live to reproduce and expand their lineage. The
Kingdom of Fiery Passions embodies that last urge; itisa

land where the only imperative lstocouple, ptocreaueand- o

couple again.
The term “kingdom” is perhaps an maccurace name

for this place. There is mo sovereign, no bureaucracy:

The air carries the warm, green scent of eatly spring;
forests and valleys thrive w:th life. Tens of thousands of
spirits fill this place, and the number grows annually.
Animal spirits mate without.consideration to species,
and their offspring show.a jumbled hybrid of their
parents’ traits. Some Wan Kuei suspeet that this realm is
the true homeland of the Ferocious People, but —
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ortable, despite

Falong: Jpe o x |
cycle. The Thrashing D; ho reside ( \ Jeob
the Scarlet Forest wu — have given birth to g the Age of Legend, while the land flousisk
" sumerous dhampyr children, who see 'intired to the der the protecuon of the Wan Xian, a great mnovatlon
7 ﬂood of life-energy around them. Q sprung up in the furthest reaches of the Middle Kingdom.
: Under the guiding hand of the immortals, the great city of

,om WA" . Harappa arose on the plains of the Indus River. The city

The Thousand Hells are the repository for m tuch of bolz;sted 2 ' Wy e Of 30,000 cm?llitsme:f. aerehanis,
the evil of the mortal world. Yomi Wan does not catiséthe  *° % 30-'€ ﬁ A B Walho VITage O OF C, 10
sme brutish tribal king — it was a

wickedness of the world; instead, much as the YangB " ic : ‘..-E’_ . : : y
reflects the mortal world’s life energies, Yomi Wa Lo ‘ B D n{sn di ; bmllt Lt Ith 3
flects and focuses the mortal world’s corruption. Fews 4"“:"' - a{: t;: obrg.l e;uwiwas oor;zha
ould choose to enter one of the Thousand Hells; T 2 g

doar either mad, driven to owefslu OF inte 0 2 :
- Kly as possible. B N\ *This creati vofiche We Xian and mortals was an

théYama Kings. After ages of defeat
eat at the hands of the Ten Thou-
y of demons ripped through the
igit world to set foot in the Middle

time in centuries —and to sack the

st vistas” that now can only be ™
e rappaput up a valiant fight, taking
rmed and armored with glinting
all their military regalia, they were not
warriors — the; e artists, traders and scholars. The
forces of Hell ough them like a scythe through a
field, until their immortal champions joined the fray. The
resulting battle was cataclysmic — the seas boiled, rivers
leapt from their beds, the earth itself bucked and heaved.
The Wan Xian were victorious in the end, destroying
hordes of demons and forcing the rest to retreat. When
the surviving defenders finally put down their swords to
look around, the river valley was devastated for hundreds
of miles in every direction. Their beautiful city was gone,
entire sections of it pulled to Yomi Wan by the greedy
talons of the Yama Kings.
® . It was not long after this crushing loss that the
long gone. Perhaps the corruption of the Wan Xian began. Some later Wan
& the Ferocious People might ~ Kueischolars claim that Mahanaga Visparakni was among
the benefactors of Harappa and a survivor of the battle
with the Yama Kings. Crushed by the loss of his beloved
Heus city, he began a search for power — power enough to
SWrO ly, that the best known have made a difference, enough to have saved the
3t powerful. Today, mortals under his protection. If this is true, then un-
y ..__ be Bao Zhong, doubtedly power is what the Yama Queen Tou Mu
- Mikaboshi, lord of offered him — and the first akuma found out the price

vell provide too late.

ized his own territory; either
another realm in the Second or

. Yama Kings.
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.. As cranes trail off in flight, silent,
Wolves snarl over their kill. T brood on
Our wars, sleepléss here and, to right
A relentless Heaven and Earth; powerless.
— Du Fu, “Overnight at the Riverside Tower”

Ever since the fall of Mount Meru, the shinning
citadel of the Ten Thousand Immortals, the Wan Kuei
have struggled to find meaning. Grand Arhat Xue, wisest
of all the Hungry Dead, laid down the foundations of the
Road Back at the twilight of the Third Age. His wisdom
is remembered inthe Fivefold Way and the five orthodox
Dharmas.

Tht Fjverop Way

Xue's first and greatest teaching to the Wan Kuei is
the Fivefold Way. This isa coresetof beliefs —sometimes
called theGreat Principle — that theoretically guides all
the Hungry Dead of the Middle Kingdom. In the Five
August Courts, every vampire learns the Fivefold Way as

part of their training as hin, just after emerging from the
canmbahsnc chih-mei stage. Interpretations vary widely
from court to court and from teacher to teacher, but Xue’s
teachings form the underpinning of the court structure
itself; only ancestors looking tobe removed donotat least
pay lip service to the Greag Principle.

Storytellers may wish to refer to Kindred of the
East, pp. 38-41, for a discussion of these same beliefs in
the Fifth Age.

= H%;;C,EEAT ‘P’rzwcrmz

The Way oF OGN
'Remember whence you came, for it is the un-
changing whole of your purpose. .-

“!h Way or Lineage
Heedwell those who have come before, andrespect
%se who come after, for they are all part of the truth.

"'*Wn OF JNTEGRITY
s Mamtam)ourhrmorandm:nauthought word
ﬁ dEed fm@dle behawor of one affects the enure

ﬁ V/u oF OsLjGaTION

. Understanid your duties to your brethren, to the
. forces of the universe and to yowself and do dll to
fulfill them.

" The Way ori'mlum

.« Practice corvectness in all you do, for the Great

ng!e inits every aspect, hasits own nature, cmdthat
wature must be followed. v




In the Age of Beautiful Sadness, the Great Principle
_instititionalizes the court hierarchy and flavors Wan
* Kueisocietywith nostalgia. Ancestorsand mandarins cite

l‘_he Way of Origin and try to recreate the times when the
Ten Thousand Immortals were demigods ruling great
kingdoms=Of course, the Wan Xian were their own
“undoing millennia ago, and this lesson too is part of the
Way of Origin,Those vampires who advocate a with-
drawal from mortal aﬂ‘axrs say t:hat rhe fall of Moum Meru

The other elements of the Great Principle alI serve
to reinforce the system of the Five August Courts and
the power of the mandarins and ancestors who rule
them. The young must respect the old; the young have
aduty to the court; the young must act honorably — and
toe the line. Mandarins have all the same obligations in
theory, but they need only pay lip service to the prin-
ciple of respecting the young — a perfect recipe for
building tension.

The nightly realities are less polarized, of course.
Many Wan Kuei spend only a bit of their time at court and
thereby avoid a great deal of the frustration of the manda-
rins’ games. The institution of the wu helps a great deal
because it gives the young allies they can trust. There are
also mandarins who know that disciples and jina have
their worth and deserve a (respectful) voice at court.
Nevertheless, the tensions in the courts are starting to
have their effect — the Court of the Azure Dragon is
slowly collapsing into Nihonjin and mainland factions,
and the other courts are not that far behind.

Tve DHarMas

Xue’s second great contribution to the Wan Kuei was
the development of the five Dharmas. These philosophies
have become well-worn paths along the Road Back, ways
for some of the Ten Thousand Demons to redeem them-
selves before heaven. Without the teachings of a Dharma,
a Wan Kuei is bound to live as a savage, cannibalistic
wretch and return screaming to Yomi. The Hungry Dead
owe their very survival to Xue and his teachings, or so the
ancestors say.

Herericar DuarMas

Of course, the truth is not quite so simple. There
are a number of vampires who exist without following
one of the five Dharmas attributed to Xue. They follow
other paths, which the ancestors of the Five August
Courts brand as heresies. The so-called heretics, of
course, feel their beliefs are entirely justified. Many
argue that their belief systems can coexist with the
traditional Dharmas and emphasize their continued
adherence to the Fivefold Way. They often argue that
their “heresies” are but further extrapolations from
Xue’s own teachings and, hence, legitimate. Others

BLoop & ln:

return the August Courts’ scorn and seelXue’s teach-
ings.as flawed or even foolishe They argue that their

way is better than the orthodoxy. :
The era of Blood & Silk is a moment of tolerance for
the less stringent of the heretics. Thosewho embrace the
Fivefold Way are technically welecome inithe August
Courts, even if their beliefs are unorthodox. These her-

etics can and do hold prominent p@sitions in some courts

and attract followers. They all operate at a disadvantage,
however. A heretic must prove her loyalty and worth
again and again, and when things turn sour, she is invari-

ably blamed. Wise heretics accumulate favors owed to

them, keep their eyes open for betrayal and always have an
escape route planned.

Heresy N Brijer

At the end of the Fourth Age, the following heretical
Dharmas are most prominent. Their beliefs and practices
are largely as they are in the Fifth Age (see Kindred of the
East Companion, pp. 47-59), but their members find it
easier to move into China and other orthodox areas. Note
that the Spirit of the Living Earth Dharma does not come
into being until the 17th century.

® The Face of the Gods: The Divine Faces believe
that the Wan Kuei are just as blessed as the Wan Xian
were, elevated demigods instead of debased demons. They
strive to further their own divinity, seeking perfection in
all acts and actively encouraging mortal worship. The
Dharma is most numerous in India but has isolated follow-
ers across the Middle Kingdom. They are the heretics
most likely to be persecuted because of their rejection of
many elements of the Fivefold Way.

*® The Flame of the Rising Phoenix: Rising Phoe-
nixes maintain a very strong identification with their
mortal lives. Their ideal is to become not only livingagain
(like Thrashing Dragons) but to reintegrate perfectly
with their past mortal existences: Theyoften masquerade
as human, maintain families and doggedly pursue what-
ever unfinished business brought them out of Yomi. The
Rising Phoenix is very popular in India but hasadherents
across the Middle Kingdom. They generally interact well
with other Wan Kuei, mostly:bécause. they leave the
unliving to their own affaiss.

* The Tempest of Inward Focus: Tempests believe
in arigid balance in all things and are the nomads of the
Wan Kuei. Unlike the Thousand Whispers, whomove
from false life to false life, Tempests maintain their own
identity but subject it to contrasting influences. They
make fine warriors but then indulge in passionate love or
quiet contemplation to balance themselves. Tempests
are spread thinly across the Middle Kingdom, always
moving from place to place and experience to experi-
ence. They have few outright enemies but almost no sure
allies either.



Dharma Social Bonus Virtue Pair Max  Trait Max Chi/Tum Status Age

4 10
0 10
0 10
0 10

S
12
12
14
16
18

7

o

CETN U , T S WS R S

10

43

chih-meifhin any
disciple any
disciple 1 year
disciple 3 years
jina 5 years
jina 25 years
jina/mandarin 100 years

1
1
1
2
3
3
4

mandarin 250 years

(&)Y

mandarin/ancestor 500 years
bodhisattva 1,000 years
bodhisattva/arhat ! years

~ OO

Social Bonus: The bonus for vampires of this Dharma when interacting with vampires of a lesser Dharma rank.
If two vampires with social bonuses are interacting, use the difference between bonu

Virtue Pair Max: The maximum sum of either of the vampire’s Virtue pairs (Yin and Yang, Hun and P'o)

Trait Max: The maximum value for any one of the vampire’s Attributes, Abilities or Disciplines.

Chi/Turn: The maximum number of points of Yin or Yang Chi the vampire can spend in a single turn.

Age: The minimum age for a vampire to advance to this Dharma level.

DuarMjc MEcHaNjcs

The spiritual progress of the Wan Kuei during the
Fourth Age is more gradual than on the storm-wracked
eve of the Age of Sorrow. Yet the great divide between
those who have achieved transhuman enlightenmentby
spending more than ahuman lifetime on the Road Back

and those who have not is less evident than in the
closing days of the Fifth Age. Use the Dharma Chart
above instead of the one on p: 54 of Kindred of the East.
As the Fourth Age draws to a close and the Fifth Age
begins, Storytellers should phase in the modern Dharma
chart gradually, using the guidelines on page 107.



The HowL oF THE
DeviL-TiGer

Virrue: P/o
The members of the Devil-Tiger Dharma believe them-
selves to be/charged with a holy duty as the scourges of
Heaven. These vampires believe the Yama Kings have
abandoned their posts as punishers of iniquity to pursue
selfish agendas. Rushing up from Yomi like thunderheads,
the Devils of Heaven have embraced this mission of wick=
edness wholeheartedly, diligently punishing the wicked
and tearing down decaying and unjust social structures.
Though united in their belief that they are to replace
the erring Yama Kings as the enemies of sin, the Devil-
Tigers can agree on little else. An an- /
cient ruling by the Five Emperors 4
that the Heavenly Devils can form
no large organizations combines
with a doctrine of passion and
activity to make the Devil-Tigers
their own worst enemies. Be-
yond general agreement on the
basic tenets of their Dharma,
there is no consensus among

them. The Dharma is divided

into a thousand feuding//
sects and fraternal or- =

ders based on doctrine ﬁﬁ |

and on the sorts of vic- |7
tims the individual prefers. Some
Devil-Tigers ruin corrupt offi-
cials, while others pursue those
who abuse their spouses and
still others violate rapistsand
molesters of children.

This righteous agenda [/ /
does not mean the Heav- fL e
enly Devils are themselves {25
humane or heroic. The
Devil-Tigers punish sin be-
cause it is theirduty asdevils to
do so. However, it is also the
dutyofadevil toactinawicked
manner. For the Devils of
Heaven, cruelty and
self-indulgence are
holy callings and an
affirmation of their [J———g
place in the cos- § {
micorder. Accord- ¥
ingly, the Devil-Ti-
gers are eager to partake
in the very sins they so
assiduously punish in mor-
tals. Though most Devil-

#

mn&?g(

Tigers would meet Final Death rather than be untrue to
their celestially mandated duty; they cite this same man-
date asthe reason theyeultivate holy places thatare blights
upon the Tapestry and keep bakemono and wicked spirits
as their servants.

The Devil-Tiger Dharmais administered (if a word
so strong can be used to describe the patina of order
placed upon the chaos of sects and secret societies) by
a grouping of bodhisattvas and elderly mandarins called
the August Body of Sagacious Devils. This most distin-
guished college administers a series of rigorous and
complicated tests that ensure that high-ranking
Devil-Tigers will be competentand educated

in worldly matters.
Devil-Tigers are much-

feared for their mastery of
the Dragon Tear Discipline,
Chi’iu Muh. A majority of
these vampires learn the
Dragon Tear before they
become jina. It aids these
vampires considerably in
their drive to stay abreast
s of events. Devil-Tigers are
>lwell—known as visionaries,
)[ and the prophetic powers of
' the Dragon Tear
are innosmall part
responsible for this
image.

‘L»

It is said (par-
ticularly by the
Devil-Tigers
themselves). that
the Devils. of
Heaven will de-
ﬁ‘) stroy the world in

holy fire at the
% coming of the Age

= of Serrow. If this
L\ is trueythen it is a distant
event indeed. For now,
the Devil-Tigerscon-
tent themselves with
lurking on the edges of hu-
man society and standing just
behind the shadows in mortal
dens of vice. Their task is pun-
~\ ishing sinners and bringing
about the downfall of cor-
£ — rupt and decadent dynas-
ties, whatever bloodstained
future glories they may enter-
tain dreams of.
Training: Devil-Tigers are very ac-
tive in training young Wan Kuei, a pro-
cess they call Infant Devil Civilizing.
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Many of these young disciples later join other Dharmas, but
amajority of new hin receive the instruction fortheir Fire and
Water Tests (their passage to disciple status) from Devil-
Tiger tutors.

Thestereotypical disciple who remains inthe Dharma
led a violent and spiritually scarring life and cleaves close
to this root in hisisecond existence. These vampires
channel their wicked tendencies into the service of the
Celestial Bureaucracy: Other Devil-Tigers follow their
path to make up for lives spent in contemplation rather
than the pursuit of righteousness, though most such
persons gravitate toward the Thrashing Dragons or the
Resplendent Cranes,

Initial Heavenly Devil training is brutal, focusing
on helping students accept their undead state and
teaching them to draw power from the Demon while
remaining its'master. Later training (which continues
through the Devil-Tiger’s entire unliving existence)
focuses on developing the vampire’s potential.

Much like mortal bureauerats, Devil-Tigers have an
elaborate ranking systembased on mastery of a diverse set
of skills. Young Devil-Tigers are tested on basics like
fighting, feeding and daylight sutvival. More advanced
Heavenly Devils must master human and Wan Kuei
history, -accounting, management and administration,
the teachings of all major religions and classical philoso-
phers and a seemingly endless list of additional topics.

Faults: Forall theiremphasison eleganee, vision and
self-education, Devil-Tigers are still impulsive; wicked
creatures aligned with fire and thunder. Control and
forethought do not.come easily to them, and their dark
nature often makes them predictable. Given the opportu-
nity to commit an:ace of elegant evil, it is very difficult for
Devil-Tigers to refuse.

Affiliations: Fire; the number 2, the color red and the
south direction

Concepts: Corrupt official, bilking merchant, mur-
derednoble, brigand;subsistence farmer starved indroughe,
former cultist,or secret society member; . venal monk,
visionary prophet; inbred backwoods savage, spy

Sobriquets: Devil-Tigers, Heavenly Devils, Celes-
tial Devils, Devils of Heaven

e

Y,

NICREDNESS A LAS YO

TeNeTs

1: You are a devil. Embrace your mission with
both arms.

2: You are the master of the P’o. Listen to it, and
take full advantage of its power, but never let the
Demon dictate your actions.

3: Embrace passion, both of the flesh and of
the spirit. Only in moments of immediacy are we
free of dissimulation.

4: Pain is the teacher. Only through the light
of agony are we truly aware. Illuminate yourself
and others.

5: Wickedness is the station of the devil. Strive
always to make yourevil both elegant and precise, for
your malevolence does honor to the Celestial Order.

5 a devil, you are the force of Heaven's
displeasure with the unrighteous. When a man is
unjust, bring about his downfall. When a dynasty is
unjust, bring about its downfall also.

7: For a world with much sin, Heaven has seen
fit to appoint a pitiful few devils. Do not waste
yourself correcting petty injustices, and do not en-
gage in acts beneath the dignity of your station.

8: Your business is with the wicked. The inno-
cent are not within your purview.

RjvaL Parus

Resplendent Cranes: How easy it is to enjoin
1 you to righteousness and filial
piety while you recline in jade-ornamented temples
and dine from small boys in the fashion of the
Yellow Emperor.

the world arot

Bone Dancers: They walk with ghosts and play
with dead things — how amusing. Y
thing about their brittle formality that is genuinely
charming, and their store of pilfered knowledge is

 there is some-

impressive. Good lovers, but terrible allies.

Thousand Whispers: They walk the Buddha’s
path, and that s a different Road Back than our own.
One cannot approve, but there is little question that
the approach is valid. It is certainly admirable that
they have not given up hope for their Buddha nature,
but [ would not walk in their shoes.

Thrashing Dragons: Once they quit pretending
they’re still alive, they're well worth learning from
for the lessons they can teach about passion. How-
ever, the Running Monkeys trying to convince ev-
eryone they never died are insufferable.

GROW QPR AND FAT ON THE PROCEEDS OF
LL NOT BE NUMBERED AMONG THEM,



THE V/.n OF THE
ResPLENDENT CRANE

Virrue: Hun _

Though the WanKuei are disgraced, Heaven has not seen
fit to relieve them of their duties. Despite their obviously
changed condition, the Resplendent Cranes feel that they must
continue to carry out their duties as before the fall of Meru. If
the stakes were once great, then how much greater have they
grown, with the immortal souls of the guardians themselves
dependent on their adherence to an agenda of righteousness’

The Resplendent Cranes divide themselves into sects or
cults, with each further subdivided into temples or congrega-
tions. The distinction between sects and cults is blurry — sects
are more respectable and have established fortresses and places
of worship. Of course, there are few Resplen-
dent Cranes indeed would say that they \\\ lr/f’
belong to a cult. It is a term used to deni- %'
grate others more than anything. \/4 §3

with sects and cults led by bodhisattvas _EESERS
and elder mandarins and temples and / 2NN
congregations led by younger manda- /\\\\ 3
rins with the assistance of elder jina. )
Shadow wars between rival sects over is-
sues of doctrine are common, and the aver-
age temple has at least one feud cooking
with a congregation from another cult. P
In terms of philosophy, the Resplen- §
dent Cranes combine the Confucian and
Legalistphilosophies in light of their own
experience and mission. While they
keep the Confucian love for merit,
learning and reverence for the ances-
tors, they accept from the Legalists
their realistic attitudes toward gov-
ernance and warfare. Most impor-
tantly, the Resplendent Cranes also
embrace the Taoist and Legalist
belief that the com-

mon people

sLoop & Sn

should be kept ignorant, for their own good as well as for the
common good. As the example. of the ' Wan Xian shows,
cleverness and sophistication leads to nothing but dissimula-
tion. It is difficult enough for the Cranes to control their
decadent urges, how can mortals be expected to do likewise!

The classic expression of Crane belief is a series of koans
known as the Eight Lotus Path, each lotus being a key
concept of the Dharma. These conceptsare the recognition
of hope; virtuous existence; reward and correction; purga-
tion of sins; instruction in righteous matters; ordering of
matters according to law; harmony transcendent over law;
and unification of the spirit and the world.

The ideal Resplendent Crane is diligeng, educated, man-
nerly, respectful, righteous, honest, conscientiousand brave. The
average Resplendent Crane is at least a few of these things and
goes to great efforts to appear as if he were all of them. Because
benchmarks for acceptable behavior and performance are so
high, failingis not nearly so disgraceful as being seen to fail. While
all Resplendent Cranes appear to adhere to extraordinarily
stringent standards, many are only smiling for their evalua-
tor, who, in tumn, knows and accepts that some
amount of the subject’s performance
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Resplendent Cranes often make their way in the world
in a catch-as-catch-can fashion. Some engage in business or
large scale agriculture, or work to advise and manipulate
mortal magistrates and bureaucrats. Many others work and
reside in one of the Dharma’s temples, collecting tribute
from the surrounding area and protecting their “domain.” A
large number of Cranes, however, are wanderers. Like the
cavaliers of old, these vampires travel through an area, large
or small, from haven to haven, in search of enlightenment
and of injustices to right.

Training: Young Resplendent Cranes train in the
Dharma's temples. They are expected to remain in the sect
that provided theirinitial training for their entire existence,
though some do go on to join other sects. In theory, each
Resplendent Crane has an elder who acts as a mentor and
supervisor. This is not always entirely fortunate. All too
frequently, a jealous or simply untalented mandarin will
stifle or mislead those under her tutelage who threaten to
surpass her in enlightenment. This usually means advance-
ment is limited to the speed of the slowest superior, which
often causes a lot of political jockeying in Resplendent
Crane temples. Vampires saddled with untalented masters
often defect to other sects or rush to jump on the wagon of
the most promising older Wan Kuei in the temple.

The tone of the mentor-pupil relationship varies. In
temples, it is very close, essentially a relationship of superior
and subordinate. Among wandering Cranes, the mentor is
much more a friend and advisor. As a result, many Running
Monkeys spenda greatdeal of time wandering to escape slow
and top-heavy temple politics.

Like the Devil-Tigers, the Cranes take great pains to
educate themselves. However, where the Devil-Tigers
strongly emphasize secular martters like trade and warfare,
Resplendent Cranes place much more emphasis on subjects
like philosophy, spirituality, religious studies and esoteric
meditation and martial arts practices. The average Crane of
a given age is at least as “educated” as a comparable Devil-
Tiger. However, he has probably mastered more Disciplines
but is significantly less comfortable among mortals of low
standing, like merchants, soldiers and prostitutes.

Faults: The Resplendent Cranes’ hierarchy and self-
righteous purpose are both their greatest strength and great-
est weakness, The same hierarchy that makes the Cranes
flexible and organized also makes them intensely political
and only as strong as the weakest elder. Also, many young
Cranes are full of hubris, assured in their holy purpose with
high ideals untempered by realism. Combative and prone to
leaping in where wiser heads might fear to tread, these
righteous young vampires are forever at odds with their
superiors and perpetually stirring up trouble among mortals
and with other shen.

Affiliations: Water, the number 1, the color yellowand
the north direction

Concepts: Soldier-scholar, fallen priest, heir killed in
court intrigues, reformed merchant, massacred monk, vic-
tim of terrible illness, devoutly religious sinner, disgraced
scholar of high honors, murdered magistrate

Sobriquets: Resplendent Cranes, Lotus Walkers, Shin-
ing Ice Guardians

TenETS

1: The Eight Lotus Path is before you. Walk it.

2: The Fivefold Way guides you. Heed it.

3: When you witness wrongdoing, right it. Whe
the Demon commits wrongdoing, make amends.

4: Give to those deserving charity, defend those
who are helpless, inculcate virtue in those who are
ignorant of proper behavior.

5: Reason with the wicked before you strike them
down. It is better to educate than annihilate.

6: When the wicked will not submit to reason,
strike as swiftly as the eagle and as ferociously as the
tiger. Punish and correct the unrighteous when you can,
slay them when you cannot.

7: Protect and uphold the pillar of the family, both in
the land of the living and in the Yellow Springs, for filial
piety is the wellspring of virtue. Do not shame your living
family by attending them in person, however. Let them

believe you dead, and work subtly to ease their burdens.
8: Honor and composure are the hallmarks of the
perfected man. Do not let your fallen state deprive you

of your dignity.

RjvaL Pams

Devil-Tigers: They drench themselves in blood
call it \\1<.LL'dm They school themselves in

and call it learning. They peep into Lhu

allit insight. Dangerous?

and
secular matte
August Personage’s plans ar
Yes. Enlightened? Hardly.
Bone Dancers: Their reverence for the ancestors is
commendable, but their fascination with corpses, bones

Th msand “ hlhpE‘l“‘i They are ) lives
at the foor of a great mountain. Hc‘cl\mt' tudlmlw it, he
sets out early in the morning, climbs until the evening
and then returns home. Though a thousand years pass,
will he ever reach the summit?

Thrashing Dragons: Barbarian philosophiesand Bud-
dhist sophistries, all serving as an excuse for the vilest of

ses. At least the De gers imagine them-
-cl\utuh huuu-um sort. Tending the Yang World is no
excuse to engage in such shocking improprieties.

INE Ake il

eq'wcz.\’r&c{, Ahgl Klﬁ Tﬁowe
Ask yovkself = if 4 AMhed

Soulls ARe CARA le of this,

wWhAT cAn YOou hieve?




THE SONG OF THE SHADOW

VirTUE: YiN

Theso-called Bone Dancers are named for the sen-
sual, hypnotic postures of the Bone Dance, the most well-
known expression of the Yin Prana. Like this mystic
dance, the followers of the Song of the Shadow are
beautiful, éntrancing, mysterious and deadly.

Icy and analytie, the Bone Dancers cultivate a
detached mental condition they call the Cold Mind.
Philosophers and spies, they are disdainful of Yang and
its visceral urges. Though they do not divorce them-
selves from life entirely — to do so is a
violation of the
Dharmic tenets —|
neither do they im-
merse themselves in
the doings and go-|
ings on of the
Middle Kingdom.

Instead, the
Bone Dancersseek to

learn rather than act,

to accumulate an understanding
of the Middle Kingdom. Though
their Dharma enjoins them
to act, to protect the fam-
ily and uphold the natu-
ral order, they do not
undertake these
tasks willingly.

Such activity re- .
quires a tremen-
dous effort, and

for every Dancer
who acts as a spy,

diplomat or as-

sassin, there are

two more who
strive, silentlyand
in the frozen, |
dark, to open
the Black Metal
Egg — the
Dharma’s name
for the myster- N
ies of Yin's “\,I]\\JX“
A

N

As scholars,
Quiet Songs are without S '
parallel. The Song of the <= =
Shadow seeks knowledge %@‘
for its own sake, for the experience o ==
tricking the puzzle box of existence
into revealing its secrets. What the

negative spiritual
resonance.

e

contemplation. As natural maste

= SO —~ —= Bone Dancer ethic.
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Bone Dancers do not know, they have forgotten or
hidden so well in their unfathemable archives that not
even theycan find it. They make excellent spies —
without passion or drive, they move like great cold fish,
recording, noticing and carefully unwinding the threads
of the courts and their countleéss intrigues:

Likewise, without passion, they cannot be offended
or provoked to hasty action, and thus, they are diplomats
and assassins of infinite patience. In neither case do they
perform these actions willingly. They are duties, to wu-
mates and to the Wan Kuei as a whole, to be'discharged
as efficiently as possible, in hopes that they will not
protract the vampire’s time away\from her studies and

of the Godbody of
Metal, these vam-
pires are feared and
merciless. With-
out emotion or
hesitation,
swaddled iniron
skin and
sheathedin Yin
armor, they
scythe down
theirfoesand are

goneasif they had

never been. Few

o even of the Devil-Ti-

Q . gers are so capable and effi-
cient when they kill.

Somehow tied to their

\ | skill as assassins is the

SKDancers’ artistic talent.

I\

The variations of the Bone

% \\\- )
W
‘% ity,;spontaneously

and after rehearsal;
with_accompani-

T ment and unac-

9 companied. This

¢) supernatural

. dance is languid,

=-suggestive; allur-
H ing and capable of
Y conveying im-
mense meaning in
soothing,

)l its
% wordless postures.
While it can be used

*’ as a weapon, it is more
often used as a means
of expression, and as
such, itis in many ways
X the embodiment of the

& \J| Dance are countless. It is
@ performed with both im-"
provisation and rigid for-

F 9
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Without words or directness, without aggression or
extension, it conveys its meaning more perfectly than
any words could hope to. Such is the power of this
dance that nearly every Bone Dancer learns it. When
they gather together, these vampires often eschew
speech altogether, instead communicating only through
this silent ballet:

Training: The Shadow Songs teach their young
primarily through koans and riddles. These are designed
ina highly calculated fashion and are quite often tailored
specifically to the student in question. In these riddles,
the answer is largely unimportant — it is the process of
meditation on the matter of the riddle and the act of
learning the answer (if there is one) that truly matterand
bring enlightenment.

Obviously, this is not necessarily suitable for young
Running Monkeys, and the Dharma also offers forthright
instruction on the simple matters of the faith and the basic
tenets of the Dharma to hin and young disciples. As soon as
the students are ready, they graduate to more indirect
teachings. It is critical that the students quickly begin
finding their own wisdom, rather than having it taught to
them. The Song of the Shadow is a path of private discov-
ery, not a curriculum for enlightenment.

Just.as these vampires place great emphasis on the
value of personal enlightenment; they also place an equal
emphasis;on personal discipline, an €motionless state
they eall Cold Mind. To these Wan Kuei,, there is no
meaningful control that dees not come. from within.
Indirection and restraintare virtues of the Bone Dance. If
its followers cannot master them and must have them
imposed, then clearly there is no enlightenment taking
place. Asaresult, forall but the beginning of the vampire’s
existence, the tutelage he receives is largely composed of
riddles his master prepares and hands out when the time
isright. The rest of the vampire’s time is his own, for if he
is not incessant in his pursuit of enlightenment and
knowledge for their own sakes, he is unsuited for the Song
of the Shadow.

Faults: Though they aré often fascinating to those who
know them little, the Bone Dancers are cruel and detached.
Their air of detachment allows them to serenely contem-
plate any brutality, any betrayal, so long as it serves their
ultimate ends. Though their Cold Mind can often be an
asset, many Bone Dancers live their second existence
essentially alone, wrapped in self-isolation even when in
the midst of their wu-mates.

Affiliations: Metal, the number 4, the color black
and the west direction

Concepts: Courtesan, eunuch, destitute scholar,
matriarch, silk farmer, frustrated rebel, gravedigger,
necrophile

Sobriquets: Bone Dancers, Shadow Songs, Quiet
Songs, Bone Flowers

# -

TeneTs

1: You may walk with the dead, but do not forget
that you are not one of them.

2: The clan is {
must be defended.

ountain.of righteousness and

3: Honor the ghosts and Yang spirits, giving them
both respect and companionship, for the lot of spirits is

a lonely one.

4: There is no end to learning, just as there is no end
to your existence. Never cease toseek the truth of matters.

5: The object without concept is meaningless. The
conceptwithout object is fantasy. Both are valuable, yet
neither can stand alone.

6: There is a difference between informing, which
is like pouring water into a river, and teaching, which is
like making fine sculptures from ice. Do not inform,
always teach.

7: Share your learning with others, but be certain
they understand it to be a precious gift.

8: The parting of the living and the dead is hard.
Console both livingand dead alike, reminding them of the
importance of their suffering to the natural order. Spare no
pains to halt those who would cross the Wall between the
living and the dead without the permission of Heaven.

RjvaL Patus

Devil-Tigers: Fascinatingly... virile, but rotally
disinterested in matters that do not make them rich
or mighty. They'd rather steal peeks at the future
than understand the processes that forge tomorrow.

Resplendent Cranes: Admirably devoted to
the ideals of learning, but far too rigid in approach.
If only they could learn that grasping desperately is
the weakest grip of all.

Thousand Whispers: So intent on the process,
they forget the end. The eyes do not learn when they
read, the soul learns when it understands.

Thrashing Dragons: Light to darkness, wood to
metal. So alive, yet so ignorant.
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At the center of the wheel of Wan Kuei society, the
Thousand Whispers are very much outsiders. They are
foreverapart from the Yin-Yang tensions thatdrive relations
between the other Dharmas, loners in a ferociously gregari-
ous society. Their fellow vampire see them as mysterious,
strange and not entirely good or pleasant.

The Thousand Whispers believe that the lot of the Ten
Thousand Demons is to find salvation however they may. For
most other vampires, that is serving Heaven is some fashion. The
Thousand Whispers, however, believe that their path toredemp-
tion lies not in loyal service but in accumulating wisdom.

- l—_:—%—m -
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a succession of mortal existences. In each, the Wan Kuei
grows, changes and observes the world around him through
the eyes of an assumed identity. In each, the vampire eventu-
ally exhausts the life’s possibilities and lets the identity wither
and die. The mortal seeming, with all its hates, fears and
frailties, is crumpled up and cast aside like a snake's used-up
skin. But the I-at-the-center, the vampire himself, remembers
its insights and understanding and grows enlightened over a
thousand mortal lifetimes.

This abstract approach to enlightenment isnotéasy. The
Wan Kuei are anything but detached — the Rootless Tree can
still tear itself apart. Letting go of life is never easy, even for
those who have taken the Second Breath. Likewise, the
warring urges of the virtues are a great enemy to all but the
oldest Hollow Reeds. Also, the Hollow Reeds are distrusted by
their fellow Wan Kuei. The other Dharmas are each propo-
nents of their own elemental virtue, and the balance of the
Thousand Whispers seems strange and confusing to

Seeking to cultivate enlightenment until they —
become true bodhisattvas, the Thousand Whispers '/:_,é’w beings so wrapped up in their own agendas.
know their undead form is prohibitive to balanced = 5% ‘\\%? % Perhaps it is because they stand outside the
life. Monstrous hungers drive the //,/7// .

Wan Kuei, and they e
cannot suffer _—— :
proper deaths, for / =
their sins have %/f

placed them be- 7
yond reincarna- 77, /
tion. To combat Z
this, they prac-
tice the Broken
Mask Technique, by

which they live out
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Whispers have gained an important place within it. Many
Thousand Whispers are great ritualists, and the Thousand Whis-
per sorcerer is as strong an archetype among the Hungry Dead as
the Devil-Tiger demonologist. Also, like the Devil-Tigers, the
Thousand Whispers are great trainers of chih-mei. Though they
have a completely different system for educating their pupils —
using mysticism and koans where the Devil-Tigers use fire and
iron rods — they are considered just as effective as the Devil-
Tigers at their task.

Training: In its early stages, Thousand Whisper train-
ing has the same goal as that of any Dharma — keep the
subjects from sliding back into the cannibalistic chih-mei
state long enough for them to be set upon a Dharmic path.
To accomplish this, the Hollow Reeds distract with mysti-
cism and keep pupils in aritualistic environment until they
understand their condition well enough to cope with it.

The Thousand Whispers training proper is more com-
plex. The Hollow Reed must take in the world around it, yet
not become the world around it. Inside, it must remain
empty, devoid of the spiritual and emotional baggage that
makes learning impossible. With Running Monkeys, allthat
can be done is to open the door to future enlightenment —
the principle of the Rootless Treeistoo large, too difficult for
a simple, almost-mortal mind to grasp. Appreciation of the
value of the Broken Mask Technique grows over human
liferimes of experience, not weeks or months of tutelage.

To place the young Thousand Whisper on the road to
enlightenment, specially designed riddles are used. Different
for each student, the master crafts these conundrums so that
they remain with the student over his first centuries, unfold-
ing new meanings with each step along the Dharmic road.
Students are also trained in disguise and taught the principles
of human behavior, so that the masks they eventually con-
struct for themselves can be true enough for them to gain
genuine enlightenment from the exercise. In the end, the
master provides the student with three mortal identities and
with the recommendations, funds, introductions and other
trappings necessary to take root-in the soil of Wan Kuei
culture. After that; the student is on her own — like the
insects they venerate, the Wise Centipedes do not recognize
their children once they have left the egg.

Faults: For all that it offers a road to redemption, the Broken
Mask Technique is the most difficult of the Dharmic paths to
follow. While it is hard to step off, it is also incredibly difficult to
progress. Maintaining the separation between lives and closing
the door on each “incarnation” as it énds are far from easy tasks.
Some Thousand Whispers find the path enlightening, butmany
more are torn by the conflicts of their Virtuesand eitherfall to the
Demon or join other Dharmas. Rare and aloof, the Thousand
Whispers have an unpleasant reputation for being more inter-
ested in the Road Back than their companions on that road, one
which is not entirely undeserved.

Affiliations: Earth, the number 0, the color white and
the center point direction

Concepts: Formermadman, spy, conartist, visionary prophet,
Buddhist priest, orphan, martial arts master, official, hermit,
innocent tortured and executed for a crime she didn’t commit

Sobriquets: Thousand Whispers, Hollow Reeds, Root-
less Trees, Wise Centipedes

AV E—— S

TeNETS
1: The road to enlightenment is 10,000 lives long,
each one different.

2: Each life is a learning experience. If you fail to
learn, you have wasted the life.

3: Ten thousand of the same notes do not make a
song. Ten thousand of the same lives do not make a
buddha. Balance is a dynamic force, not a static one.

4: Lives are lessons, not prisons or possessions. Do
not cling to the trappings of any one particular exist-

e. When you leave a life, close the door forever.

5: Righteousness is excellent, but there is more to
enlightenment than heroism. The enlightened man is
both courageousenough to wrestle tigers and wise enough
to know when such displays are needless or futile.

6: Force the understanding of sight on those who
will not see. Force the understanding of hearing on
those who wish to remain deaf. All things must know
that life is cc !l'll]ﬁ:_!.\t'fd of choices — let no creature make
those choices without questioning itself.

7: Balance begets balance. When you see that which
is not balanced, balance ‘it. If it cannot be balanced,
destroy it, for imbalance is abhorrent to Heaven.

8: Though you live 1,000 lives and wear 1,000 faces,
the you-at-the-center must watch and learn. If you lived

years, yet forgot each year's lessons with the
: > season, you would still know no more than
an infant.

RijvaL Pats

Devil-Tigers: They wear different masks now than
when they lived, but they are one-dimensional beings.
Wisdom comes through understanding, not being acliché.

Resplendent Cranes: Ten thousand aphorisms do
not constitute enlightenment. Ten thousand contemp-
tuous glances do not constitute superiority. When the
Cranes learn that they too are imperfect, they will have
truly set themselves upon the road to righteousness.

Bone Dancers: They know the critical nature of
learning but \n.--.n'nnh asingle mask. Less mourning and
more laughter might ease their road.

Thrashing Dragons: There ismore to the dance of life
than spastic jerking. One does notachieve enlightenment
in the ways of the world by rutting and drinking alcohol.
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In every raindro Hhere are 1000
lessons, if only weshad eyes enough
to apprehénd them
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m D ANCE OF THE tightly wrapped bundle of hunger and sexuality. Though

she offers prayers to her victimsand thinks them sacred,

mmm“q Dmo" she still finds fulfillment in the highly distasteful practice

of flesh eating as well as in carnal congress of every sort.

Z This is not to say that every Thrashing Dragon is a
Virrue: Yang cannibalistic sexual predator or, rather, that any given
Thrashing Dragon is such a creature at all times. Most
Running Monkeys are at leastas interested in capturing
the opportunities they missed in life as they are iniindulg-
ing their monstrous urges. Likewise, thoughjina and
mandarins grudgingly adore their predatory character,

The Thrashing Dragons are guardians of the Yang they also know that there is a différence between
WOrld. A holy texec1s nothmg but paper and lnk, but 1t immersion in the i]_lusion and becoming lost

can still contain enlightenment. Likewise, the ephem- in it. Depending on perspective, it can
era they protect is a creation of the August Personage, be comforting o frightening that a

containing the keys to all wisdom. It \ _ Thrashing
must be trimmed, tended and .. : Dragon who
. . e Cag s P = 3 ;

protected from the dep- o raped
/ and de-
]
- voured a
"% young

Animists and naturalists, the Thrashing Dragons
seek to walk the Road Back through profound under-
standing of the world around them. The natural world,
they believe, is an educational illusion, asacred ephemera
created to enlighten those willing to learn.

redations of the Yama
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\ LY \ When not indulg-
_ ing themselves, a
Thrashing Dragon can
wear as many masks
asaRootless Tree. He
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ent, a naturalist, a
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Most
Wan Kuei feel like-
wise.  Thrashing
Dragon attempts to
penetrate and

learn from the
illusion of life

have a dis-
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Y’ asteries of the Resplendent
/ / Cranes. Anything to bring him
P closer to the sacred dance of life:
W/ Unlike the Thousand Whispers, how-
ever, the Thrashing Dragons make no
pretenses about their nature. Most Laugh-
ing Rainbows see the Broken Mask Tech-
nique as vaguely repulsive, a profane mon-
ster misrepresenting itself as a sacred living
tory bent. Ac- N, being and cheating the natural order of its
cepting her place wisdom rather than learning it in a proper,
as a monster even honest fashion.
as she despises her- Many Thrashing Dragons are
self for it, the ste- shapeshifters, so that they can explore life’s
‘reotypical Thr?ush' \ rich pageant in a myriad of forms. Thrashing
ing Dragon is 2 \ Dragon mandarins are almost universally
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familiar with'the spirit courts of the Yang Realm. Though
the Celestial Bureaucracy continues to fall into decay and
decadence, the Thrashing Dragons continue to form the
diplomatic staff of the Wan Kuei when negotiating with
these spirit lords. Now, however, theydo notask for advice
and assistance in the name of Heaven, but come with bribes
of jade and proposals of alliance, as the princes of the Yang
World become meore like warlords and potentates with
each passing year.

Training: Most Thrashing Dragons were strait-laced
before their deaths, and their agonies in Yomi showed
them the value of the life they forswore. Thrashing
Dragon teachers work one-on-one with students, teach-
ing them Taoist and Wan Kuei scripture, educating them
in the etiquette of the spirit realms and showing them the
blood-soaked glories of the flesh. Asadistant cousin of the
Devil-Tiger taskmaster, the Thrashing Dragon tutor is
not gentle but keeps her student alert with the thrill of
danger and the sting of pain.

A young Thrashing Dragon misses most nuances of
the faith. He learns some greetings for spirit beings and
has a glossing acquaintance with mortal theology. His
masters expect this and send him out to revel in the state
ofthe Running Monkey, to live thelife he always dreamed
of butneyer had. Those who cannot teconcile themselves
to their undead state or who cannot carve out an exist-
ence soon meet their ends. This is right and proper —
nature is fierce, not gentle. No creature is born with the
guarantee of even a second’s existence. All that is-alive
must forever struggle, and so, the disciples must likewise
struggle. Thosewho survive long enough to become bored
eventually make their way back to the Dharma’s temples
and training camps, where they learn the subtleties of
their role. Though the other Dharmas are often harsh to
young Dragons amok in the world, the Dharmaas a whole
does not begrudge their fellow vampires. If the predator
does not set upon the herd, how will the weak be win-
nowed from the strong?

Faults: For all that they idolize the living, Thrashing
Dragons are themselves forever cut off from the pulse of
life. Not only.does their messy, carnivorous streak often
attract attention, it also conceals an immense self-loath-
ing. Nomatter if the hearts they consume are still beating,
these Wan Kuei are still unliving, and they can never
forget it. Their love for life is all too often just a bit too
forced, and though they praise the living, there is envy in
their eyes. To be the object of their affection is often far
from pleasant — those things that a Thrashing Dragon
loves or covets, he often consumes.

Affiliations: Wood, the number 3, the color green
and the east direction

Concepts: Gambler, scout, chef, courtesan, wild savage,
former secret policeman, monk, peasant rebel, intellectual

Sobriquets: Thrashing Dragons, Laughing Rainbows,
Green Devils

qteaven’s it

TeNeTs

1: Life is an illusio you can understand
every part of the illusion, you cannot penetrate it.

2: Life’s vibrancy in the external world is reflected in
the ongoing process of existence. Life's vibrancy in the
internal world is reflected in the passions. Cultivate and
learn from your passions as you would learn from nature.

3: The world is your garden. Tend it carefully, keep
it free of pests, and as your wages, take whatever fruit you
wish to eat.

4: Foster growth in that which is healthy, and cut
down that which is unhealthy. It is of no use for the
dying and the dead to prolong their pains and hold
themselves separate from the Cycle of life.

5: Your condition is abominable, bearable only
because it is the will of Heaven and because you serve
a just cause. Partake of death as little as possible, and
bathe in life at every opportunity.

6: Embrace the sun when it rises in the morning,
kiss it goodbye as it sets in the evening.

7: There is no greater enemy of darkness or friend
of life than laughter. Do not forget that this is nothing
more than an illusion, ultimately no more important
than a shadow-play. Laugh often and easy, lest you cry.

8: Protect the spirits, for they are the source of life
and the heart of the Cycle. Give them due reverence,
and protect them from harm.

RjvaL Pamus

Devil-Tiger: Passionate, but mindless. All that
excess, just toprove they’re monstrous! Nowonder they
dream of destroying the world — they have no idea
what it’s for!

Resplendent Crane: If anything offends me, it is
the smarmy self-righteousness of these prancing schol-
ars. Old women, only happy when they're squawking
about how the world's gone to hell.

Bone Dancers: Too much time petting skulls! Let
the dead keep company with the dead — come and
dance the dance of life with me, sad sister!

Thousand Whispers: They're just like the old
Wan Xian, using the Gr ycle to their advantage,
rather than adhering to the natural order. No good can
come of that sort of cleverness!
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5 mirade. His

Fowond we must
s it teaches us:
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NHAPTER  THREE:
TAKINLG THE

SREEOND

EREATH

Forcertain is death for the born
And certain is birth for the dead;...
— Bhagavad Gita, 2:27

Muchlike the souls of the"Wan Kuei, this chapter
has'a dual nature-“On_the one hand, ‘it covers the
mechanies_of creating -Wan_Kuei of‘the Fourth Age:
Generally;.this process-quitesimilar to.creating.a mod=
ern Kuei-jin. in Kindred of-the-East. The times are
different, however, and so there are distinctions. This
section deals only with those aspeets that vary between
the Fourth and Fifth'A ge, so'as not torepeat information
already available«in Kindred of the East. A-complete

summary of eharacter creation appears 6n pages 64
through 66, however.

The second part of this chapter concerns itself with
the intangibles of characters'of the Fourth Age. The era
of Bloed & Silk is very differentfrom our own, and this
section should help you” make.decisions about your
character’s life and death. Along.with a wide variety of
player advice, this section-includes a series of sample
backgrounds to help you choose an appropriate life for
your vampire.
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. Cuaracrer Creatjon Process

* Step One: Concept

Néf;tre P’o Nature and Demeanor. Choose a
* template (optional, see pp. 75-81).
® Step Two: Attributes

character gets one free dot in each Attribute.
e Step Three: Abilities
Set priorities, and assign dots for Talents, Skills
“and Knowledges (13/9/5).
No Ability may be higher than 3 at this time.
e Step Four: Advantages
Choose Disciplines (two Demon Arts, three
others; no more than three dots in any at this
step) and Backgrounds (any 5); rate Chi
Virtues (4). Your character gets one free dot
in each Chi Virtue.
.~ # Step Five: Finishing Touches
Record Hun and P’o scores (3 each)y Willpower
«+(5) and Dharma rating (1).
.. Spend freebie points (15).
Record final Willpower (equal to final Hun score
= ifhigherthan current Willpower), beginning
temporary Yin and Yang Chi (equal to
final permanent scores), beginning Demon
Chi (equal to final P’o score).
Determine guanxi ratings toward other players'
characters (5 + [wu-mate’s Charisma] - [your
~character’s P'o or Yin, whichever is higher]).

"% "® Balance: You harmonize the divided elements
of your Chi.

® Yang: You turn to light and life.

“DjrecTjoN

- ® North: You serve the society of Wan Kuei,
uniting all under the laws and traditions of
the ancestors.

® West: You unite the Wan Kuei of the present
moment and material world with the larger

cosm@s, speaking for and to the spirits of the
worlds beyond the Wall.

also guide others on their respective routes to
redemption.

Choose balance, direction, Dharma, Hun

Set priorities, and assign dots for Physical, Social
and Mental categories (7/5/3). Your

¢ Yin: You are a creature of shadows and death.” -

® Center: You set the example for other Wan__ :
Kuei by seeking Dharmic perfection; yourmay

?—‘J.-s :

Bioon !: _Sim

Y v@g%eﬂ éff the Ages, &
g all dnngswhmeﬂm,eélmpastand.

r own society to the

L} The Howl of the Devil- -Ti 3
~ Way, lit by Fue and Gh

Northem "‘ ay, flowing like Water and Blood !
® The Song of the Shadow (Yin):. BPRE Western Way,

cleaving through the worfd fike Metal and Bone.
o The Path of a Thot ,'f':','d ‘ (Balance): The

Central Way, Suppor Earth and Jade.
* The Dance of the Th.mhmgBmgon (Yang): The

Eastern Way, stretching. and growing like Wood
and Flesh: iz

es all your ¢f efforts as
- failures and ﬁmm Is you“b e mpenor
achievements of tho ne before.

. 'Tw Y@fﬁ’:?’o seel%?“produce a single
~ perfect work of beauty reacts bitterly to
everything tha distrac ”@'ﬂ‘from that task.

* The Bandit: YourP'o %%sr whatever others value

wwhether it can
rom using them.

You ?P’O_#"’agamst every work

of your culture; if allowed extended control, it
works with top ple the institutions to
which yoti'be WL

o The Deceiver: YouriRis ves a net of lies around

you, snaring everyone in‘your vicinity.

* The Demon: Your P’o seeks to smash the whole
world and dragit'into’ s

¢ The Echo: Your P’o has novoice of its own; instead,
it simply speaks in the voices of those you left
behind when you escaped Yomi.

¢ The Eunuch: Your P'o slﬁes at your ability to
create, channeling all its-energy into schemes
aimed at twisting the work of others.

® The Fool: Your P'o cares only for the pleasures of

the moment and fi hg,hack dgainst every effort

At planmng e

o?ff?’o venerates codified morality

and ruthless punishment of all violations.

3 .'_.‘-- i A
i e 2 L'- k£

7y tendmg, dlrectmg ol
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~* The Monkey. Your P’o yearns for novelty and

R
*t

treessr s

;'E}/}"I‘he Si\gé. Your P'o endeavdrs to make you doubt
.+ the truth of the teachings you now follow,

“tantalizing you with hints of superior wisdom
elsewherc !

:i-xi:-r-—

Your Plo believes in your fundamental
e ess'and seeks to sell you into bondage
% to some suu:able master.

* The Vlmour P'o seeks to return to hfe as you
lived it before the Second Breath and cares

% nothing for the concerns of the Wan Kuei.

é«;- ® The Warrior: Your P’o sees every situation as a

| battle and pushes you toward the next fight.

~ Djsciprjnes
g

Chj ArTS twisted form the P'o imagines itself as having.
® Equilibrium: The delicate science of balancing Yin ® Iron Mountain: The P’o strengthens the body.
and Yang. Klﬁ:aThe new art of unleabhmg the P’o in
i Feng Shui: The art of “wind-and water,” Chmese devastatmg screams.
B > geew ; Still rare in this era. . S
. Tapestrv: Tracing and re-weaving the patterns of MQROIINDS ' Py 3

~Chi in the environment.
@ Yang Prana: The yoga of Yang energy, empowering
you with the force of the crimson fountains.

e Yin Prana: The yoga of Yin energy, empowering .

you with ,'tli:e"fforce of the quiet blackness.

Gobsoby DjscipLnEs
¢ Godbody ofmwm w1t11 the great
ﬂows of’dﬂ
¢ Godbody of Fire: Kindling Chi into flame and
~ directing the resulting conflagration.
* Godbedy of Metal: Channeling death energies to
transfomthe bogly
5 * Godbody of Wate or Makmg the vital ﬂu{dperform
“ " new feats for the now-dead body. :
. Godbﬂd?rof Wood: Empowering the indivi

pleces of the body in accordance with a single

Wll] '.‘-ﬂ" X

e Godbody of the Beast: Commanding the creatures
of nature (ayoungart, available onlyup to level 3).+

® Godbody of Smoke: Obscuring the truth with

wisps of smoke (a youngart, available only up to

> = ey level 3)
. S

=

= P L =
B s 3 P.e.‘ ‘?é

“" constantly seeks whatever is behmd the next -

SouL Dncmmu

*. -® Retainers: Servants and assistants, committed to
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» Godbody of the Storm: Merging the vampiric body
with the fury of unleashed elements (a young art,
availablé'ofﬂé( up tolevel 3).

AQ tivation:’ The%mence of the P* o,_and the mea
y which it may be subdued. :

® Dragon Tear (Chi’iu Muh): The arts of the third
eye, and the insights it grants. *43

* Internalize: Subduing the will for action in 3
~harmony with the All. -

* Obligation: The science of the Hun, and the means,
}byf\gh:ch it may be directed.

Derion ArTs

* Black Wind: Tapping the P’o to gain preternatural
speed.
¢ Godbody of the Demon: Taking on aspects of the:

¢ Allies: Mortal men vomen who support yous

. Contacﬁ Useful acquaintances, willing to

. sinformation and the occasional service

 without major commitment to or from you.

* Fame: Renown in mertal society. .

o Herd: Pevotees and followers whose Chi you can

drain without fear of repercussion. :

* Horoscope: Auspicious omens, which can provid

a bit of luck at key'moments. E

¢ Influence: The ability to move mortal society,

whether or not the people you move know of youl

existence and condition. -

e Jade Talisman: A properly prepared reposntory O

Chi.

\gic .Aﬁ]faCtszn'enchanted creation of some

ind. '

* Mentor: AQ older Wan Kuei who advises and

lg'ﬁ?c's you a (or perhaps a network of alliancesin

__your court).

. Nushl A guardian spiritbeund toyour wu.

- Resources: “Wealth, in its various forms.

- you personally rather than to shared goals.
ery of some of the ritual magic kmown



Cuaracter MEecHaNjCS

The basic system of character design inBlood & Silk
is the samé as that outlined in Chapter Three of Kindred
of the East. Y ou havealmost the same numbér of dots and
points ta play with, you go'through the safie steps, and
you are creating the sameoverall typé of character % one
of the Tén Theusand Demons.

_ But the Hungry Déad of the Fourth.Age aresnot
entirely similar to their successors in the-Fifth-Not'enly
do they exist in a different social setting — meaning'they
have access to different Abilities— but the very naturecf
the Tapestry they move through'is different. Chapter
Four examines the differences in-the”Ages.moréclosely,
but they do€hange some of the optionsforyoutr character:
The following sections carry you through-the différences
and similarities of character creation:

ConcerT AND Basjc TrajTs

Blood & Silk takes place morethan 800 years@go, so
obviously; character Concepts and backgroundsare going
todifferfrom those inKindred of the*East The second
half ofithis chapter deals‘explicitly with developingiap-
propriate conceptsforthe eraand setting. However,the
choicesfor basic character Traits

»Balance functions asit doesin the Fifth Age;follow
the guidelines on'pp, 80-81 of Kindred of the East.

* Direction functions, as it does in the Fifth Age;
follow theguidelinesonpp. 8182 of Kindred of the East.
See alsothe.noteswen pages,124,.and 125.of this book.

* Dharmafunctionsgenerallythe same wayit does in
the Fifth-Age, although the beliefs"6f each,Road Back

continuetoevolvewith time-Full'déscriptions of each of

the five'basieDhammas in.thisetdappear i Chapter Twos,

IfyourStoryrellerallowsitijoumayalse choese one of the,

“_heretical"Dharmas otidlined in-tie Kindred, of the\East,
— Ny N, N B

- N, & BT S
' e L ”

j -

Attribute 5
Ability 2 (3 for Martial Arts)
Discipline 10

Background 1
Chi Virtue 3
Hun 3

P'o
Willpower

Companion. (The Spirizofthe Living Earth Dharma is
unavailable because it has yet ta be developed.)

¢ Hun Nature is the same as “Nature” in Kindred
of the East and funétions as outlined.onp. 82 of that
book«The change.in nemenclature simply reflects a
sharpét distinction, bétween parts:of the soul in the
Fourth A ge.

 P’o Nature isno different than in the Fifth Age; but
there are mote options to chotse from. You may select
your'character's P'o'Naturefrom those listed on pp. 92 -
93.0f Kindred'of the East and pp. 83-84 of this book-

o'Demeanor.is'the same as in the Fifth Age;.follow

the-gtidelinesion p-82 of Kindred of the-East.
ATTR;BUTES aND ABjLiTIES

ChoosinigsAttributes and Abilities funetions justas it
does in Kindred of the East. Because the setting of Blood
& Silk.is different; however, the choice of Abilities is
slightly.differents Most work as presented-in Vampire:
The Masquerade and Kindred of the:East; butnotall.

* Disallowed Abilities: The following medem Abili-
ties obviously have no place in Fourth.Age.chrenicles:
Drive, Firearms and Computer.

* New Abilities: Chapter Four (pp. 85-86) lists
several new Abilities proper to the éra of Blood:& Silk.
Youmay freely choose from them:

DjscipLines

Choosing Disciplines functions largely, burnot com-
pletely, as it does in Kindred of the East..The.most
significant difference is that Wan Kuei.diseiples in.the
Fourth-Age have a somewhat easier time acquiring their
unlivingpowers in the first years after the Second Breath:
As_suchy, starting characters get five dots*t0 spend-on

_Discipliniesrather than'the three dots standard inmedern
Kindred of the East. Two of these dots must'go into

g N L
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Demon Arts, and nosingle Disciplinecan be raised higher
than three dots at this stage. In addition, some Disciplines
are not available or have béen modified for the Fourth
Age, as described below.

Chj Arrs

The ChiArts are largely the same in the Fourth and
Fifth-Ages. Equilibrium, Tapestry, Yang Prana and Yin
Pranaall-work as presented in Kindred of the East, pp.
101-107%;-and 'you may assign dots to them as normal.
Feng Shui, however, is very rare in the Fourth Age, still
taking form aswa systematic Discipline rather than a
collection of independenrideas. Insofaras anyone prac-
tices.it; it works as presented in Kindred of the East
Companion, pp. 63-64. The Storyteller muse-approve
any.dots in Feng Shut:

Devion ArTs

The Demon Artsare similarly unchangedin Blood &
Silk. Black Wind and the Godbody of the Demon (a.k.a.
Demon Shintai) work as presented in Kindred of the
East, pp. 107-109, while Hellweaying, Iron Mountain
and Kiai do.so'as presented in Kindred of the East
Comipanion, pp. 69-76.Y oumay.purchase-dots in any of
the Demon Arts éxcepe Hellweaving, which. is reserved
for the dreaded akuma, servitors.of the YamaKings. Kiai
is a newlydevelopéd Disciplineya synthesis of Wan Kuei
inner torment.with Buddhist netions of spiritual power,
but it enjoyswidespread populafity.

“Godbody of the' Demon” means the same thing as
“Pemon Shintai” and-isa stylistic ratherthan substan-
tial change. Keépin mindyhowever, thatwhile Yomi is
indeedformidablein the Fourth Age;notall vestiges of
theoriginalnotionoef divine purification have yet been
lost. Demon forms'of the Fourth Age reflect a.mix of
the monstrouselententscommon to the Fifth-Age with
an earlier strain.of ¥ighteous fury. They invoke fear of
a, descending celestial power as well"as of a_rising
infernal menace.

Tue Gooeopy (orR Swinta;) DiscipLnes

The shintai of the Fifth Age most clearlyzeflect the
depthstowhich the heirs of the Wan Xian descend. Inthe
Fourth-Age, the godbady Disciplines still retain the el-
ementalassociations they bore.in the beginning: As such,
Blood;‘Bone;,Jade, Flesh'and Ghest-Flame Shintai are
unknown in the Fourth Age andunavailablein Blood &
Silk. They arereplaced by new Disciplines=—Godbedy of
Earth, Fire;»Metal; Wood-and Water —= deseribed on
pages 86-93.
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Beast, Smoke and Storm Shintaiarewvery much works
in progress, seen by some as signs of the Fifth Age. Only
the first three dots of each exist as systematic powers, as
presented in the Kindred of the Fast Companion, pp. 82+
85. Advancement past the third dot is not'possible at this
time, although the Storytellermight allow a characterto
do so after long experimentation and-questing, as well'as
a heavy experience point expenditire. Like the other
Disciplines in thiscategory, theseare generally referred to
as godbodies, instead of shintai:

Blood & Silk is set at the twilightof the Fourth Age,
so there are quite possibly especially depraved characters
who have already made the transition.to the Age of
Darkness anduse the modern shintai Disciplines: These
vampires 'serve best as Storyteller characters, although
their “depravity” will eventuallyspread toall Wan Kuei as
they enter the Fifth Age. See p.-107 for rules governing

this transition.

SouL ArTS

The Soul Artsiof Cultivation, Chi'iw'Muh (a.k:a.
Dragon Tears), Internalize and Obligationwork the same
in the Fourth Age as theydo in the Fifth, using the systermis
presented in Kindredof the East, pp. 1 19-126. Mibasham
and Tzu Wei (see Kindred of the East Companion, pp.
88-91) are not availableinBlood & Silk. They depend on
the intellectual synthesis of later dynasties and will.net
exist until the 17th cengury.

BackGROUNDS

Backgrounds function the same way. inithe Fourth
and Fifth Ages. See Vampire: The Masquerade, pp-130-
133, for information on Allies, €ontacts;-Fame, Herd,
Influence, Mentor, Resources and Retainers. See Kin-
dred of the East, pp: 86-87, for information.on Horo-
scope,Jade Talisman, Magic Artifact; Nushi.and Rites:

VIiRTUES

The Chi and Soul Virtues function largelyas they do
in the Fifth Age, although the balance of power dips.less
toward the Demon in these earlier times,

e Chi Virtues (Yin and Yang): Choose these as
deseribed on pp. 88-906f Kindred of the East. Remember
to respect your.choice of balance.

¢ Soul Virtues (Hun and P’0): The Hun of Fourth
Agevampiresis generally more of an equal partner to the
P’6 than in later nights. Starting Hun is 3 instead of 1 in
this period.-Starting'P'ouis still 3.

WiLpower

Willpower functions just-asit does in the Fifth Age.
However, the Second Breathrissomewhat léss harrowing
at this time than in the futtre. Assuch, characters start
with " Willpower 5-and 50 do-not fieed.to spend.freebie
poifits to raise it to,that level (as théydo inKindred of
the East). '

Brooo & Sjix.

FroM NUMBERS TO
CharacTER: REFINING
Wan Kue; ConcerTS

The object of character creation is noe.to make an
elegant distribution:of'dots but to'forge the basics of a
persona for'you.to portrayrand flésh.out in play. This
seetion. addresses. a variety of social and setting issues to
help you add depth toyourconcept and become aware of
some of the unique eonsiderations of the medieval Middle
Kingdom. None of theseconsiderations necessarily im-
pactdirectly on game mechanics; but they areimportant
to-character concepts nonetheless.

The basic process of becoming Wan Kuei hasn't
changed since prehistory, but the details remain in con-
stant flux. Nothing here applies in/each and every case:
Thisisection reflects the general state of affairs. Players
and Storytellersshould feel atliberty to use it as astarting
point.for modifications and adjustments to reflect par-
ticular Circumstances.

Lire

All WanKuei lived before they died. When thinking
about. your-character,, set.asidesDharma, direction and
everythingelse for a while, and think about what sort of
man or woman the charaetér was-in the days when Chi
and breath flowed naturally. Youean build a coneéptfrom
the ground up ortakeone of the sample coneépts (See pp.
75-81) as a startingpoint. Don'tfeel constrained tofollow
a template-at-every point; use it to bridge the gapswhere
inspiration-fails.or runs sluggishly.

¢ Nationality: Every Wan Kuei of the Fourth-Age
lived somewhere.in Asia; the age of expansion. through-
out the'world comes after the era of Blood & Silk. Your
choice ‘of nationality. makes a tremendous, difference,
setting boundaries on-the character's-outlook, range of
experience-and opportunities (after theSecond Breath as
well as before). You should make your éhoicein consulta=
tion with the Storyteller and the other'players —if only
toensure that all'yeur characters can coexist.

China, suffersspalitical turmoil, with the Jurchen
barbarians occupying northern China and the Southern
Songdynasty ruling only the lower half of traditional
Chinese territory.Despite (and inpart because of) the loss
of political control, Chinese culture flourishes, and the
economic bonds of Chinese empite extend well-beyond
the political borders thanks to tradessEven at its_eatly
height, the Song dynasty never contrelledwas much as
previousdynasties. The eldest Wan Kueilookwith sorrow
on the diminished staté.of the empire; their-disciples
téjoice-at the number of minds and hearts-open to Chi-
nese truthsand worry léss about where the bérders maylie
on maps.
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Nihen, or Japan to use the.modém term, stumbled
into civil war a generation ago, ending the Heian eraiof
peaceland prosperity that began 400 years earlief. All but
the youngest Running Monkeys look on the current erain
shock and dismay — or with ambition and eunning. Wan
Kuei from the mainland regard the gaki (their Japanese
cousins) with suspicion; during the Heian era, Japanese
scholars-gradually developed borrowed Kérean and Chi-
nese doctrines into something more distinctively Japa-
nese. This.work continues even as the great lords of the
land engage in‘increasingly brutal anddestabilizing battles
with“each-other, Commoners-struggle to protect. them-
selves, now_that'their lords find outright fighting.more
rewarding than the honer of léading in peacetime:

Two hundred and fifty yedrs ago, the Koryo:dynasty
unitéd the.traditional Three Kingdoms of the'Korean
peninsula into asingle'kingdoms Chaos has.plagued the
aréa in recent/generations; however, with a series of
assassinations and'coups shaking up the dynastic land-
seape. A strongman is now in control, but the scars of

past bloodshed still run deep — especially among the
Wan Kuei.

- Aw Age oF Bjgomy
©  The notion of universal human rights and the
Efundgmeﬁial equahty of every individual arose in
lAslaas it did in the West. It never caught on in Asia.
"Every culture before and during the era of Blood &
&Sllk made distinctions in worth based on ethnicity,
3class sex and countless other factors. Those in the
. more aeservmg positions felt entirely comfortable
N denigrating, using, abusing and neglecting the less
fortunate - people around them; society’s losers took
Stheir suffering with far more resigned acceptance
 than people in the West would, then or later. The
~ sages of every nation taught the innate mfenonty of
- all outsiders. Individuals could and did earn respect
1for their acdomphsl!mmts, but without cﬁangmg
~ overall atﬁtudes : " :
? 'lg e Roa Backqm es but doesnt minate
prejudice . The S c?'tcf C(ﬁes to ople of
every background This adesn t mean that any
individual vampire escapes the bigotry of his time,
- however, only that he might. Keep in mind that
- whatever your character was in life, as a vampire,
- she starts equal with everyone else. Emperors and
© peasants alike have to learn to exist in their new
state, step by step. Your chatacte?@:ght have been
2 lmlllani\ life but aslow leamerafter the Second

eath eo whe !
in life but finds exlsl:en :
and successful.
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e Sex: None of the societies of the Blood'& Silk era
respect women as the equals of men. Scattered examples
exist of womenwho rise to poweror'influénce, but they
are exceptions. Women of this era live with much more
limited opportunities and much _less respeet for their
accomplishments.“"Some women. who draw'the Second
Breath continue 6 accept the toles defined by their
societies —after all, when theit experienee after death
confirms so many truths, it wori’t seem obvious that some
others'should be questioned or discarded. Other women
adopt-asinspirations the exceptional'women of past eras
andstake advantage of their post-=mortem freedom from
mortal frailties. The necessities of political survival and
DPharmic advancementalso often lead unliving women to
breakout of the moldsimposed on them in life. The'mere
fact that“Séveral powerfil ancestors — including, the
Empress-of-the Scarlet Phoenix Court:— are women
limitsuniliving sexismi.

® Class: Throughout the Middle Kingdom, extremes
of wealth and poverty existside by side. While the details
differyall the societies of the era-acknowledge elite ranks
of ‘rulers, middle ranks of administrators, schelars and
professionals and lower ranks.of peasants, merchants and
soldiers. Sages of Heian Japan pulled a bit of linguistic
sleight-of-hand, using the-character Confucian Chinese
writers use for “seholar” tomean “samurai,” preserving the
textualfiction that whatwotld later be called bushido was
really-just.a flavor of Confucianism:. That changes the
natare ‘of.the rulers but ‘not their position as-masters,
believed by all.to-have. the right to dispose.of Others in
accordance with. the rulers’ own agendas.

None of the soieties of this era have abselutely rigid
social structures¢Hard work, merit and money.do make it
possible for people to raise their standing: A. wealthy
merchant, forinstance, can subsidize the studies of one of.
his $ens, who'goes on to win a place inl the civil service of
China or Korea; the son then elevates the standing of the
family as.a whole. Heroic sefvice in battle may win
promotion and honors forsoldiers. A patticularly insight-
ful priest; or.anyone-at all who shows an aptitude for
understanding the omens, may eamn status and appoint-
ment 1o an official'tole; and so on. Likewise; mo position
is unassailable: Noblesand commoners alike fall thanks to
failure, corruption, legal charges, demonstrated incompe=
tence and'many more shortecomings: It may take genera-
tions'to rise fromthe bottom to the top, but’some of the
great dynasties were founded by peasants.

». Time. As Chapter One suggésts, history happens
in theEast just as it does inthe'WestaCharacters who all
lived in the old capital €ity of'€hangan, for.instancé,
might have very different expériencesof it: as a con-
testéd battleground during the Warring Statesperiod, as
the enter of culture and power. in.the Tang dynasty, as
a-place of fear and confusion after the end of the
Northern Song dynastysStarting chatactersare assumed
tohave taken thé Seeond Breathwithin thelast 25 years
or_so, but these dates can change at the Storyteller’s
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discretion. Perhaps some characters spentaninordinate
amount of time in Yomi and awake to find a world
transformed while they suffered.

OmHER CONS/DERATIONS

As in any era, Wan Kuei of .the Fourth-Age are
largely products of their breathingdays. Because of this;
you should think about relationships, traumas, philoso-
phies and great (and not-so-gréat) events that influ-
enced your character before she died. The following
topies are especially important and, uniqueé to the time
peried and so.may bewery useful in“developing. your
prelude and character background.

ViEWS OF THE SUPERNATURAL

The mortal societiés of the Fourth Age all take the
éxistenice of the supernatural as a given, but differ greatly
in howthey explain it — keepiin mind that there.is no
such thing as a cohesive “Asian culture” or even “East
Asian culture.” While €hinese sages work to reinvigorate
Confucianism, their Korean counterparts refine Bud-
dhism ‘into-ne¢w. forms_suitable to-the needs of their
kingdom, and Japanese statésmen struggle to rationalize a
new era of political chaos:"All guardiansof the past claim
to-be the. true heirs of the wisdomof the ancients; all
innovators.claim to be interpreting ancient truths for the
needs.of a new Age.

Nordoes any country.covered inBlood & Silk hold
justone sevof ideas. TheChinese people practice awide

-.‘ i e . = e 3 ,\(t

variety of personal and.communal eclectic doctrines,
combining traditional Confucianism and Taoism, with
now=well-established Buddhist notions.and devetionto
local spiritual forces. Their better-educated neighbers
and rulers argue constantly over the properweight to give
to.Legalism; various interpretations, of Confucianism;
competingstrains of Taoism and many otherideas. Simi-
lar complexities apply elsewhere. Béfore thinking-about
the details of your character’s individual circumstances,
keep in mind this perennial diversity,

Against the.backdrop of general.acceptance of the
supernatural, various.exceptions offer.hooks for charac-
ters willing to deal with standing indisagreement with
their societies. The oldest forms of Confucianism profeéss
an-extreme agnosticism about all spiritual"matters-and
emphasize ritual activities like sacrifices to_ancestors
purely because they encourage practitioners to be the
right kind of people. The Legalist philosophers professed
an active atheism, regarding religious belief purely as a
tool for rulers to use in manipulating the people. Some
Taoist sages and artists develop disbelief-in all forms of
personal spirits, regarding the Tae as an_unthinking;
essentially mechanistic force. The burgéoning.samurai
class includes many pragmatists who refuse to worrpabout
anygod whe won't appearbefore them and produceasign.

Irrthe Middle Kingdom, the gods mighedojust that
At-least, spirits acting in the roles of gods might~So
might-the Wan Kuei, Xiong Ren, hsien or any of several
othersupernatural beings. A sudden encounter with the
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supernatural can matk a characterforever, creating a
need to understand or to experience it again thatsurs
viveseven death.

Keep in mind, however, that the vast majority of
inhabitants of the Middle Kingdom have. few, if any,
noteworthy, encounters with the supernatural. Prayers
may or may not break a drought, save a stricken child or
bring any other good fortune. The willef Heaven some-
times makes.itself knownonawvery large scale: A virtuous
ruler canindeed bless a whole kingdomjwhile.a.wicked
lotd can bring suffefing to his peopleasHeaven tries to get
his attention. However the supernatural does appearin
the course of an individual’sexperiencey it’s often‘lost in
the noise of life’s everyday randominess. There’s enough
tangible presence of the powersof the might and, the
worlds beyond the Wall towreassdre those looking for
evidence, not enough‘to demand obedience sosclearly
that only:a fool orwillain could disagree.

Tie Worwo anp THe ViLLage

The vast majority of people in every country of this
Age spend their lives in justafewsplaces. Theygrow up
in the villageoftheir birth, unless harsh conditionsywar,
disaster or the lure.of abetter life-elsewhere-deads their

family. to-move. Aswoung “adultsythey may«avehto a

village-elsewhere ‘to_seek “a_mate, ‘often_drawing on
extended family. connéetions. ‘Perhaps at_somi€ poirit,
theyake a pilgrimagéto adistant.holy, site,or.carty. a
petition for officialaction-t6 a great"cénterof govern-
ment. The rest of the sirme they-have on, Farth, they
spend close.to home:

People-in.thé middle“4and..upper-classes live quite
different lives. There actuallyis a middle class in.albehe
societies covered here, ‘or what 20ch-eentury Westemn
observers wouldwcallva middle elass:i'merchants;ptofes-
sionals;-administrators_(the ‘equivalent of.whité-collar
workers)and thelike. Peoplé notdireetly tied'to theland
can travel. Somespend alot'of time movingfrom place to
place, while others simply vacation or make regular but
infrequent trips onvbusiness. Both soxts of traveler meet a
widerrange Ofpeople than the lower classes generallydo
—outsiders as'well as their ownrkind and'the local folk.
The experience.of the outsideworld gives.rise ro a differ-
ent sense of selfandidentity —it means takingléss of the
local conditions for,granted and being moré aware of
regional differences:

‘ Wuunmn&mus

-

L Confucian social theory denigrates commerce, &~

¢ ranking merchants below farmers, since farmers cre-
ate but merchants merely carry things around. None
of the Blood & Silk societies claim to value the
acquisition of money as such, but in practical terms,

than to refuse to assist the man or woman by your side

money can buy tokens of status. It's much easier to {"
denounce wealth in the abstract and at a distance __

n

Yie LAY OF THE Lanp

Think about the environment your character lived
in. You may wish to find descriptions and. pictures. De-
velopa sense of what youreharactersaw in good times and
bad, and make use of that when-he enters“unfamiliar
realmsi(as inevitably he will, stareifip with Yomi). Within
China alone, life on theefidlesstérraced hillsof the lower
Yangtze River differsitremendbusly.from lifeup the Yel-
low River from “Beijing, wheére_the-river cuts through
dusty; Jaundiced earch - Both'differjustas:much from the
rocky Shanideng Peninsula, the hidden harbors of;the
South China«Sea, the ‘barren"heightsiof the Tien Shan
Mgiintains and_sewonwT he cold northern slopes of the
Korean Peninsula’s mountains-have very littlein com
monswith the thick-jtngles.of Annam or Bangladesh:
Learn-what your charaCter.saw, and you'll learnithings
about-hiffi ifrthe courseof figuring'outwhat he liked,
disliked or 6verlooked.

Tie WiLL anp e Wax
Every Wan Kuei developed'in their bréathing days a
particularstrengthofcharacterthat sustainedchem in'the
midst'of Yomi.In game termsyeither your character died
with.a Willpower 6f 5 or more, ot she died with Her P'o
awakenedwwhile,still“alive;or both, Thinkwaboue this
carefully, as'thé'decision.youthake here will*havé'eonse-
quénces,for the restof the character’s.existence.
~~High-Willpower, is,unusual"but-nor remackably so.
Yotit Character, probably “had @ reputation inTife for
tesolve Orstubbernness, depending onhow.much.ethers
approved of'what she did with her will: She"might have
concealed if; particlarly if she was a woman.in Cireurn*
stances where independence would have been.a liability
rather than anasset or if she was part of the lower classes:
She would haye more scope to make her determination.
known if she-belonged to the middlg'and upper classes,
which, in most societies, have approved ways of express-

*ing dissent and distinction without seeming a threat to

others. In China, she could withdraw,from society to
createartywhileingjapan, she might bécome a devotee of
somedistant shrine. She could alsomingle withsociety at
large, attetpting.to impress her will upon itxWhether it
worked out.bappily is for you to decide.

High Willpéweralso helps a charaéter survive hard=
ships. Watriors Who face horrifie,battles, husbands and
wives who dealwith the less.of their family to diseaseand

Mfamine and,yirtuous individuals betrayed by treacherous

colleaguesiall relyron Willpower, They gain the reputa-
tion of surviving when othersfail,
. Awakening the P'oin life ihvolves moréeffort.and

; imposeés strong limits on what soteef person your charac-
“ter can be. It takes ongoingindulgenceindark passions to

kindle a spark of selffawarenessigithe P'o <notjust the
occasional badithought or even murder in amoment of

‘passion but sustained Brutality, torudre, criielty and the

: : “Tike: The most¥icions, bmdnmthe most*Wantonly de-
offering you money right now. - BT ey

the moss Bawage ondanlders on thef
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fringes of civilization: These are the'sorts'6f people who!
awaken their P’o. Choosing this option.for your character.
commits hento a life of evil.

Death

Having lived, your characrer alsoidied. The eircums
stances of death should suggest pessibilities to you.and
your Storyteller for the hell"the-¢haracter went to and
certainly affect the overall perspective your character has
from.the vantage point of deathrabout the meaning'and
worth of his life.

Medicine.in the Middle Kingdom deals:better. than
Western medicine of the time when it.comes to failures of
the body. Hearttroubles, kidneydysfunction.and the like
all respond effectively to treatments of herbs,«dietary
management, acupuncture ‘and so_on. Healing-magic
seldom hurts the process; either: Western medicine, even
in the Middle Ages, deals better with externally caused
illness: disease, infection and so on. The-often.crowded
conditions of the Middle Kingdom compound.the gap
because larger cities anid more densely.inhabited farms=
lands breed dangerous diseasés more often:

Infant mortality runs high everywhere in the Blood
& Silk era. In'some particularly hard-hitareas, moretham
half of all children die before turning a yearold;and even
the best care fails to save a tenth tod quarterofallinfants.
The complications of childbirth can easily escalate.to
lethal intensity, too. Infants do not draw the.Second
Breath, but' mothers who die in childbirth do.

Diseases strike down people of every age. Plague can
break out @t any time to sweep a city, province ernation
and ean last formonth§ oreven years beforé settling down
again. Honest do¢tors do their best-to"cope with thesé
crises and ‘even do seme good, despite the limitations of
theirknowledge. Evenso, contracting the plagtieamounts
to adeath sentence. The culturesof the MiddleKingdom
and-envirens frown. on most férms of suicide.— ‘even
Japan with its.seppuku practice —but quiétly, look.the
other'way when people in the throes of whatthey know
to be.terminal sufferinghasten theirway out of the world:

Cumulative. injury also takes its toll--Brokenwbones
don’t always seeperfectly. Dental problems can leave the
body vulnerable. tovinfection. Physical~deformity. and
frailey increasestressand make other injuries more likely.
Many people die not so much from a single ‘triggering
event as_from. the ‘eumulative weight of a lifetime of
damage. Strong-willed characters may well hold on to life
longer than-others and, therefore;enter the afterlife with
an extra burden of disability.

Old age gatheérs.up peoplewho survived life’s other
challenges. Some old'people passsurrounded.by regretful
mourners;who admired the-eldér’s integritypintelligence

and service: Otherold peoplé die unmourned, theirrela=,

tives and neighbors relieved. to-see atyrant-er worthless
nuisance depart.

Biooo & Siix.

BurjarL

The societies in the-Blood & Silk era have widely
divergent ideas'about proper respect forthe'dead. Confu-
ciart doctrinefavorselaborate interment, with the corpse
aceompanied by artifactsof various sorts. Many Buddhist
sectsfavor cremation. Japanese people genérally receive
burial withrrites as elaboratéas the family canafford. In all
countties, eremation.takes place after battles with heavy
casualties. What. these ‘cultures share-is the beliet. that
these are procedures which, when honored;put the soul
of the deceased at-ease and allow it to move to the next
stage of ‘€xistence. In the'Middle Kingdom, these prac-
tices'make a genuine différence.

When a corpse goes to restphandled devoutly and
honored in the manner its culture favors, its soul almost
never becomes a Wan Kuei unless the P'o had become
active in life. The soul may become a ghost and enter the
Yellow Springs — a fate far more rewarding for Chinese
ghests than the unfortunate ghosts of the Occupied Ter-
ritories — or. maysimply pass onuto its final reward. If the
P’o dees descend to Yomi, it's unlikely to ever manage the
‘Second Breath because the Hun has been released prop-
etlys there’s.no point of attachment left.

Less-ceremonial burials:create lingering resentment
inthe souls-of-the negleeted carpses. Death in plague,
natural disaster,war, brigand attack or malignant abuse of
official power: All of these leave angry souls that much
more motivated to return to lifeand settle accounts.
Burial in.someonie else’srespectful tradition mayproduce
the same result, simply because the soul yearns for what'it
knows (or believes) to be the better way.

& He oF Your Own

Yourcharacter died. The P'o separatedfrom the Hun,
andthe P'ofellintothe clutches of Yomi. Ifyour character
wasprominently andnotoriously wicked, some important
servantof the Yama Kings may have been waiting. More
usually,.seme minor demon snatched.up your character’s
P’0-as part.of a reutine sweep through.the Mirror Lands.
Your P’0.may also have floated aimlessly for some time
before being caught in the spiritual equivalent of gravity
and-sucked down.to Hell.

The vast majerity of Wan Kuet retain only fragmen-
tary impressions of their time in Yomi. Nonetheless, take
time to think about the hell to whichyourcharacter went.
Work-eut'the details with your Storyteller. Consult The
Thousand Hells, or make up a new hell if the given ones
don’t quite suit. The key motif must be the loss-or
corruption of something important to the character. The
Wicked City, for instance, punishes both these whe hated
and tried toaveid cities and those whowereveryeomfort-
ablein the midst of the urban world. Hell should beaplace
whereyoureharacter confronts the failure of-her hopes
and ambitions, whereshe must survive by turning against
herown desires.
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Bad as they are in the Fourth Age, the hells become
worse with time. They originated, before anyobserverof
the Fourth Age can remember, as places of correction and
enlightenment. Just as the Wan Xian turned from guard-
ians intopredators, so the hells turned frompenitentiaries
into prisons. Not all exist to torment souls; many simply
actasplaces to hold souls to keep them from.going to some
otherfate.Customs like the sacrifice of héll money allow
thelivingto supportsoulsintheseless abusive hells as well
as the soulsthatgo tothe Yellow Springs. Even in the hells
ruled by YamaKingsbent on imposingsuffering, moments
of respitesometimescome. Thesoulswho've been trapped
along time can tell stories to newcomersabout howit'sall
beengetting steadily worsé, and'they're right. The further
the world driftsfrom the primal way, the worse everything
gets-in the afterlife.

Tue LiMits oF ExaMjNaTioN

Blood & Silk is a game, not a course of psycho-
therapy. It draws on elements of horror and tragedy,
and characters often suffer. Players should not. If you
prefer to choose a few details and leave the rest of the

hells alone, feel free. There’s no bonus prize for a
more exhaustive contemplation of Hell, nor will the
roleplaying police take away your license to enjoy
Blood & Silk if you choose to focus on material
existence rather than Yomi.

RETURN

Having lived and died, yourcharaeter came-back.to
the'material world, though not exactly to life.as'he used
to know it. His Plo gets out of Yomi, makes its way across
the deep.voids of the.YinWorld.and reenters-his body
along with his Hun.

How did your P’o_manage to-get loose? Did.it werk
in cooperationwith other doomed souls (and perhaps
then betray them, leaving behind a legacy of angry
prisoners who might well accept an offer of demonic
assistance.to pursue. revenge)? Didviecut a.deal with a
demon whowill return at precisely thewrong mement to
demand a favorin return? Did a démon or-Yama King
scent the potential for the P'o to.workgreatrharm in the
world.and deliberately let it go, with orwithourexplain-
ing the plot to the P'o? Or-did it actually manage to
escape, spotting aweaknessin the defense of itshelland
exploiting that failing?

Some souls return to_the world after mere days, in
Yomi. Others, spend weeks; months, even years,there.
Every choiceopéns uproleplaying possibilities:A charac-
ter who's drawn the'Second Breath-quickly can better
blend in with-hiseld life. A eharacter who must wait to
draw the Second Breath gains distance from-his oldlife
and the freedom to returnswithout emerginginto-a still-
active crowd of mourners. Every Wan Kuei must come to
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terms with the passage of time; choose aninterval that
offers you interesting hooks for character devélopment.

Wan Kuei return to their ownibodiés (or;"on rare
oceasions, some other suitablé body). They arenct ghosts:
Though they donot breathe, they de€Xist in the material
world,just like living peoplé. Something drives them.in
unique ways; apart from-that, they participate as fully in
the routine of material-existenceé as their Chi deficiency
and divided souls.allow.

The Seconp Breatw As DEsTiNY

The-Second"Breath definesithe:Wan Kuei's-entire
existence: The impulse that draws. (or pushes)a setl out
of Yomi must always:be astrong one. Weaklings don’s
break the spiritual bondsof the afterlife. Youmust under=
stand how'and why. yourcharacter fled Yomi to, under-
stand what-he hopes for and fears, how, he believes he
should-(or-must) act upon returning to'the world.

Wan Kuei carry karmic debgs. The formsofobligation
to others are potentially infinite, Commotrenes include:

e Ambition. The character'desires to be something
hewasn't inlife -—agraveler, if in lifehelived in
a‘single. village; an_obsCure artist, if.inulife he
carried great responsibility; and.so ons

» Devotion..People-who counted.on thecharacter
nowsuffer because of his absence. Thecharacter
aims'to providefor thems

* Duty. The character committed-herselfin life to
perform a task.‘Death is notsufficient feason to
shirk the obligation:

» Love. Thecharacter remains attached toa person,
a group or even a place and cannot bearto be
apart from the target of his affection.

* Revenge. A wicked person cut off the character’s
life. The character aims to punish the evil-doer
and, after that, to punish similar people else
where'in the world.

The burden that drives the character is always a huge
one. It’s not something that a meré lifetime’s worth of
effort can resolve but a compulsion/that may take the
character totheend ofthe Age and beyond. The character’s
wholé post'mortem-existencerevolyes aroundithe debt,
whatever it is:

Take advantageof the variety of Hinand P’o Natures
to fine-tune the details for your character. The choice of
Ploilluminates the distinction between, for instance, an
ambition founded from fear of failure versus an ambition
founded from a beliefin one’s innate greatness. Biography
is'mechanics in Blood & Silk; know the ¢haracter, and
the Traits follow.

Tue Wo

The synthetic blood-families of the Wan Kuei pro-
vide the basis of theirsociety and their'court system. The
loyalties of the guanxi bond hold the vampirestogether in
the face of tremendous differences: religious;spiritual and
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political. They meld the future fate of five or more
immortals into a holistic entity powerful enough to at-
tract a patron spirit.

This critical bond is also«the venue formost inter-
characterroleplaying in a Blood & Silkichronicle All the
players’ vampires will be partvof a single wu and hence
bound together for a commen'purpese. The other players
and you, along with the Storytellér, should spend some
time establishing the background and details of the wu.
You can do this either before orafter creating individual
characters, or better yet, détermine a few basics first,and
finalize:mattersafter creating your Wan Kuei.

Some of the questions you and, the other players
shouldaskwyousselves about theawu include:

¢ Howbalanced is it? Theidealwi has five members,

one fromeach Dharmaand diréction, Thisis only
an ideal, however, and many Corpse Families
have different, compositions that reflect their
purposes. A wu destined to wage “war ‘might
include several Devil-Tigers and south-facing
vampires, for example. Try to make sure thapall
the characters are, complementary in some way,
however. Thiswill make play more enjoyabléand
reflect the fact. that the ancestors, rarely
purposefully put together Wan Kueiwho.cannot

- e

cooperate.

Broop & Sjix_

. Why was it formed? The ancestorsoften.givewu

specific.tasks, such-as'watehifig over a.disputed
City, dealing with'4 certain€énemy or takingcare
of some part of eourt busitiess. These tasks can be
short-term assignments. (such-as. escorting. an
ancestor on awisit,ro'anothercourt) ‘or never-
ending charges (suchwas“exploting the Yang
World). “The“Storytellersmay already have a
reason. in“mind, butinput from-the players is
never abadudea.

o Are there eldermembers! Your characters start off

as (dlmost)mewly.dead disciples, but the wu may
Kaveéalonger history. If there are fewer than five
players, the Storytellermay wish to include some
other characters in the wu, including jina or
other elders. Having an oldeér'wu-mate can be
invaluable: She is likely quite powerful and may
be influential at court. On the other hand, a jina
attracts more dangerous eénemies, who won't
hesitate to striké"atithe “weak links” she has
surfounded herself with. You should also discuss
why a'more influential vampire has c¢hosen (or
been compelled) to surround herself with
Running"Monkeys. Again, the Storyteller may
have ideaswof his.own.
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Tue Hunprep Corpse FaMijLies

Towering over the institution of the wu are the so-called Hundred Corpse Familie
Families (of which there are actually several hundred) make up the “nobility” of Wan Kuei society.
wu performs admirably, they may be invited to apply to the Register of Corpse Families, a small and
shadowy clique of mandarins and bodhisattvas who decide which wu are good enough to join the
Hundred Corpse Families and which are not. Wu accepted into the Hundred Corpse Families receive a
kaja character as their symbol (like “Sapphire” or “Glorious Victory”) and the exclusive right to use it
as a sigil. Becoming one of the Hundred Corpse Families is a sign of great success among the blood-
families of the Ten Thousand Demons.

here are two distinct ways to become one of the Hundred Corpse Families. One is to; pick up a
“vacated” character, one whose wu has ascended into dah or met Final Death. Obviously, the burden of
tradition and the past history of the character weighs heavily on such awu. This is the easy way. And is
encouraged by the Register.

The more difficult way to is to apply for a new, never-assigned kaja character, in essence, founding a new
Hundred Corpse Family. The Register discourages this —it is self-aggrandizing and diminishes the impactof the

Corpse Families by lessening their historical continuity. Some Corpse Families have been Registered since before
the fall of Meru, and the Register's notes are one of the few clues as to unlife in the nights of the early Fourth
Age. Nevertheless, very successful wi or those with distinct personalities can and do gain their own characters,
but it’s a tremendous effort and done at great political expénse.

W who are members of the Hundred Corpse Families are, by far, the most likely vampires to induct new
disciplesdirectly into their blood-family. These wu have tremendousstockpiles of wealth, lore and influence and
take great pains to preserve their legacies. They do so by inducting and training one orseveral promising young
disciples. Some Corpse Families even train them for years in sequestered temples, controlling all aspects of their
unlives until the ch the rank of jina.

In the opinion of the Corpse Families, these are the true inheritors of the mantle Princes of the Earth. The
opinions of the rest of Wan Kuei society, and even of many Corpse Family members, are more mixed. Though
they are well-trained, the tremendous pressure on these young vampires drives many off the Road Back, either
causing them to stall in their Dharmic quest as mandarins or else tempting them to degeneracy or worse, to the
path of akuma. While many condemn, there are few who believe their condemnations firmly enough that they
themselves would not jump at an invitation to join the Corpse Families.

o Is the wu-one of the Hundred Corpse Families?. creation process:and maintain a certain authentieity (if
The most prestigious of all the wu-aré the there can be anything authentic about vampires from
members. of.the-Hundred ‘Corpse~Families, Hell). These aremnot complete characters — more ready-
registeredas such and considered tobeexemplary made backgrounds and motivations, along with sugges-
groups.of Wan Kuei (see sidebar) Playing one of * tions for. Trait choices. You still have to make critical
these wucan be very appealing— the veryname  decisions and assign dots. Note also that most of these
of the wican opendoors and create areputation. conceptsassumeachronicle setin China (or Nihon in the
On the other hand, the young disciples insuch a case of the three Nihonjin concepts), but you can easily
wu.have thousands of yearsof tradition to uphold. . modify them. to suit other Blood & Silk settings.
Ambitious enemies may-also be looking to make

areputation by defeating'one of the Hundred. Devour Prijesr
The gods and spirits have always$poken to you; you
Slqur:mn CoNCEPTS knew: from childhood that you would serve.them. As a

TheMiddle Kingdom.of the-Eoutth Age'isi worldap¥QUng man orvoman,you studiedat a nearby temple and,
where=strong .conventiors govern, sotial“inferattions= M-LME, helped found anew one to honor the gods and

Peoplé of a.given station ire.expected to dosome. things spirits to which you were particularly devoted. You may
as a matteriof cotrserand. equatly.expected, fot. to'do have served as an official of the government, performing
certain others. History and-fiyth record.exceptions:to rites on behalf of the people-and the emperor, or you may

every generalizationy of eourseiievertheless) the gener- have performed your devotions _independently of the
alizations still.apply to most'cases state. If you were a woman, the priesthood offered you an

: : ; . tive to domestic service: You couldn’t exercise the
The following:concepts provide starting-points-that g, VOR 1O KEXerahe

1 temporal power of a male priest, but offering spiritual
. allow you to answersome of the questions of the character o Pe : 4 P
guidance and instruction has its own rewards: Whatever
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class you grew up.in no longer mattered to you,
though outsiders sometimes tried to drag you into
their seculardisputes.

Second Breath: The unrighteousalways rage
against their betters. Some, wicked.soul took
offense at your devotion, which he-saw as an
implicit insulg, and murdered¥ou..A'strong sense
of unfinished business and adesire to make some-
one.pay kept you'together through Yomi’s tor-
ments and brought you back toithe world. Slight
variations” in emphasis could take you in any
direction:-Youmay join the Resplendent Cranes,
if youswanit to.continué your priestly calling in
your hew'condition. You may devete yourself ta
punishing.the sort of person.who killed you and
become ‘a Devil-Tiger. You may decide thav.a
lifetime of austerity isenough and throw yourself
into the sensual world with the Thrashing Drag=
ons. Youmay feel called to study more closely.the
spirit world yois served with little knowledge in
life, now that you’ré part of it, and becomeaBene
Dancer. Finally; you may seek neither to'be what
youwere nor its opposite but pursue instead some
new identity. You are suited to be one of the
Thousand Whispers in this case.

Recommended Dharmas: Any

Attributes: Mental primary, Social secondary,
Physical tertiary

Abilities: Knowledges primary, Talénts see-
ondary, Skills tertiary

Recommended Abilities: Empathy, Expression,
Leadership, Linguisties, Medicine, Oceult, Rituals

Recommended Backgrounds: Allies, Contaets,
Horoscope, Nushi, Rites

DjsHoNEsT PRrjEST

Heaven?It cani't be high enéugh or far eniough
away for you, Youdidn't ¢are about what mightlurk
beyond the grave, you just wanted a comfortablelife
for yourself. Sewyou learned how to say the right
things and take gratefiil peaple's money. in, ex-
changefor advice. Je'was a-good routine. while it
lasted. Death-was just'a bit.of a shockusw

Sécond-Breath: Everything yourassumed
while you were alivé'provedwrong. If you'd been
less'determined, you'd have faced an eternity.of
the torments+you used topreach about without
believingrinthem. Tn life, youwhad the willpower
necessarytoperpetuateaconstant lie; now, you're
oug to maintain aconstant truth’ If you cling.to
the truthethat still-livifig sinners'must stuffer the
way yourhave, youwgravitatewo the Devil“Tigers.
If youdeeideinstead thatafteét One lie youshould
experienice-aumulcitudeof truthsyrhe Theusand
Whispérs-offer you the oppottutity«to contihue
exploringmew true faces:
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Recommended Dharmas: Deyil-Tiger, Thousand
Whispers

Attributes: Social primary, Mental secondary,
Physical tertiary

Abilities: Talents primary, Skills secondary,
Knowledges tertiary

Recommended Abilities: Alertness, Empathy,
Expression, Performance, Rituals, Subtérfuge

Recommended Backgrounds: Allies, Contacts,
Horoscope, Rites

ARrTjST

Once someone of importance (whether-in your
home townoron the scale of theempite), you withdrew
from public-life to pursue personal goals. Your retreat
may have-been voluntary, born of disgust with the
corruption of civie life or of simply apathy, or forced on
you'as punishment for failures. In either case;you took
up practices not considered proper for worthy gentle-
men, possibly even including novel-writing. Women,
usually though not always of the upper classes, some=
times win renown as-artists, whether under their own
names.orunder ambiguous pseudonyms. Art carries less
suggestion of scandal.and degeneracy for womeén.tharvit
doesfor men; as'a woman, you might-have found inithe
arts“an outlet for impulses you eouldn’t channel into
politics. Others ‘enjoyed your art,.ifyou let them; but
only in private. Death.cutoff the possibility of rehabili*
tationrand return to yourformerexXistences

Second Breath: Death marked theend of yourhopes.
No-paifi 6f Yomi struck-any worse than, the-knowledge
that you would'never achieve the statts.you.craved A
cold rage pushed.youup out of the fires; back into the
world.-If you.take.your.rejection to heart-and now face
away frommortal life, you make anexcellentBone Dancer,
finding solace-among the dead.If.you turn your anger
roward those who keptyou from your proper place, you
join'the Deyil-Tiger crusade. Ifinstead, you preferto gain
revenge by beating your old enemies at their own game of
mortal pleasure, using your unnatural vitality to under-
mine and-degrade them, then the Thrashing Dragons
make a good,.choice.

Recommended Dharmas: Bone Dancer, Devil-Ti-
ger; Thrashing Dragon

Attributes: “Mental primary,. Physical-secondary,
Social tertiary

Abilities: Talents primary, Knowledges:secondary,
Skills tertiary

Recommended Abilities: Crafts«(any), Expression,
Occult, Performanee, Rituals

Recommended Backgrounds: Contacts, Fame, Jade
Talisman, Rites

fromyour military training; whe;ﬂ\er yaufeeL
others depends oahow r:mqi: you sired t

"

MERCHANT

Confucius thoudght your kind promotedssocial tur=
moil and unrighteousness; Laotzé would have preferred
to see all merchants disappear and the people make do
with what they have. So-even sagés can.be wrong,you .
thought, even if in mest“waysyou sought to practice
their teachings. You-did the‘hard work of buying and
selling that made-existencebeyondthe level of isolated
hovels possible and, in return, reaped-aharvest of envy
and'scorn. Your greatest hope wasthatone of yoursons
could study“the classics (thanks to your ability, to
support a child not busily toiling in the fields), and
move the family into abetterrank, You would neverbe
aecepted among the great and-died with your familial
ambition unfulfilled:

Second Breath: No.mére personal concern, drew
youott of Yomi arid backinto the world:You fearedfor
your family and wanted to provide.for its'safety and
progress in ways life didn’t allow.yeu-to. If'you.choose
to mingle among them; pérhapsin-thedisguise ofsome
suitable.stranger, the Thrashing, Dragons.area good
choige for your allegiance, Ifyou cheese to strike at the
unrighteous forces that denied yourfamily opportuni-
ties it should have had, you'll become-aDevil-Tiger. If
youseek t5guideyour family in theways of tighteous-
ness.so-that its ‘members can earn-the-fayor,of their
superiots.andprogress in, the-ways‘provided for them,
you'll become a Resplendent Crane. Ifyou protect and
guide your.mortal family-from the-shadows, you'll
become a Bone Dancer.

Recommended Dharmas: Bone Danger;Deyil-Ti-
ger, Resplendent Crane, Thrashing Dragon

Attributes: Social primary, Physical secondary.
Mental tertiary.,

Abilities# Talents primary, Skills secondary,
Knowledges tertiary :

Recommended- Abilities: Alertness, Brawl, Empa-
thy, Expression; Finance, Intimidation; Streetwise

Recommended Backgrounds: Contacts, Resources

SOLDjER

There is no glory in fighting, éven if a few famous
generals andsstrategists\(like Sun Tzu and Cao Cao.of
old) achieve respect foritheir insights. You occupied
the lowest rungof the social ladder, below farmers, who
after allfeed everyene. Your job exists only because
men andwomen have not yet become moral enough to
regulate their own affairs. You joined the atmy to
escape some personal misery,and served reasonably
well, finally falling in a battle against some enemy of
the imperial peace.

Second Breath;You escaped. the coils of Yomi be-
catise yoware, above all, disciplined: That’s o oge ben&fit-' .
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muchthearmywasjust better than thealternatives. Ifyou
return. to the world filled with a sense of yoursighteous
mission — eitherto be the perfectsoldier or to abolishithe
wickedniess thateis standing armies — you'll become 2
Resplendent Crane. Ifyou decide to.take the administra=
tion of justice and defense.inte your-own-hands, you'll
probably find the Deyil-Tigers morecongenial, since they
need more warriorsthan the other Dharmas: If you decide
that it’s time to engage in the (disciplined) pursuit of.
personalsatisfactionrather than war;the Thrashing Drag-
ons want you.
Recommended Dharmas: Devil-Tiger, Resplendent
Crane; Thrashing Dragon
Attributes: Physical primary, Mental secondary, So-

cial tertiary
Abilities: Talents primary, Skills secondary,

Knowledges tertiary
Recommended Abilities: Alertness, Athletics, Brawl,

Dodge, Leadership, Martial Arts, Melee, Survival
Recommended Backgrounds: Allies, Contaets, Herd

Wickep Baspjr
It’s all.very well to talk about virtue when you're
fedand comfortable.Yougrew up poor but strong and
fotind that yeu.could gét.more of what you needed by
taking it rather than asking. The laws and customs
that governors and.priests prattle on about never
setved you, so you neverfelt obligated to serve them.
Sometimes. yowlived very well; spending the riches
you took in much.theé same style as the now-poor
nobles who made. it'possible; sometimes you survived
only with.what.you could carry; flecing organized
pursuit..Death might have come for you in battle
against the law, on'the executioner'sscaffold or arthe
hands of an"ambitieus underling.

Second Breath: Death showed you that everyone
does getthe reward they deserve in.the end: ] ustice gets
served;even.if only outside the boundaries.of the world
you knewsHeaven doesn’t need you: You could'do what
you wanted.. The.drive to experience something new
guided you past all.the traps of Yomi. I youwant tojust
enjoy life in waysyou couldn’t before, you'll be a Thrash-
ing Dragon. If youdecide that you shouldexperience life

in'many different facets, you'll move to the Thousand
Whispers.If Yomi taught you the error of your ways and
the value'of alawful life, you’re a prime candidate for the
Resplendent Cranes.

Recommended Dharmas: Resplendent Crane; Thou-
sand Whispers, Thrashing Dragon

Attributes: Physical primary, Mental. secondary,

Social tertiary
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Abilities: Talents primary, Skills secondary,
Knowledge tertiary

Recommended Abilities: Alertness, Athletics, Brawl,
Dodge, Intimidation, Leadership, Melee, Stealth,
Subterfuge, Survival

Recommended Backgrounds: Allies;, Contacts,
Fame, Resources

Higu=Ranking Bureavcrar

You labored:many years in theserviceof the empire
and. reaped.the rewards of prestigeand influence. You
might have governed aprovince-or directed onewof the
ministries of a.central government: Countless lesser offi-
cials'carried.out your orders, while'youenjoyed-the.good
lifeto which you were encitled.

Second Breaths The, worldsiceds you-.Youdidn'e
becomeany less essential simply'because you'redead A
proper sense of duty preserved you from thesnares of
Yomi. If you seek to continue presiding@s one of the
natural leaders of the world, the Resplendent Cranes
want you. If instead, you wish to show how the wise man
savors the experiencesof the world andmasters themall,
you makean exemplary Thrashing Dragon.

Recommended“Dharmas: Resplendent“Crare,
Thrashing Dragén

Attributes: "Social primary; Mental»secondary,
Physical tertiary

Abilities: Talents primary; Knowledges.secondary,
Skills tertiary

Recommended Abilities:~Crafts~(Calligraphy),
Expression, LawyLeadershipyOccult, PolicicspRituals

Recommended. Backgrounds:~Allies, Contacts;
Fame, Rites

w=RankiNG BUREAUCRAT

Your progress up the laddér ofisocial distinction
wasinterrupted bysyour premature.deachYou retain
the detailed knowledge of the literary classics required
foracceptance into the civil service and whatever skills
you acquired implementing the orders handed down
from above: Wharever authority you wielded was'on @
local level.

Second Breath: Yomi destroyed your pridedn your
accomplishments~thus far, leaving behind“only the
ambition.to do more, to go farther;to holdmore power.
Ifyou still seek powerin'the mortalhierarchy orin the
society of Wan Kuei,youbecome aResplendentCrane
to master. the appropriatetools ofleadership.“if you
now focus.on the society of.the dead, you'become a
Bone Dancerjwith theiintent.of forcing.the.ghostly
hierarchy to acknowledge your authority. Iyoudecide
to focus on advancement.through, pusging theunde-
serving, the Dewvil«Tigers'put your falmharlty wn:h the
% mortal hlerarchy to. work -
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Recommended Dharmas: Bone Dancer; Devil-Ti-
ger, Resplendent Crane

Attributes: Mental primary; Social secondary;
Physical tertiary

Abilities: Knowledges primary, Talents secondary,
Skills tertiary

Recommended . Abilities: Crafts (Calligraphy),
Expression; Investigation, aw, Oceult, Politics, Rituals

Recommended Backgrounds: Conracts, Rites

YVirTuous BanpjT

The emperor rules withithe Mandate of Heaven, but
not all his servantslistento Heaven's will. Good men and
women sometimes, tun” afoul-of wicked officials, That
happeéned to you. Tramped-up ¢harges forced you.toflee
your-home and,stripped you'of whateyer rank you once
held-Yo6u divided your time betweensurviving as bestyou
could — sometimes by admittedly unrightéous means
such as theft — and trying to cléar yourgood name. In the
end, death came hefore pardon.

Second Breath: You found noujustice~in Yomi.
Whatever inithe cosmos might care about righteousness,
it did nething for yousFilled with.a-sick.despair at the
state of things,you forced your way-back-into the world
to.dorwhat"Heaven will'niot. If yousseek to live as the
virtuous-person you were, augmented-by-thé powers of
yourkitid, youjoin the Resplendent'Cranes. [fyou wish
torstrike down the wicked, knowing thatjusticelies only
in your hands, you join the Devil-Tigers: If youdecide to
try-onna- multitude of sins and vittues-in_search of
whatever moral'realm now earns Heaven's-attention,
you become oneof the Thousand Whispers.

Recommended Dharmas: Devil-Tiger;Resplendent
Crane, Thousand Whispers

Attributes:, Mental primary, Physical secondary,
Social tertiary

Abilities:" Talents primazry; Skills secondary,
Knowledges tertiary

Recommended Abilities: Alertness, Athletics, Mar-
tial Arts or Melee, Medicine, Stealth, Subterfuge, Sur-
vival

Recommended Backgrounds: Allies, Contacts, Fame

jrperjaL Retanive (NjHONjIN)

Theemperor, offspring of the gods who created the
Home Islands, in theory holdsvall power. In practice,
ambitious nobles have held.all the real authority for
centuries: As part of the imperial family, you lived your
entire life in comfort, withrall your needs.attended to
and precisely no opportunity to exert.authority of any
sort, Your ever-deferentialmasters steered yourinterests
toward the arts or religion or anything but governance.
TheSecond Breath offered you the opportunity.to deall

“the things denied you.in life.

Second Breaths Yomi was just your life'writ large,

~full of incomiprehensible rules desigied 6 keep you
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from anything that would threaten thetegime. As
much outof boredom asanything else, you studied
the system;found a loophole and exploited it to
escape. If you see this aswyour. opportunity to
experience the sensual world as your guardians
would never have allowed, you'beconié a Thrash-
ing Dragon. lf you decide thatyou've been chosen
to judge the world, wieldingafterdéeath the power
always denied tofyou life, you'become a Devil-
Tiger. If'you see opportunitiés for insight and
advancement in the Yin World, you become a
Bone Dancer,

Recommended Dharmas: Bone Dancer; Devil-
Tiger, "I hrashing Dragon

Attributes: Social primaty, Mental secondary,
Physical tertiary

Abilities: Knowledges primary, Skills secondary,
Talents tertiary

Recommended Abilities: Crafts, Eriquette; Ex-
pression, Performance, Politics

Recommended Backgrounds: Allies, Contacts,
Fame, Resources

Rerinep Samura; (NjnonjiN)

You come fromra long and honorable-lificage of
Japanesenobility. Your family raised you tobé aleader
in every sense, masterof the arts andscholarly lore, as
well as of a warrior’s skills. While nobody ean.do
everything to thesame degree of excellence, you'reat
least good in a very wide range of abilities. Youdid
your part €6 rule your land; dependingon the era'in
which you lived, youmay have been a champion of a
stable regime or aidefender of right.ideas in a'time of
chaos. Mést probably, you died.in-battle, theugh
illness and happenstance can strike at your class, as
well.as those beneath you.

Second Breath: What is death to one whe has
true honor?-Hell-has no power to.bind the soul
untainted by cowardice or deceit. It-was"just a
matter Of.time-before you broke the shackles Yomi
placed upon you and returned to the world, as was
only, right. If you.take advantage of your.new con-
dition to become aniéven.more perfectwarriorand
leadet, the-Resplenident Cranes help you.dévelop
yout full potential.“If yéusdecide to becomesthe
perféct judge.and corrector of wrongs, the Deyil-
Tigers wantyou, [fyou feel called upon to bring the
bénefits-of your enlightenment.to ghosts and the
creaturesof-the afterlife, then-the Bone Dancers
put your wisdem to use:

Recommended-PDharmas: Bonie Dancer, Devil-
Tiger, Resplendent Crane

Attributes: Physical primary; Mental seeondary,
Social tertiary

Abilitiess, Skills primary, Talents, seeondary;
Knowledgestertiary

Broop & Six.
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Recommended Abilities: Alertness, Athletics, Dodge,
Etiquette, Leadership, Martial Arts, Melee, Politics

Recommended Backgrounds: Allies, Contacts, Fame,
Herd, Influences, Resources

Uncout Samura; (NjHon;iN)

You were one of the rulers of the land who held power
throughforce ofarms. Your ancestors clawed their way up
from the mass of society throughsustained effort, showing
themselves. better soldiers and commanders than their
rivals. Onee in power, they foisted off the boring admin-
istrative parts of ruling on assistants: You took pleasure in
battle, not courtly posturing.

Second Breath: Yomi was a challenge, the biggest,
strongest set of power mongers you'd ever met. How could
youresist the chance to prove them inadequate ? The right

81

combination of treachery and brute force brought you
back to the world, So there you were. If you resume
something like the good life you onceled, you'reanatural
Thrashing Dragon. If you find yourself rethinking what it
means to be a samurai and what you«can and should do
now, you become a'Resplendent Crane.

Recommended Dharmas: Resplendent Crane,
Thrashing Dragen

Attributes: Physical primary, Mental secondary,
Social tertiary

Abilitiess. Skills ‘primary, Talents secondary,
Knowledges tertiary

Recommended Abilities: Alertness, Athletics, Dodge,
Intimidation; Martial Arts, Melee, Survival

Recommended Backgrounds: Allies, Contacts, Fame,
Herd; Resources
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ENAPTER FOUR:
WRAYS LUNDER
NEAVEN

Heaven is like an egg, and the earth is like the

yolk of the egg.
— Chang Heng

The twilight of the Fourth Age is quite different from
the twilight of the Fifth. In the mortal sphere, technology
and culture are'very different, and large-scale contact
with the West is centuries away. For the Wan Kuei, the
differences are even greater. The Wall between worlds is
thinner, the grip of the Demon on a vampire is weaker,
and the Wan Kuei are less debased overall. All these
differences, mundane and supernatural, lead to some new
or modified game mechanics.

The Traits and systems in this chapter function
alongside those established in Kindred of the East and in
the basic Storyteller game system. The textexplains when
these systems replace those in Kindred of the East.

New TrajTs

The following new Traits are important for charac-
ters in the Fourth Age and reflect both supernatural and
social changes between the eras. Some of the Abilities
have appeared in other World of Darkness products (such
as Vampire: The Dark Agesor the Vampire Storytellers
Companion) but are repeated here because they are

indispensable to Blood & Silk.

New P’o NAaTURES

A vampire's. P'o is a little less dominant in the
Fourth Age than in the Fifth, but it is also somewhat
more sophisticated: This is a time of rich culture and
richer corruption, not the raging Armageddon of the
twilight of the Fifth Age. As such, several new P’o
Natures ate available to players of Blood & Silk. If
they wish, Storytellers of modern Kindred of the East
can allow these types of P'o into their chronicles as
rare throwbacks.

The ANGENT

The Ancient looks back along the trail plowed by
the Wheel of Ages and believes that in past Ages it
wouldn’t have suffered the torments it did in Yomi and
the ones it continues to suffer after the Second Breath.
The Wan Kuei’s wiser predecessors (at least before they
succumbed to pride) existed more harmoniously. The
Ancient P’o thinks the Hun ¢an never measure up and
wants it to simply surrender, so as to relieve the P’o from
its pain. When in shadow soul, your character shows
obsessive concern for everything old and contempt for
everything new.



Conditions for Takeover: The Ancient can force a
shadow soul roll whenever an innovation causes the Wan
Kuei pain or some other form of discomfort. It may also
force a roll whenever the Wan Kuei abuses old things.

Tue ArTjsT

The Artist tore itself out of Yomi to accomplish a
single task, some vision of artistic creation that the Wan
Kuei harbored in life but was unable to undertake then.
Nothing else matters to the Artist but that work. It berates
the Hun for succumbing to other concems, whether the
distraction is Dharmic progress or some momentary plea-
sure. When in shadow soul, your character devotes all her
attention to the great work; she may sever annoying
commitments or simply ignore them.

Conditions for Takeover: The Artist attempts to
gain control whenever the Wan Kuei turns away from the
great work or whenever an opportunity to advance the
work in an important way presents itself.

Tie Echo

The Echo escaped from Yomi just like every other
Wan Kuei P’o, but unlike most of the others, it doesn’t feel
worthy to have gained a release denied to so many others.
[t retains a strong spiritual link to whichever hell used to
hold it, Its goal is to break down the soul's resistance and
lure itback to Yomi, and its weapon is the voices of all who
remain below. The Echo P’o has a mind of its own but
chooses not to use its own voice; whenever it speaks, it
draws on memories of words others said in Yomi or on
impressions of what others still there now say. When in
shadow soul, the vampire focuses obsessively on the
suffering in Yomi and the unearned release he and other
Wan Kuei enjoy, in hopes of shaming; scaring or depress-
ing himself and his peers into a return to Yomi.

Conditions for Takeover: The Echo triggersshadow
soul whenever the Wan Kuei is confronted with evi-
dence of loss and death — graveyards and cenotaphs are
bad places for these vampires.

Tue EunucH

The Eunuch found confirmation in Yomi of the
age-old notion that all endeavor is futile. Everything it
might make ends up fodder for demons. Even after its
escape, it retains a sense of moral, intellectual and
spiritual impotence — despair turned to the conyic-
tion that it should not create anything new. The Eunuch
P'o refuses to undertake any enterprise beyond the
basics of survival, instead devoting itself to appropriat-
ing the work of others for its own ends. When in
shadow soul, the Wan Kuei abandons any original
projects of her own and tries to become overseer,
director or steward of others’ efforts.

Conditions for Takeover: The Eunuch can force a
shadow soul whenever the Wan Kuei faces situations that
require him to lead others or when others are acutely
dependent on him.

Buoop & Siix

The Sage

The Sage focuses on the aspect of unexpected truth in
Yomi. It wasn't quite like whatthe vampire had ever been
taught.Nowthat it has returned, how can the P'o trust the
doctrines it follows? The Sage P’o seeks out any doctrine
that seems more likely to account for the truths of its
experience, as long as it's something the vampire will find
uncomfortable and difficult to follow. The P'o listens to
whispers carried up from Yomi about teachings no longer
known to living people or held only far away, in addition
to studying the various schools of thought the vampire
encounters in his travels. When in shadow soul, the Wan
Kuei temporarily abandons his Dharma and direction in
favor of some alternative that requires a dramatic change
in behavior.

Conditions for Takeover: The Sage can force aroll for
shadow soul when the Wan Kuei finds a weakness in his
Dharma — some restriction that works against personal
desires or goals.

Tue Viraysr

The Vitalist wants just one thing: renewed mortal
life. The vampire can’t quite get to it, of course. Even
extreme Yang imbalance only makes her something that's
merely lifelike in some regards. The Vitalist Po strives to
get as close as it can. It may seek after whatever life the
vampire once had or aspire to greatness or seek some new
social role, depending on its own preferences. When in
shadow soul, the vampire turns away from everything
connected to Wan Kuei society in an effort to reenter the
mortal world.

Conditions for Takeover: The Vitalist reaches for
control when the vampire confronts a situation that
reminds her of her mortal life or that presents her with the

opportunity to continue a mortal goal she abandoned
after death.

The \Vnmon

The Warrior fought its way out of Yomi and contin-
ues to survive by fighting. The lesson of the Second
Breath is that there's not enough to go around. Anyone
(and anything) who gets in the P’o’s way, denying it the
things it needs and wants, brings it that much closer to
areturn to Yomi. The Warrior P’o will allow nothing to
stand in the way of the vampire’s continued to existence
in the material world. When in shadow soul, the vam-
pire fights with everyone who seems threatening —
regardless of whether that threat is real and present or
merely hypothetical.

Conditions for Takeover: The Warrior can force a
roll for shadow soul when the Wan Kuei declines an
opportunity for violent conflict (which isn’t obviously
bound to failure) in favor of more peaceful means and
when he submits or cooperates with a rival.
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New Stjuis
ARCHERY

Atracks beyond the range of human throwing rely on
the bow. Archery is the skill of maintaining and using the
various styles of bow made in the Middle Kingdom during
the Fourth Age. Archery is used in combat just like
Firearms.

» Novice: You can shoot unmoving
targets, usually.

Practiced: You can take part in a mass
battle without bringing too much
embarrassment on yourself and can
support your family through hunting.
Competent: You lead archer units in
war.

Expert: You advise generals on the
effective use of archers.

Master: Observers expect you to
apotheosize and become the God of
Archers.

Possessed by: Soldiers, Hunters

Specialties: Target Practice, Horseback (see p. 123)

Meojration

It’s possible to calm the inner storms that disrupt
mind and body and achieve a state of relaxed awareness
that makes many unusual feats possible. Meditation
represents the various techniques taught in the Middle
Kingdom toward this end — keep in mind that very few
characters actually know multiple techniques. Every
meditating character must use some technique (man-
tras, yoga, etc.).

The character must make an Intelligence + Medita-
tion roll, difficulty 7, to enter a meditative trance. Once
there, the character can attempt one of the following
actions each hour:

® Regain Willpower. Roll Intelligence + Meditation,
difficulty 9. Each success restores one point of Willpower.

* Solve an enigma, piece together clues to a mystery
or evaluate some other mental challenge. Roll Percep-
tion + Meditation, difficulty 9. Each success lowers the
difficulty of the character’s next Investigation or Enig-
mas roll by 1.

e Overcome wound penalties. Roll Stamina +
Meditation, with a difficulty of 2 + the character’s
current number of health levels of damage. Each suc-
cess lets the character ignore one level of wound pen-
alty for the rest of the night. A character who gets three
successes, for instance, can ignore any penalty of -3 or
less; and a -4 penalty acts like a -1 penalty. If the
character becomes Incapacitated, these benefits no
longer apply. A character can attempt this use of
meditation only once per night.

o Gather strength against the P’o. Roll Wits + Medi-
tation, difficulty of 10 - Hun. Each success adds one to the
character’s dice pool for his next effort to resist fire or
shadow soul. A character can try this only once per night,
and the benefit does not carry over after sleep.

Any botch on one of these rolls brings the character
out of his trance, and he cannot reenter it for the rest of
the night. Significant physical interference in the first
hour also breaks the trance, but the character can start the
process again.

These rules supercede those on pp. 83-84 of Kindred
of the East.

© Novice: You've seen monks pray.

oo Practiced: You know a handful of
common prayers and can recite some
useful stories about how the ancients
mastered meditation.

Competent: You've learned from masters
of spiritual discipline and enjoy a local
reputation for spiritual purity.

Expert: Scholars and potentates consult
youforinsightsinto the wisdom of the ages.
Master: Yes.

Possessed by: Monks, Jina, Teachers

Specialties: Riddles, Controlling the P’o

Pjror

Operating a boat successfully takes training and
practice. Different sorts of boats require separate spe-
cializations: rafts and canoes, small sailboats, ocean-
going vessels.

. Novice: You don’t sink your ship very
often.
oo Practiced: You can handle yourself safely

in most conditions, and nobody feels the
need to abandon ship when you take the
wheel.

LR Competent: You know the limits of your
vessel and yourself and deal with adverse
conditions calmly. .

esee Expert: Patrons offer you large sums of
money to lead their maritime expeditions.

scooe Master: Tales of your prowess mingle

with accounts of sea gods.
Possessed by: Sailors, Traders, Explorers
Specialties: Rough Seas, Vessel Types, Nighttime
Sailing

RjpE

The poorest people walk. The richest people get
carried. Everyone else rides, if they wish to go long
distances. This ability covers how to tend for one's
horse as well as ride it. Ride also serves as a cap on all
combat Abilities when engaged in mounted battle (see
p. 122 for more).
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. ; Novice: You can prop up pretty well on
a horse at slow speeds.

o Practiced: You ride at all speeds safely,
and few challenges throw you,

oo Competent: You'd make a good cavalry
officer.

ssoe Expert: You're famous for your riding
in war and peace. If you're so inclined,
your stunts are the talk of the provinces.

eeese Master: No horse can throw you, no

challenge delay you.
Possessed by: Cavalrymen, Nobles, Country Folk
Specialties: Speed, Tricks, Racing, Combat

New MEerjTs & Fiaws
Favors (Varjasie MirjT/Fiaw)

Wan Kuei society, like the mortal societies around it,
runs on mutual-obligations. Backgrounds like Allies,
Mentor and Retainers reflect permanent connections of
duty. See pp. 117-119 for a full discussion of prestation
among the Wan Kuei. The Favors Merit (and Flaw)
represents the character’s.current balance of social ac-
counts as the chronicle begins.

Storytellers who prefer not to-make these things
subject to point totals should feel free to disregard or
disallow this Merit. It's presented here for those who like
to have an objective tally and want to give players the
option to have their characters start up or down (or both)
in the prestation game. :

Each positive point of Favors represents one major boon
thatsomeone close to the characteroweshim. Each negative
point of Favors represénts a major boon the character owes
tosomeone else. The player should werk with the Storyteller
to define what these are — no debts existin the abstract. Did
the charactersave another vampire fromarampagingdemon
hunter? Did some other vampire teach the characterabit of
secret lore or help resolve a conflict before itescalated into
a duel the character would lose? Keep in mind that differ-
ences of status will affect the value of favors (see “Favors and
Prestation,” pp. 117-117). This means that a young disciple
owed a boon by a mandarin‘might expect a good word at
court or permission to actat a critical timeyadisciple owing
a mandarin a boon can expect much meore significant risk.

Multiple positive or negative points can represent
many favors owed or.especially impressive favors. You
should maintain separate counts for favors owed to and by
the character; he can have both a two-point Favor Flaw
and a one-point Favor Merit simultaneously.

Obviously, a character’s point total of negative and
positive Favors rises and falls during play. In a society as
dependent on assistance and negotiation as Wan Kuei
and their guanxi, Favors can make the dlfference between
success and failure in crmcal moments.

Bioop &_Ql:

DjsciPLiNES OF THE
FourtH AgE

Most of the Disciplines of the Fourth Age are the
same as those of the Fifth. The fallen nature of the Wan
Kuei is still evolving, however, and some of their powers
undergo significant transformation as the Wheel of Ages
turns. Most notably, the Godbody (or Shintai) Disci-
plines are very different than they will be in the modern
era; in the Fourth Age, they remain much closer to the
elemental powers wielded by the Ten Thousand Immor-
tals before their downfall. The Soul Art of Cultivation
is also significantly different, in this case because the
understanding of the P'o is still developing among the
Hungry Dead.

See page 66 for more details on which Disciplines are
available in the Fourth Age.

Tue Gopsoby or EarTH
{jaoe Sujntaj)

The Godbody of Earth aims at balancing the flow of
Chi, allowing the vampire toorient himself with the center
of things.

Chi Attunement: Strength

* UNDERSTANDING WiTH THE EarTH

The vampire harmonizes his soul with the local
powers, becoming part of the overall pattern of Chi flow
in the vicinity, as immovable as any mountain or tree.

System: Whenever he chooses to use Understanding
with the Earth, the vampire cannot be picked up, thrown
down or knocked back. He must stay standing (or lying)
where he is while the power is in effect; when he chooses
tomove, the effect ends. It takes one action to start or stop
using Understanding with the Earth; no roll is required.

Harvony Wit THE EarTH

The vampire places herself in a state of peaceful
disengagement from the local powers and becomes ca-
pable of moving across any and all surfaces.

System: The vampire must spend one action concen-
trating to use Harmony with the Earth. She can then
move along any surface, including liquids, and up walls
and ceilings. She leaves no footprints and makes little or
no sound; all efforts to detect her are at +2 difficulty. She
takes half normal damage from falls and can jump twice
her normal distance. If she takes damage, the player must
make a Willpower check at difficulty 7 to avoid the
vampire slipping out of Harmony with the Earth; other-
wise, the effect lasts for one scene.

®oe Uty with THE Earth

The vampire identifies himself with the local pow-
ers and can merge with any substance of the natural

*world in the vicinity. This unity does not work on matter
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native to the worlds beyond the Wall; that's the realm of
other Disciplines.

System: The vampiré spends one Chi and concen-
trates for three turns. Make aManipulation + Etiquette roll
against the local Wall rating. If the roll succeeds, the
vampire merges seamlessly with his target substance, much
like the Protean power of Earth Meld. Unlike Earth Meld,
Unity with the Earth works with all'solid or liquid natural
substances. Merging with material created or significantly
reshaped by conscious effort, like building walls or refined
metals, requires a separate Manipulation + Etiquette roll,
difficulty 7, to speak with the substance’s spirit and under-
stand its nature before attempting to merge.

Once merged, the vampire can move at his normal
walking speed. Mental and spiritual attacks affect him
directly. If he’s moving on the surface of a mass of some
substance, he’s visible to anyone watching — he retains
his usual appearance — but physical attacks must destroy
or remove the surrounding substance before he can be
artacked himself.

Example: Lin Hua uses Unity with the Earth to step

“into a granite cliff face. The Yang Prana masters Mao Gu

and Mao Ho pursue him. Mao Gu uses Eightfold Yang
Mantle to blast a significant part of the cliff into pebbles and
dust. If Lin were standing in the blasted area, he'd suddenly
be vulnerable to normal physical attack. However, he
manages to move out of the blast zone in time, so Mao Ho
goes after him with Semblance of the Scarlet Queen. In
spirit form, Mao Ho can then pursue Lin Hua. The earth
only offers so much concealment.

It costs no Chi to maintain Unity with the Earth
through one slumber. Upon waking or upon significant
disturbance to the substance in which he rests, he returns
to physical forms It rakes a separate Manipulation +
Etiquette roll, difficulty of the local Wall rating, to pass
from one sort of substance to another.

Moving with THE EarTH

The vampire attunes herself to a line of Chi and can

“follow it through the air, along the ground and underwa-

rer with equal ease. She can engage in other tasks without
losing the attunement, although complex actions may
require an effort to maintain concentration.

System: Roll Dexterity + the vampire’s Yin or Yang
Chi (whichever is appropriate), difficulty of the local
Wall, tofind and align with a line of Yin or Yang Chi. The
vampire can move through the air and along the ground
at up to 60 miles per hour, minus 5 mph per point of the
local Wall rating. (With a Wall rating of 7, for instance,
the vampire can move at 25 mph.) The vampire suffers no
penalty for abrupt turns and other violations of inertia,
since she moves as part of the system of world power. She
can move through liquids at half the air and surface speed
and through solid objects in a semi-tangible form at her
normal walking speed. In every case, she can adjust her
speed to hovering at rest, moving at the maximum al-
lowed or anything in between.
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Make a Dexterity + Athletics roll, difficulty 6, when
the vampire attempts combat or other particularly de-
manding activities. Each success allows her to engage in
the task for one turn; when she’s used up the available
successes, she must roll again to continue. On failure, she
moves gently to the surface of the earth in a turn or two.
On a botch, she plummets-down or hurtles up to the
surface, taking a level of lethal damage along the way.

The vampire can follow the Chi line she moves with
wherever it goes without having to make fresh efforts at
attunement even as it moves through areas with different
Wall ratings. She cannot fly off in a direction of her own
choosing, but can also shift to new lines at any time. Make
a Dexterity + Chi Virtue roll against the new local Wall
rating. The vampire can continue Moving with the Earth
based on a single attunement for one scene.

Toe EremenTaL Seir

The vampire meditates and transforms his own sub-
stance into one of the five elements. His body retains its
general proportions, but no observer would mistake him
for a normal human being or even a normal shen.

System: Spend 4 points of Chi, in the proportions
indicated for each element, and 1 Willpower. Make an
Intelligence + Occult roll, difficulty 7, if the vampire is
not touching a greater-than-man-sized quantity of the
elementhe’s imitating; otherwise, no roll is necessary. All
forms let the vampire use his Stamina to soak aggravated
damage. The transformation lasts until the vampire chooses
to relinquish it or falls asleep.

Water (4 Yin). The vampire becomes chilly, dark
water. Any light falling upon his body is instantly ab-
sorbed, and loud sounds lose half their volume as they
disappear into the echo-less depths of the vampire’s
form. Anyone within arm’s reach of the vampire must
make a Stamina roll, difficulty 7, to avoid losing a point
of Dexterity as a result of the chill; this loss remains in
effect until the victim leaves the vampire’s presence for
a scene. Each time the vampire strikes someone, the
target must make the same roll again, and any target who
reaches zero Dexterity succumbs to cold, possibly devel-
oping frostbite and certainly losing consciousness. Me-
tallic objects striking the character take a point of
damage, in the form of suddenly appearing rust and
corrosion, each time they connect. The character can
dissolve into a man-sized pool and reform at will (each
transformation requires an action).

Metal (3 Yin, 1 Yang). The vampire becomes dark
blue or black polished metal, with highlights indepen-
dent of any illumination in the area. Lightning crackles
across his armored skin; anyone striking him with bare
skin or conductive (all metal) weapons takes 2 levels of
bashing damage for each turn they maintain contact.
The vampire does lethal instead of bashing damage in
hand-to-hand combat and can stake Yang-balanced
vampires with his bare hands (difficulty 9, three or more
successes needed to stake). By sustained effort, the




vampire can muster enormous strength: Wherever a feat
of strength like pushing down a barrier usually requires
earning the necessary successes on one roll, a vampire in
elemental metal form can keep pushing. Make an ex-
tended series of rolls, accumulating successes until reach-
ing the required threshold. On a failed roll, lose half the
accumulated successes, and on a botch, start all over
again. The vampire cannot engage in combat or tasks
requiring fine manipulation while shoving this way. A
vampire already using a Discipline that makes her nor-
mal combat damage lethal does aggravated damage with
this ability.

Earth (2 Yin, 2 Yang). The vampire becomes a
walking mixture of rock and gems. Whenever a weapon
strikes the vampire, make a roll against her Stamina,
difficulty 6. Each success delivers a level of damage to the
weapon through the shock of impact. The vampire can
clog any machinery or object with moving parts by touch-
ing it for a turn, summoning dust and dirt to jam its
mechanisms. (If the vampire jams a water wheel or blocks
an aqueduct chute from closing, the secondary effects can
be horrendous and widespread.) The vampire can also
raise brief clouds of dust or dirt within 10 feet of herself,
which last for one turn per point of her Willpower. All
tasks requiring clear visibility take a +2 difficulty penalty
for those within the cloud (or trying to strike into it);
liquids clot and condense, while fires choke and gutter
out. Any breathing creature takes two levels of bashing
damage, which can be soaked, from congested lungs.

Wood (3 Yang, 1 Yin). The vampire becomes an
animated mass of organic material: a tree-like sculpture of
himself, a mound of moss or whatever fits the environment
and his wishes. The vampire can make all plant life in his
line of sight visibly grow or wither. He can also stake Yin-
balanced vampires in hand-to-hand combat (difficulty 9,
three or more successes needed to stake). He can also
concentrate his will so as to make a chosen target succumb
to blight and disease. (Note that only mortals are yulner-
able to most diseases, although permanently Yang-unbal-
anced vampires can become carriers.) Make a Stamina +
Intimidation roll, difficuley 7. If successful, the target devel-
ops some wasting condition, taking one level of lethal
damage immediately and one more each day thereafter
upon awakening. The target’s player canmake a Stamina
roll, difficulty 8, each day; when the accumulated successes
match the number of successes on the disease-inducingroll,
the disease runs its course and stops. The vampire can
choose to change his manifestation and spread out into a
variegated clump of plant life and back into human form at
will (each transformation requires an action).

Fire (4 Yang). The vampire becomes pure white or
scarlet fire, radiating intense heat. Ranged attacks against
him are at +2 difficulty because it’s hard to targetprecisely
through the surrounding glare. At his discretion, the
vampire can set anything flammable on fire by touching
it. He can even try to send out a momentary flicker of fire
and heat sufficient for the task by making a Dexterity +

Broop &_:Su{

Athletics roll, difficulty 7. One success ignites paper and
the like; it takes 5 ormore successes to boil dry small ponds
or ignite thoroughly drenched logs. The maximum range
for such blasts is twice the vampire’s Willpower in feet.
The vampire does not have to test for wave soul when
using this effect, although those around him do. If he
botches the effort to manipulate fire, however, he auto-
matically falls into wave soul.

Tue Gobeoby orF FijRre

(GHosT-FiaMe Snintaj)

The Godbody of Fire deals with the elemental flames
of Chi. Mastery of the forces that normally destroy Wan
Kuei inspires both respect and fear, depending on how the
vampire uses his powers. Godbody of Fire can work with
both Yin and Yang fires. Yang fires burn white, yellow or
red, while Yang fires burn black, gray or blue.

Practitioners of the Godbody of Fire have an intimate
understanding of that element, which helps them sup-
press the P'o’s instinctive fear of flames. When testing for
wave soul triggered by open flames, the player of a vampire
with at least two dots in this Discipline gains a -2 difficulty
bonus on the Hun's roll. This applies only to wave soul
triggered by open flames.

Chi Attunement: Stamina

o Fire N ™HE E¥E

The vampire kindles Chi fire inside himself. [t shines
out not only through his eyes, but through his mouth and
even his ears; if he's wounded, small flames also lick out
through the wound.

System: The vampire can turn this power on and off
at will (doing so is a reflexive action). His bite does an
extra die of aggravated damage, and he can see in com-
plete darkness. By staring at a target for one tumn, the
vampire may attempt to inspire fear in others; vampires
must roll as usual to avoid wave soul, while mortals and
shen must make a Willpower roll, difficulty 7, to avoid
running in terror. The difficulty of intimidation-related
tasks is one lower than usual while using Fire in the Eye.

Fire jn THE Hano

The vampire can pick up fire and turn it into
elemental flame and can conjure fire out of nowhere by
an act of will. She can also command nearby fires to
move any way she wants, sending pyrotechnic sparks
anywhere she can see and shaping flames into patterns
that last as long as she concentrates on them.

System: Spend a point of Yin or Yang Chi. The
vampire can transform or create enough elemental fire to
formaball about three feet across; she can subdivide it and
recombine it at will. The vampire can spend more points
of Chi, though only one kind at a time, to create more fire.
Creating each Chi point of fire requires an action. The
vampire can wield this Chi fire as a weapon, using it as the
equivalent of any sortof melee weapon to inflict Strength
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+ 2 dice damage. Yang fire causes straightforward aggra-
vated damage from fire; Yin fire “burns” the victim's soul.
Damage burns away the victim’s Willpower, although her
player may soak with Hun or Self-Control. (See “Soul
Flaying” on p. 106 for more details.) The vampire cannot
be damaged by Chi fire she creates.

The vampire can also control normal flames within a
number of yards equal to her Yang Virtue. These move at
her will and can strike targets in combat. The player rolls
Dexterity + Yang to strike targets, and the flames do
normal damage for their size and intensity. The vampire
herself is not immune to the effects of flames she controls.

The vampire canattempt to blind a target rather than
damage it, with either Chi fire or manipulated normal
flames. Roll damage as usual. If the damage roll produces
more successes than the target achieves on a Stamina +
Alertness roll, the target is blinded for one turn plus one
additional turn per extra success.

The vampire can use summoned fires to enhance her
appearance. Doing so takes an action, but her Social
Attributes are effectively two higher than normal for
efforts at command, intimidation, interrogation, leader-
ship and the like, as long as she can maintain the flames.
Common enhancing manifestations include cloaks of
flame and flames from the eyes.

eoe Seir N THE FiRE
The vampire can merge with any body of flame that
occupies at least as much space as his body normally
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does. It takes on his own appearance and general propor-
tions, though it continues to crackle and ripple as flames
do. He can also infuse it with Chi to make it more
spectacular and dangerous.

System: Merging into or emerging from flame re-
quires no Chi, just a turn’s concentration. The vampire
takes a+2 difficulty penalty to all combat tasks during this
process. Once merged with the flame, the vampire can
move at his normal walking speed and can jump twice as
high or far as usual. He can pass himself from one flame to
another as long as he extends a connecting prominence.
Doing so requires a turn of concentration, and the promi-
nence has a maximum range of a number of yards equal to
his highest Chi Virtue. The vampire can remain in the
flames until he goes to sleep.

In hand-to-hand combat, the vampire does damage
based on the fire he has become, not any actual impact.
The player must still roll to hit, but damage is based on
how much fire the target is exposed to. A simple strike
is equivalent to being hit by a torch, while a full tackle
is equivalent to being stuck in a raging inferno. Victims
lucky enough to be able to soak damage from fire face a
difficulty of (5 + attacker’s Godbody of Fire). The
attacker’s player can spend a point of Yin or Yang Chi to
make the flame his character occupies take on an el-
emental form; it does an extra level of aggravated dam-
age and increases the difficulty of resisting wave soul for
nearby Wan Kuei by +1. (See Vampire: The Masquer-
ade, p. 227, for full rules on fire.)
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The vampire’s player can also spend a point of Chi to
toss off aseparate spark of firewith the range and accuracy
of a regular thrown knife. Such a spark does a single level
of aggravated damage with a soak difficulty (if appropri-
ate) of (3 + attacker’s Godbody of Fire).

i 4 Drajujng mHE FiRe

The vampire turns herself into a conduit from the
material world into the spirit worlds. She draws nearby
flames iinto herself, redirecting them beyond the Wall
where they dissipate harmlessly. She can read traces, both
in current flames and in their ashen remains, of impres-
sions picked up by the spirits of fire. With care and
practice, she can extract useful images of past events that
occurred around the fire.

System: To extinguish flames, spend a point of either
sort of Chi. The vampire must concentrate fora turn. Roll
Stamina + (appropriate Chi Virtue) against a difficulty of
the local Wall rating. For each success, the vampire can
reduce the heat (and associated soak difficulty) of a
nearby fire by one. The fire must be within a number of
yards equal to the character’s appropriate Chi Virtue; if
the vampire cannot see the fire, add 2 to the difficulty of
the roll.

The vampire shunts the fire across the Wall into the
appropriate spiritual realm (Yin or Yang). In the Yang
World, flames generally merge with the ambient raging
Yang, while they sputter and die in the cold Yin World.
This is generally harmless, but at the Storyteller’s discre-
tion, such sudden gouts of flame across the Wall may
attract spirits to the vampire.

Example: Dei Burukusi has Stamina 4 and Yang Chi 3.
She’s a few feet away from a burning inn, within which people
she cares about are trapped. The local Wallratingis 5 . She gets
five successes. The blaze has a soak rating of 8, thanks to all
the extremely flammable components of the building. Dei’s five
successes reduce it to a soak rating of 3, equivalent to a candle.
Most of the five’s gone out, leaving flames still active only in the
most combustible parts of the building. A great gout of flame
- courses into the Yang World, perhaps attracting the attention
of a fire spirit.

For the vampire to extract impressions out of a fire,
she must concentrate for a turn. The playerspends a
point of either Yang Chi (for a fire still burning) or Yin
Chi (for ashes) and rolls Perception + (appropriate Chi
Virtue) against a difficulty of the local Wall rating.
Each success shows the vampire a momentary glimpse
of the area as it was at some point when the fire was
burning. The first impression is almost always the
moment when the fire started; the second, the moment
of its extinguishing. A vampire who hopes to see some
particular period of time faces a more difficule chal-
lenge. Raise the difficulty by 1 fora broad period of time
like a particular night and by 2 or even more for a
specific hour or minute.

Iuonl;&u:

The Terperep Soul

The vampire draws upon his unity with fire to gain
supernatural protection from both fire and sunlight.

System: The vampire can resist damage from fire and
sunlight twice as long as usual, with no upper limit. In
addition, the “timer” resets when the character spends
one turn per permanent Yin Chi indoors. Thus a charac-
ter with Stamina 5 and Yin Chi 3 could spend four
minutes in direct sunlight, then three turns indoors, then
another four minutes outside and keep this up all day.
Each point of Yang Chi the vampire spends to extend his
period of safety in daylight adds two turns of protection
rather than one. Even when damage does begin, it takes
effect more slowly. On the first turn of exposure, the
vampire loses a Health level. Next turn, he loses a level
from each of his Physical Attributes. Next turn, he loses
alevel of Appearance. The turn after that, he loses a point
of temporary Yin Chi. This cycle repeats as long as he
takes damage.

The vampire also gains a +2 bonus for resisting wave
soul triggered by sunlight. See p. 106, for the details on
sunlight’s usual effects during the Fourth Age.

The Gobsopy or MeraL

(Bone Swuinta;)

The Godbody of Metal deals with the transformation
of one’s self (and eventually the environment) into some-
thing inhuman, purging the qualities of life in favor of
lifeless hardness and purity.

Chi Attunement: Stamina

® The Brjour MeTaL Serr

The vampire concentrates Yin energy within himself
and takes on a metallic sheen. Skin becomes much more
resistant to damage without giving up flexibility.

System: Spend one or more points of Yin Chi. The
difficulty of all social tasks rises by.one. Each point of Yin
Chi spent gives the vampire two extra Bruised health
levels. The effect lasts for one scene. Half of whatever
damage remains in the extra levels at the end of the scene
remains; careful vampires attend to healing while still in
Bright Metal Self.

°e  Merar Wirnin

The vampire replaces portions of his body with metal
constructs. It takes a full night without major distractions
to make the replacements, and it is exquisitely painful.

System: No roll or Chi expenditure is necessary to
install a modification, although the vampire must have
access to properly forged metal pieces. Every modifica-
tion requires Yin Chi to function. When the vampire
wakes atdusk (regardless of whether he is black or scarlet
cycled), the player must spend one Yin Chi for each
modification. If the vampire lacks enough Chi to acti-
vate his modifications, those unpowered tap into the
vampire’s own being, doing a level of lethal damage
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each. Once modifications have been activated (with
Chi or health levels), they are considered part of the
vampire’s body for the rest of the night; other Disciplines
and techniques that transform or transport the vampire
will carry the modifications at no extra cost.

The vampire can force a modification into quies-
cence fora night. The vampire concentratesfora turn and
the player rolls Stamina + Yin. If the roll succeeds, the
vampire loses the use of a modification as it melts out of
sight beneath his skin. The suppression inflicts two levels
of bashing damage if there’s only one success, one level of
damage on two successes and no damage on three or more
successes. By spending a point of Willpower, the player
can automatically force a modification into quiescence
without any damage. The vampire can summon up a
suppressed modification at any time, although doing so
requires an action (but no roll).

Unless circumstances warrant otherwise, the player
suffers a +1 difficulty penalty on all social rolls if any
modifications are visible. Removing a modification takes
two undisturbed nights of effort and inflicts two levels of
aggravated damage in the process.

Common modifications include:

e Talons: The vampire’s fingers end in razor-sharp
iron blades, several inches long. They do Strength + 2
dice aggravated damage. All fine manipulation tasks are
at +2 difficulty, but climbing is at -2 difficulty if the talons
can dig into the surface being climbed (useful for rock
faces, not for ropes).

e Blade: The vampire turns one forearm and hand
into a two-foot-long sword. It does Strength +3 dice

aggravated damage and can parry melee attacks. The

vampire can’t use it for anything else, however (unless it
is suppressed).

* Armor: The vampire replaces his skin with thin
metal sheets. The armor adds one soak die per point of

the vampire’s permanent Yin Chi for lethal and bashing

damage; it does nothing against fire or sunlight, but
provides one soak per two points of permanent Yin Chi

(rounded up) against aggravated damage from super- -

natural attacks.

¢ Stance: The vampire manipulates his skeleton into
a new form. He can gain or lose six inches of height and
adjust bones close to the skin so as to change hisappearance
(though not finely enough to imitate someone else). The
new form is permanent; to adopt a new appearance, the
vampire must remove the existing Stance modification and
then add a new one. If the Stance is intended to provide
extra stability, any knockdown attack against the vampire
suffers a +2 difficulty penalty.

¢eo e Darg MeraL SeLF

The vampire channels Yin Chi so as to make herself
collapse into a wire-like, nearly invisible form.

System: Spend apoint of Yin Chi (to transform only
the vampire’s own body) or two points of Yin Chi (to
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transform clothesand light personal possessions as well ).
The vampire becomes literally a wire figure of a human
being, capable of moving at her normal speed and of
passing through any opening that can accommodate the
width of a wire. The wire is a concentrated manifesta-
tion of Yin Chi, very dark and hard to notice: It takes
success at a Perception + Alertness roll, difficulty 6, to
notice the Dark Metal Self in broad daylight. The
difficultyrises to 7 for bright indoor light and to8 oreven
9 for darker conditions. Make a Dexterity + Subterfuge
roll for the vampire to move in ways that take advantage
of available cover and shadow; each success on this roll
adds one to the number of successes would-be spotters
must achieve.

The vampire can use herself as a whip, doing normal
damage. A player whose character wishes to strike at an
affected vampire must make the above spotting roll, with
a -2 difficulty bonus if his character is the target of one of
the affected vampire's attacks. Once spotted, the vampire
using Dark Metal Self still gets +2 to her Dodge rating.
Outside combat, she can extend herself out for three yards
per point of her Yin Virtue.

The vampire can also merge herself with any metal
object larger than hernormal form. She resumes her usual
appearance, but moves within the metal and has its
resistance to damage. (Mental and spiritual attacks work
normally.) It takes a turn to merge with or emerge from a
piece of metal, during which time all combat-related tasks
are at +2 difficulty.

The Dark Metal Self lasts for one scene.

Merar Rajn

The vampire transforms some of his own self into
small, needle-like shards of Yin-infused metal. They at-
tack everything in the area, chilling the air as they pass.

System: Spend 2 points of Yin Chi. The vampire
exhales and creates a cloud of metal rain filling a sphere
10 feet across. Evetyone and everything in the cloud,
other than igs'creator, takessix dice of aggravated dam-
agé. The cloud thendissipates. The vampire may exhale
very shallowly and make a Dexterity + Athletics roll,
difficulty 6. If it'succeeds, the vampire catches the
needles on hisskin. Theydo one level of bashing damage

“to him' but lie quiescent until heichooses to flex his

muscles. Then they erupt as if he’d just exhaled them. If
they’re still present when he goes tosleep, they dissipate
without further effect.

The vampire can also make a more targeted atrack. It
takes a single point of Yin Chi to spita nearly invisible
dart with the same range and damage as a thrown knife.

seees Yy MeraL SouL
The vampire joins her spirit with the darkest aspects

of the Yin World, transforming her body into a solid
sculpture of itself, made out of dark substancesalien to the

- mortal world. Her body turns a dull gray, shot through

with black crystals that moan softly when touched. Her
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eyes become empty holes into the Yin World. Derange-
ments and other psychological disturbances become mani-
fest as distortions to her form.

System: Spend 5 points of Yin Chi. It takes five turns
to make the transformation, which lasts for one scene.

The vampire’s Appearance drops to zero. She gains
two points of Strength and Stamina and adds her Yin
Virtue to soak bashing and lethal damage. She can de-
velop any of the features of Metal Within if the player
succeeds in a Willpower roll, difficulty 7, and can banish
them at will.

While using Yin Metal Soul, the vampire can attack
Yin creatures in the Mirror Lands as if they were present
physically (and they can strike at her as if she were in the
Yin World). She can cut off parts of herself to offer gifts of
Chi, giving up apoint of Yin Chi but suffering no physical
damage and allowing the receiving spirit to gain a point
of Yin Chi.

The vampire can stare at a target, drawing attention
to the windows inta the Yin World that are her eyes. Make
a contested roll of the vampire’s Willpower against the
Willpower of the target. If the vampire wins, the target
must make a wave soul check; the difficulty is 6 for most
creatures, 7 for those in temporary Yang imbalance and 8
for those in permanent Yang imbalance. The vampire can
make a Dexterity + Performance or Manipulation +
Expression check to catch targets' attention; each success
on that roll (difficulty 7) adds a die to the ensuing
Willpower roll.

The Yin metal the vampire becomes is extremely
toxic to living creatures, In addition to any normal
hand-to-hand damage (including Metal Within bo-
nuses), the vampire does one level of aggravated damage
for merely touching a living being, a materialized Yang
spirit or a permanently Yang-unbalanced Wan Kuei. If
the vampire grapples or holds such a target, she inflicts
this level of aggravated damage each turn, in addition to
any other damage.

Tue Gobeoby oF Wmn
(BLoop SHjnTaj)

The Godbody of Water brings the vampire into
harmony with the principle of water: ubiquity, change,
quiet. Students of this Discipline learn to draw on Chi to
transform themselves in ways that break down the bar-
rier between self and world and make themselves ame-
nable to change.

Chi Attunement: Strength

e Commanp orF Fiow jN Seir

The vampire manipulates all the liquid parts of his
form. While he can’t actually make solid features like
bone flow, he can adjust blood and the other fluids inside
hisskin. He can flatten out parts of his body by withdraw-
ing fluid so as to squeeze through small places, and extend
his reach through fluid expansion in key points.

Bioop & Sjix

System: Spend a point of either type of Chi to
activate any of the benefits of this technique. Both dis-
tending and compacting make it easier for the vampire to
absorb damage; make soak rolls at difficulty 5.

The vampire can attempt to flow through any space
more than six inches wide; make a Dexterity + Athletics
roll, difficulty 6 for a space 10 inches wide, plus 1 for each
inch narrower. (The Storyteller may adjust the difficulty
for time spent preparing, constraints or openings in other
dimensions and other factors as appropriate.)

To disguise himself, the vampire must spend at least 10
minutes perdotof Appearance in his new features. (Raising
Appearance beyond his native condition is difficult and
adds an hour per dot.) It requires a resisted roll of an
observer’s Perception + Empathy against the vampire’s
Stamina + Subterfuge for anyone else to recognize the
vampire. If the vampire's new Appearance is higher than
his usual form, make the Stamina + Subterfuge roll at
difficulty 8. The disguise lasts an entire scene.

Cormanp orF Fiow jN OrHERS

The vampire can reach out through force of will to
alter the flow of flesh and fluids in others. It’s hard to
perform fine manipulation of the sort she can easily work
with Command of Flow in Self.

System: The vampire must touch her rarget, spend
a point of either type of Chi and roll Perception +
Medicine, difficulty 7. The effects depend on the
vampire’s point of contact and intent.

The vampire can help the target’s own body channel
Chi effectively so as to boost healing. Each success on the
Command of Flow in Others roll halves normal healing
times. If the target is in the process of fighting some
extended disease or other intruder in the body, add 1 to
the target's effective Stamina for each success on the
Command roll for the duration of the particular infection,
poison or other problem. The vampireneed not continue
to touch the target throughout the healing process; she
simply “jumpstarts” the it.

Conversely, Command of Flow in Others may be used
to inflict harm on a target. A touch to the body lets the
vampire introduce turbulence into the target’s circula-
tion. The victim feels racking nausea, pain and disorien-
tation; the suffering lasts for one turn per success on the
Command roll, minus one turn per success the victim'’s
player gets on a Stamina roll, difficulty 7. A touch to a
limb paralyzes that limb. A touch to the torso or chest
throws the victim’s heart into erratic spasms and adds +2
to the difficulty of all physical tasks for the rest of the
scene. The victim can spend a point of Willpower to
negate the penalty for one turn.

If the mortal botches the Stamina roll for a torso
touch, make a second Stamina roll. A second botch
indicates a fatal heart attack. A mortal who botches the
Stamina roll against a limb touch damages it in the force
of initial spasm, suffering one level of bashing damage.
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Finally, a touch to the face lets the vampire adjust her
target’s features. The target must be immobilized or coop-
erating. It takes 20 minutes per dot of Appearance to
make the necessary changes, plus two hours per dot over
the target's normal Appearance. Others attempting to
recognize the target must get more successes on a Percep-
tion + Empathy roll, difficulty 6, than the target’s player
gets ona Stamina + Subterfuge roll, difficulty 7 (difficulty
9 if the Appearance is artificially high). The target’s
player can’t accumulate more successes on the Subterfuge
roll than the vampire using Control of Flow in Others got
on the original Control roll.

e oo Tie Sur or Warnr

Every aspect of the vampire’s physical form becomes
fluid and malleable, though it retains its normal appearance.

System: Spend a point of Yang Chi. For the next
three turns, the vampire dodges all attacks with his full
dice pool; he suffers no penalty to dodging no matter what
else he does. The vampire can choose to concentrate on
defense, giving up the option of attacking. In this case,
make Dodge rolls at difficulty 5 rather than 6.

The vampire can alter his dimensions (though not
his total weight) to flow through constrictions; this
requires a Strength + Yang roll, difficulty 7. Doing so
takes one turn.

In addition, the vampire can merge with any body of
liquid large enough to hold him. He becomes a vampire-
sized portion of that liquid, sharing its substance, while
retaining his physical dimensions and appearance. It
takes a turn to merge with or disengage from the liquid;
any combat actions he rakes during the process are at +2
difficulty. While in the liquid, he takes no damage from
physical attacks until the surrounding liquid is boiled
away or otherwise removed. Mental and spiritual attacks
function normally at all times.

Tue kalun

The vampire commandsthe Chi in her own blood or
some nearby liquid to turn into a whip-like weapon.
Lashes powered by Yang Chi pulse with red fury, while
lashes powered by Yin Chi shine with icy black hunger.

System: Spend a point of either Yin or Yang Chi. The
vampire can slit her own wrists to extrude a lash of blood
or spit to transform blood and saliva into a lash. The
vampire can also touch any body of liquid of at least a
quart and command it to form a lash. In any event, the
lash extends four feet per dot of permanent rating in the
type of Chi the vampire spent to-create the lash. Roll
hand-to-hand combat as usual; the lash can perform any
combat maneuver its creator knows. It strikes for Strength
+2 dice of aggravated damage; it can also inflict Strength
dice of bashing damage and then ensnare the victim. For
the target to escape, the victim’s player must accumulate
three or more successes in aresisted roll of Strength versus
the lash creator’s permanent rating in the type of Chi used
to form the lash (both rolls at difficulty 6).
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Tue Sﬁm. TipE

The vampire draws on the elemental force of water to
erode elements of her own soul or of others’, exposing new
features. These changes are usually temporary but can be
made permanent with sacrifice.

System: The vampire concentrates for four turns, and
then, the player spends two Chi and rolls Manipulation +
Meditation, difficulty 8. For each success, the player can
do one of the following:

® change her character’s Hun Nature;

® change her character’s P’o Nature;

e change her character’s Direction;

e move one dot within her character’s Social At-
tributes (raising Manipulation one dot and lowering Cha-
risma one dot, for example);

¢ move one dot within her character’s Chi Virtues
(raising Yin and lowering Yang or vice versa); this does
not affect current temporary Chi levels and can cause or
change imbalances, both temporary and permanent.

These changes remain in place until the vampire goes
to sleep. A change can be made permanent by spending
three points of permanent Willpower per change.

The vampire can attempt to induce changes in will-
ing targets. She must be touching the target to doso. The
system works as above, except that the difficulty is 10.
Permanent changes are impossible in others.

Lifesight reveals changes to Attributes, Hun Nature
and Yang Chi; Ghostsight reveals changes to Direction,
P’o Nature and Yin Chi. Observers can see that part of the
target’s soul has been changed but not what the previous
condition was.

Tue Gobsoby oF Woob

(Fiesu SHinTaj)

The Godbody of Wood teaches the vampire to culti-
vate himself as a sort of garden and to merge his will with
the living things of the world around him.

Chi Attunement: Dexterity

® PRUNJNG THE SELF

The vampire begins to cultivate the garden of self,
treating her body as an object to be adjusted to suit her
vision rather than something defined and immutable.

System: Detaching a body part requires a simple tug
to remove it. The discarded part lies inert but undamaged
for up to one hour per point of the vampire’s Willpower,
then dies; the vampire can reattach it at any point but
must heal back three levels of lethal damage as she
reattaches the dead limb. She can also choose to let it lie
and regenerate it later; this takes 10 nights (20 if she is Yin
unbalanced), minus I night per point of permanent Yang.
(Note that the vampire cannot discard her head with this
technique nor try to grow a new one after decapitation.
She can remove her heart and become immune to staking,
but cannot regain Chi from flesh or blood until it is
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replaced.) The vampire may also choose to incorporate
living ordead plant matter into her body. Any such grafts
do no harm but retain their usual properties as far as
dealing with the rest of the world. Living material stays
alive as long as she pays an extra point of Yang Chi each
night upon awakening. A Wan Kuei with obvious grafts
is usually quite inhuman in appearance and so cannot
move among mortals without raising alarm:

TRANSPLANTING THE SELF

The vampire can rearrange his body at will.
System: Spend a point of Yang Chi. The vampire can
then rearrange his head, torso and limbs into any configu-
ration he wants. All parts work normally or as normally as
they can under the new circumstances. The change lasts
until the vampire goes to sleep; his body returns to its
normal arrangement as he sleeps.

o0 Tye \Vonun Qmm

The vampire can merge his substance with that of all
living plants and move through them freely.

System: It takes a turn of concentration to merge with
or emerge from plant life; during this transition, all combat
tasks are at +2 difficulty. The vampire enters the plant
realm with roughly his normal proportions and appearance
but seems to be (for instance) a design in flowers or topiary
rather than a figure of flesh and bone. The vampire can
move at walking speed through all living plant matter. He
can change his proportions with a Dexterity + Yang roll; he
snaps back to his normal proportions after one turn per
success. (Thus the vampire could follow vines and moss
into a building, but not pass through cut logs and the like.)
While inhabiting particular plants, the vampire can trigger
them to grow at twice or half their normal rate; this effect
remains active for a year after his passage.

Tue Virar Commanp

The vampire can leech vitality out of a target,
passing it into the world at large; the vampire can also
make vitality flow in, at the cost of damageto herself or
the world.

Buoop & Six.

System: Spend a point of Yang Chi and make a
Charisma + Yang Chi roll. If successful, the vampire can
inflict one level of lethal damage per success to a single
target within her line of sight (this damage can be soaked
normally). Targets killed in this way crumble to dust in
seconds. The withdtawn vital energy flows into surround-
ing plant life, which becomes visibly more vibrant and
healthy; any diseases currently afflicting the plants disap-
pear if the target takes three or more levels of damage.

If the vampire chooses to make energy flow into the
target, each success heals 2 bashing or 1 lethal level of
damage. It requires one point of Yang Chi per success,
either offered up voluntarily by the vampire or extracted

from nearby plants. Plants thus affected wither and gen-

erally die or develop peculiar diseases. The vampire can
use this power on herself. .

Tue Sparx oF I.ir!

The vampire can inspire life in inanimate objects.
These objects must made of wood, sap or other materials
harvested from living plants, and they must be made for the
express purpose of receiving spiritual essence. These ob-
jects are generally either crafted by a Wan Kuei for explicit
use with this technique or crafted by mortal artisans or
monks as religious objects meant to embody a natural or
universal spirit. Some ancestors ban the use of Spark of Life
on such objects, believing that they are reserved for Yang
(and even Celestial) spirits and to hijack them is to invite
retribution. Most Wan Kuei, swollen with pride, scoff at
these bans.

System: First, the vampire or someone else must
create a work of art to be animated. The creator must

achieve three or more successes on a Dexterity + Crafts

roll, or flaws make it impossible for the object to receive
1ts spirit.

Each point of Yang Chi the vampire spends gives the
object two Health levels and four dots'the vampire may
allocate among all attributes. The animated object begins
with the vampire’s own Hun and P'o Natures, Willpower
1 and 1 in each of the Soul Virtues. The vampire can
spendapointof Yang Chi to change the Natures or to gain

4 dots to distribute among Hun, P'o, Yin and Yang. The

object cannot have any Virtues higher than its creator
and begins with Acttributes reflecting its nature (a large
wooden statue mighthave high Strength and Stamina, for
example, while a small figurine could have, at most, one
dotof each) butne specific Abilities. The resulting object
isn't just animated but self-aware, possessed of its own
soul. It obeys the orders the vampire gives, even ones that
endanger itself; over time, it also develops motives of its
own, which it seeks to act upon when not ordered other-
wise. It can learn Abilities like any other sentient being.

Every time the newly animated soul botches a
Soul Virtue roll, its P'o gains a point of strength. Over
time, such things inevitably become corrupt even
w1th regular purging.

j
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Theanimated object retains most of its origi-
nal properties: Objects made of some liquid, for
instance, can retain a solid form for no more than
one minute per point of Willpower per day, while
objects carved from hardwoods have extra levels
of soak. Vitalized objects wake and sleep at the
same time as their creator, no matter how sepa-
rated they become.

RjTES OF THE
FourtH AGE

Rites are a critical part of Wan'Kuei exist-
ence. Many rites draw on the powers of Heaven
and the Ten Thousand Things, allowing the
Hungry Dead to tap into mighty energies. Other
rites are not “magical” as the West would under-
stand it but, instead, mark important moments
and events. Nevertheless, the spirit world takes
notice of these events, and news spreads through
the gossips of the spirit courts, meaning that
those who celebrate an event or pronounce a
suspect akuma can expect that their elders will
soon learn the news. The Wan Kuei treat both
these sorts of rites as the same field of inquiry —
it is as proper and important to commemorate
adding a new member to a wu as it is to ask
heaven to strike down one’s enemies.

Access torites is tightly controlled. Not every-
one should know how to write petitions to the
compass points. Vampires who wish access to ritu-
als must either find a court official or a private

~ citizen to teach them (see “Favors and Prestation”,

p. 117), or else become an apprentice ritualist.
Storytellers should keep in mind that the player’s
characters are not the only people out there trying
to learn these secrets. Masters of Wan Kuei ritual
magichavebeen besieged forcenturies by legions of
hopeful apprentices ranging in‘age from Running
Monkeys to mandarins, not to mention the catspaws

. of jealous rivals and would-be akuma seeking to

sack their libraries for forbidden lore. They have

seen and heard it all, and their apprenticeships are
grueling, arduous and designed to weed out all

thosé not genuinely interested in doing the job. In
short, learning rites, particularly powerful ones, is
usually a difficult and expensive proposition.
Also, rites are difficult — as difficult as
becoming a doctor or master of the classics.
Unless the instruction is to be entirely oral (a
highlyunlikely proposition), the pupil must know
kaja script so he can read the proper texts. In
addition, many rites presuppose an extensive
knowledge of astrology, cosmology, philosophy
and alchemy. Storytellers should feel free to limit
characters with low or nonexistent Academics,
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Science and Occult skills from learning Rituals past one
ot two dots.

Access to rites may also depend on Dharma. The
various Roads Back have rituals developed by members of
the faith for use in furthering the Dharma’s goals. Most are
of limited interest to anyone not pursuing the Dharma.
Others, particularly the more powerful ones, are secrets of
the faith. Learning them is problematic, and demonstrat-
ing the ability to use them around the wrong eyes is
exceedingly ill-advised. Some particularly powerful ritu-
als are said to be guarded by spirits and ministers of
Heaven who prevent their misuse, while others are said
not to work for vampires not of the proper Dharma or to
misfire with fatal consequences. If this is the case and not
just rumors circulated to protect these rites, no one has set
down a commonly available record of it happening.

"I'ur: Cost oF LearNjNG

Aside from the cost of the prestation and hono- *
“ rarium, rites have some other costs associated with
them. It takes about a week of careful study per level
to learn the rite well enough to practice it (possibly
several weeks if the character is receiving oral train-
ing). Storytellers may also choose to require aplayer to
pay one or two experience points per level of the rite
to learn it, if they feel that the in-game costs are not
enough of a limitation.

GeneraL Rjres

Skilled ritualists across the Dharmas and courts prac-
tice the following rites. They are less well-guarded than
Dharmic rites, but still require a great deal of study. All of
the rites described on pages 127-131 of Kindred of the
East are also in use during the Fourth Age.

Broop Preservatjon (Lever One RyTE)

The Chi remains in blood or flesh only until the
process of decomposition begins. In warm climates, this
usually means that the vital forces flee by the end of the
night. For Wan Kuei, who are much more reliant on
coercive feeding than Cainites, this can be a serious
liability. This simple ritual was devised in the earlydays
of the Fourth Age, when young vampires began to need
an unclean diet of fresh blood. Since then, an art
equivalent todistilling has developed, creating bloods of
fine flavor and with intoxicating qualities. This blood
distillation is frowned upon by most elders (at least in
public — many are said to partake in private), but it has
nevertheless developed into quite a sophisticated pro-
cess. Blood Distilling is available as a Crafts Skill, and
there are more powerful and specialized versions of this
rite up to and beyond level 5. However, these differ
primarily in palatability — blood created with this
simple rite seems very flat and slightly “off.”

System: The ritualist mixes the blood and the necessary
ingredients (primarily anextract of ginseng and aconite) and

T
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performs this 30-minute rite over them. At the end, the
player makes an Intelligence + Occult roll, difficulty 7. Each
success indicates on blood point preserved. Preserved blood
is approximately one pint in volume per point and must be
stored in a sealed, airtight container or it will spoil within a
few days. The “flavor” of the blood, Yin or Yang, is set by the
herbs and incantations at the time of preservation and
cannot be changed thereafter. There isasecond level variant
of this rite for storing Yang healing potions the vampire
creates for use by mortals, which omits the aconite, cinnabar
and other poisonous materials.

Bjnpjng Goobps (Lever Two Rje)

Wan Kuei are protean creatures, prone to changing
their forms, sprouting spikes and growing to several times
their normal size. Obviously, this can be make the matter
of maintaining a dignified appearance difficult, to say
nothing of the problems of holding onto valuable equip-
ment during these many changes. Binding Goods is a
magical rite by which the vampire “attaches” clothing
and harnesses to herself, so that they accompany her
through any changes she makes. While clothing and belts
and so forth may change size, the items attached to them
do not. A jina’s treasured belt-knife may not fall off when
his clothing tears apart as he grow into his Godbody of the
Demon, but neither will it grow to the size of a longsword
to match his newly gigantic hands.

System: The vampire must perform a night-long rite
over the items to be bound to her person, at the end of which
they are harmonized with her spiritual energies. They will
change tofit her, no matter what shape she assumes, and will
disappear completely if she assumes an animal shape or a
shape which otherwise cannot utilize them. Also, if the
vampire pierces or shreds them while assuming a new form,
the clothes will be whole again when the vampire returns to
her normal human shape.

A vampire can only have as many items bound to her
as she has points of Hun, and this “capacity” cannot be
reclaimed without the destruction of one or more bound
items. A popular way to humiliate one’s rivals or enemies
is to steal their bound goods and secret them somewhere
remote or dangerous.

Stoking THE DeMon’s Fury

(Lever Three RjTE)

The P'o is the curse of the Wan Kuei. Though they
have learned to draw strength from it, it is unfortunately
quite lazy. Those vampires dependent on the Demon Arts
are at the merey of the P’o, as its erratic thythms dictate
when they may use these Disciplines. This rite was devel-
oped as away to speed the Demon’s often agonizingly slow
return to power. While far from perfect, it is better than
waiting day after day for the P'o’s power to grow.

System: The vampire meditates for three hours, prod-
ding the demon and focusing the Hun's own righteous
anger. At the end, the player makes a Stamina + Medita-
tion roll, difficulty 9. If it is successful, the vampire may
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convert any number of points of temporary Willpower
into Demon Chi, so long as the amount converted is not
greater than his Meditation rating and does not make his
Demon Chi exceed his P'o rating. The P'o then receives
an immediate roll for shadow soul. If more temporary
Willpower is converted than the yampire has Hun, the
difficulty of the P'0’s shadow soul roll is reduced by one per
additional point.

CROWN/NG THE ANCESTOR
(Lever Seven Ryre)

Among the Wan Kuei, “ancestor” describes not just
a political position, but a spiritual state. The leader of a
court is not simply an appointed official; rather, he is
actually elevated by the efforts of the mandarins who put
him in office. This rite is composed of a grueling series of
tests, where the prospective ancestor demonstrates not
only his knowledge and wisdom but also his power and his
domination of the P'o. When it is completed (if it is
completed — by no means all prospective ancestors make
the grade, and the latter stages of the test are quite fatal if
failed), the mandarins in question culminate the rite with
the enthronement of the ancestor, carrying him to his
throne in a palanquin borne on their own shoulders. This
rite requires the participation of at least a dozen manda-
rins, meaning that it is only performed in the most
powerful courts.

System: The actual tests vary from version to version.
Various courts and Dharmas have their own unique tests,
emphasizing variousdifferent abilities and strengths. When
several mandarins meet to select an ancestor, they gener-
ally mix and match the various pieces of the rites they
know to in order to get one appropriate for the situation
the new ancestor will inhabit. Aside from the scholarly
component, the tests invariably involve some sort of
combat, as well as at least one situation invelving a very
severe soul state roll of each type (shadow, fire and wave).

After surviving this rite, the ancestor gains several
benefits:

¢ She may store five more points of both Yin and
Yang Chi in her body than her Dharma level would
normally allow.

* She may spend one more pointof Chi per turn than
her Dharma level would normally allow.

* Her player’srolls to oppose a negative soul state are
decreased in difficulty by 2; however, as a side effect; she
cannot willingly enter fire soul.

* She may use Demon Chi to power Demon Arts and
burn raw Demon Chi without making a shadow soul roll.
Black Wind still requires a P'o roll each round to avoid fire
soul, however, but the difficulty is modified, as above, and
$0, is only 6.

These abilities last so long as the vampire continues
to exist— the only Wan Kuei known to have gained these
abilities and subsequently lost them are those who have
been remade as greater akuma or otherwise transfigured.
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This rite is rarer than it might seem — given its benefits
— because getting 12 mandarins to agree to support a
single ancestor is a difficult task indeed. Also, the rite is
very dangerous, not necessary to the Road Back and not
entirely a matter of skill and knowledge — the recipient
is to some degree subjected to Heaven’s scrutiny, and woe
unto those who conspire toreceive the August Personage’s
mandate of authority under false pretenses.

DeviL-TiGer RjTes

Dream orF THE Surrocaning Car
(Lever Two Ryre)

The Devil-Tigers often utilize supernatural methods
to punish sinners in subtle fashions. Moral lessons are
better driven home through the influence of seemingly
impersonal forces than through demons rending the flesh
of sinners, believe the Devils of Heaven. Through the use
of Dream of the Suffocating Cat, the victim is struck with
night terrors — dreams of suffocation thatleave the target
sleepless and weary.

System: The ritualist must have some part of the
victim — hair, nail clippings, blood and tears are common
choices. By making a facsimile of the target and perform-
ing a 20-minute rite over it, he sends very minor spirits of
wickedness to trouble her dreams. The target must make
a Stamina roll (difficulty 4) or suffer the effects of the
Nightmares Flaw and having failed his Willpower roll.
For every two nights the rite is repeated, the difficulty of
the Stamina roll goes up by 1, to a maximum of 8. If the
target sleeps on holy ground, is blessed by a priest or
otherwise takes shelter in an area free of negative influ-
ences (inside an area warded by the Harmonious Shield-
ing of the Sacred Haven rite, for example), she is safe from
effects of the rite for that night, but the difficulty of the
Stamina roll does not decrease.

Mirorjes oF TORMENTS UNEXPERJENCED
(Lever Four Rjre)

Through the use of this ritual, the Devil-Tigers in-
dulge in one of their favorite pastimes — torment —
without the difficulties involved in actually mutilating
the victim. By breaking into a residence and setting this
rite upon a sleeping victim, they “torture” the target all
night long, yet when the victim awakens, she finds that
nothing has happened. This sort of elaborate dream-
torture is a favorite among those who punish sinners,
though it hasseen use for other (generally erotic) purposes
from time to time.

System: The Devil-Tiger must stand beside the
victim and recite to himself a 15-minute mantra. Atits
conclusion, the victim is transported to a dreamscape
that the Devil-Tiger controls. Nothing that happens to
her there is real, and she cannot be killed, no matter
how badly she ismutilated. The Devil-Tigermay choose
to appear in the dream as himself, as another person or
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not at ally remaining the unseen mastermind of the
unfolding nightmare.

More than one vampire can participate in this rite,
sharing control of the dreamscape. All participating Devil-
Tigers must link hands around the body of the victim and
must know and perform the rite.

The vampires need not be visible during the rite,
and for the purposes of Chi expenditure to maintain
Disciplines; the entire period of the dream is a single
scene. The correspondence between time in the dream
and time outside it is chosen by the Devil-Tiger — the
victim can be tortured for days and wake up with but an
instant having passed, or she can have a terrible dream
of falling and wake up to find she spent the entire night
screaming in terror. If the rite is disturbed, even for a
moment, the dream endsand the victim almost certainly
starts awake. If the rite is brought to a natural close by
the Devil-Tigers, they can choose if the victim wakes at
that time or not. Repeated use of this rite at its most
intense can drive the victim to suicidal abuse of stimu-
lants to avoid sleep or cause a psychotic breakdown.

MierorjaL o THE MiERCjLESS MjNjSTERS
(Lever Seven Rjre)

This rite allows a Devil-Tiger mandarin to send a
memorial to Heaven, where it is received by the ministers
who deal with such matters as woe, punishment, pestilence
and pain. This document, essentially a formal petition, is
signed by the Devil-Tiger who wrote it (and possibly by
others, see below). If the ministers of Heaven agree with the
recommendations of the memorial, they may cause the
request to be fulfilled. If they are disinterested in the matter,
ordered to do otherwise by their superiors, if the matter is
beyond their purview or if the target has a powerful horo-
scope or allies in Heaven or the Yomi Realms, they may be
forced to simply ignore the memorial. If the request is
presumptuous or awkwardly phrased, the ministers (who
are touchy at the best of times) may choose to visit
Heaven’s wrath on those who presented the memorial, as
a lesson that the ministries of punishment and woe are not
to be invoked lightly. This rite is used only in the most
critical of circumstances— when a greaterakuma is abroad
in the land and cannot be put down by the usual means,
when a great dragon nest has been destroyed or when a
terrible sinner must be subjected to a punishment beyond
the capabilities of even the Wan Kuei.

Heaven ceases to acknowledge these memorials of
woe with the ending of the Fourth Age.

System: The author of the memorial, who also must
be the practitioner of this rite, must get five successes on
an extended Intelligence + Occultroll (difficulty 9) to get
the petition right. Each roll consumes about three to five
working nights. Once he has composed it, he must make
a Dexterity + Linguistics roll (difficulty 10) to write it
properly. Such missives are traditionally submitted in
kaja, and so, the ritualist must obviously be able to write
that language.

Bioop & Six.

This missive, essentially a formal petition, is best
accompanied by a large bribe of gem-quality jade. Both
are burnt in a fire of incense, charcoal and resin, and the
smoke carries the missive up to Heaven. Before sendingit,
the ritualist must make their chop-mark on the docu-
ment, and this causes him to permanently lose a point of
P’0 as he attaches a bit of his wickedness to the document
to lend it credence. Other Devil-Tigers may make their
chop-marks on the rite to show their support for the
measure (also losing a point of permanent P'o in the
process), but the marks of vampires below Dharma 6 are
unlikely to do much in the way of helping the document
gain celestial attention, and those of disciples are actively
injurious to the memorial’s chances. If the ministers of
Heaven wanted to hear what the Running Monkeys have
to say, they'd ask.

The actual effects of this rite are entirely up to the
Storyteller. If it works, the effects can be very bad indeed —
indeed, powerful almost beyond description. Mountains
can be uprooted, seas can be boiled, plagues and barbarian
hordes can be loosed upon the land. At other times, the
effect is more subtle, for the ministers would rather con-
serve their budget than spend it frivolously and have to go
begging to the August Personage for more. Regardless, if it
works, the effects are nigh-inescapable, and if it fails badly,
the retribution is likewise unerring.

RespLENDENT CRANE RjTES

Branpjng Tue Crivinar (Levir Two RyTE)

The Resplendent Cranes, like the Devil-Tigers, often
take itupon themselves to punish the unrighteous. Through
this rite, the Crane marks the forehead of someone she
believes to be unrighteous with a single character. The ink
is the Crane’s own blood mixed with powdered gold and
jade. Some Cranes perform this rite on the wicked as they
lie sleeping, and others use the Yin Prana and apply it to
them unawares. It is important, however, that the victim
not know they are marked, or else, they're likely to remove
the sigil before it has the desired effect.

System: The rite takes about 10 minutes and is
petformed over the blood, which is enough for one mark-
ing. The blood must then be used by the next sunrise. The
kaja character used is invisible to mortals but is perfectly
visible to shen, holy men and mediums. Regardless of
whether it is visible or not, it gives the viewer a distinct
sense that the victim is whatever is depicted by the
character (which must be negative). The character can-
not be detected by the victim and remains clear and
unsmudged until washed off with clean water — sweat
will not do nor will falling rain.

Common characters are those for jackass, rapist,
thief, murderer and so on. This usually results in a +1
difficulty to all social rells but can be significantly more if
the person can actually see the rune or detests whatever
the character represents. Likewise, it could be of no
consequence — someone in aden of brigands who thought
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his drinking partner was a rapist probably would neither
be surprised nor care.

juaQuisiTion oF THE PrYjNG MAaGjsTRATE
(Lever Turee RyTE)

Through the use of this rite, a Resplendent Crane can
inquire into the truth of a matter. By restraining a subject
(the subject can simply sit still voluntarily) and perform-
ing this one-hour rite over him, the target is rendered
unable to lie. He can choose not to speak, and he can
speak on other topics or not actually answer the question,
but while he remains seated or restrained, he cannot lie.

System: The ritualist must spend an hour performing
the rite, which involves incense, prayers and the symbolic
(or real) beating of the subject. The victim may be
tortured, subjected to the Obligation Discipline or other-
wise persuaded to talk and the rite will still function.
However, if he leaves his chair, the effect ends, so re-
straints are advised when the rite is used on unwilling
subjects. If the subject is a Wan Kuei, he may make the
usual P'o roll (difficulty 9) to escape mind control, and if
tortured, he may enter fire soul.

Purjrications oF Rjcz anp Garijc
(Lever Six Ryre)

Through the use of this powerful and closely guarded
rite,.a Resplendent Crane mandarin may, for a time,
become truly holy. Though this state is fragile, it is
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blessed. Creatures of wickedness cannot stand against
the vampire, and the Crane’s touch causes them grave
pain. It is said that those in this state who can meet the
Eye of Heaven while retaining their composure ascend
directly to Heaven. Of course, there is no real evidence
of this. With the turning of the Age, this ritual becomes
more and more difficult, until it finally ceases to func-
tion in the 1700s.

System: The Crane must have her internal organs
removed, save for the heart, diaphragm and lungs. Doing
this according to the proper ritual forms requires at least
10 cumulative successes on an Intelligence + Medicine
check (difficulty 8). One roll is permitted per hour, and
the process must be completed by sunrise. Obviously, the
vampire cannot do this herself.

In place of the absent internal organs, the vampire’s
body is stuffed with white rice fumigated in the most
expensive of incenses and garlic cloves upon which have
been carved prayers to the buddhas and the ministers of
Heaven. This process causes the vampire to take three
health levels of unsoakable lethal damage that cannot be
healed until the vampire’s insides are allowed to return to
their normal configuration. Carving the garlic requires 50
successes ona Dexterity + Crafts (Carving) roll (difficulty
8), though assistants can be employed, provided they are
properly purified during the work.

The vampire must then stay awake, meditating, all
through the daylight hours. This requires three Stamina




+ Meditation rolls: One at difficulty 7, one at difficuley 8
and one at difficulty 9. If all three rolls succeed, the player
must make a test just as if the character had reached an
auspicious occasion (see Kindred of the East, pp. 52-53).
If the P’o succeeds, the vampire immediately dies the
Little Death from aceumulated bodily and spiritual trauma
and experiences a concurrent act of blindness. It is tradi-
tional to burn the corpse after such failures.

If the vampire succeeds in the Dharma roll, she
immediately gains a form of True Faith. The player may
roll a number of dice equal to half the vampire’s Dharma
(round up) to repel wicked creatures as if the vampire had
the first level of Western True Faith (as described in
Vampire: The Masquerade, p. 272). The vampire need
not use a holy symbol to repel unrighteous beings, though
she must pray, gesture or otherwise indicate her displea-
sure. The vampire's touch also causes one level of aggra-
vated damage to any unrighteous being, in addition to any
normal hand-to-hand damage that might apply. Obvi-
ously, the vampire’s Faith does not affect herself.

Thiseffect lasts until the player fails a soul state roll.
While in this state, the vampire cannot perform internal
alchemy (as he has no internal organs) and so can only
feed by breath or osmosis. In fact, imbibing anything at
all is impossible, for the vampire has no stomach. Also
while in this state, the vampire cannot spend or gain

Demon Chi.
Snabow SonG Rjres

Bone-OjL Kjss (Lever Three RjTE)

Through the use of this rite, the Bone Dancer may
cause a ghost to fall in love with him. The effect is quite
strong, and for the duration of the rite, it is one of the
ghost’s prime motive forces. The vampire must perform
the several-hour rite over a small pot of so-called “bone
oil,” which is carefully distilled under the full moon from
bones, hallucinogenic toadstools and various other cem-
etery favorites.

He must then apply it to his lips and kiss the ghost.
The kiss need not be given willingly — it can be stolen or
forced — but it must be on the lips. The love waxes.and
wanes with the moon, ending on the new moon after the
kiss. Ghosts are quite wise to this power, which is often
used by Bone Dancers hungry for companionship or the
Yin Chi of the dead. Using it against those with powerful
connections to the government of the Yellow Springs is
ill-advised.

System: The vampire must make a Intelligence +
Occult roll (difficulty 8) to distill the bone oil. After being
kissed, the ghost must make a Willpower roll, difficulty 9,
or become deeply infatuated with the vampire. The more
successes the vampire makes on his Intelligence + Occult
roll, the stronger the infatuation. One success means the
ghost yearns for the vampire, three successes means she is
hopelessly smitten, and five successes means the ghost
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will do almost anything the vampire says out of hopeless,
helpless love.

In Wraith: The Oblivion terms, the ghost gains a
Passion.of Love (the Bone Dancer who kissed her) at a
level equal to the number of successes rolled. There is
enough oil in one pot of bone oil for one kiss, though some
Shadow Songs carry veritable arsenals of the substance

with them.

ReapinG The Leaves OF Wisbom
{Lever Four RjTE)

Bone Dancers often use fortune telling methods to
divine the deeper meanings of a conundrum. By means of
this short rite, the Bone Dancer can use bibliomancy
(divining by means of books) to read the future and to find
the true meaning of a matter.

The vampire performs the 15-minute rite over the
scroll or book to be used for divination, opens or unrolls
it to a random area and, with her eyes closed, puts her
finger down onacharacter. Traditionally, the bookshould
be written in kaja, with the Ki Chuan being the text most
commonly used. Other books are also used, even those
written in mortal tongues, but none of them have gained
the widespread acceptance of the Commentaries of Ki.

System: The vampire performs the 15-minute rite
and opens the book, placing her finger on one or more
characters with her eyes closed. These characters
comprise the oracle. The player makes a Wits +
Enigmas roll to understand its significance. One suc-
cess indicates the vampire gets a general feeling, three
indicates a good reading, and five indicates an excel-
lent reading, with a clear message and unexpected
insights into the situation.

If the Storyteller wishes, he may make up the “actual”
reading and give that to the player along with hints
depending on the number of successes achieved on the
Wits + Enigmas roll. Don't be cruel, however. The player’s
character is probably more skilled at interpreting obscure
symbolic messages than the player himself. Note that
using this rite to master a koan or teaching riddle is
defeating the purpose — the point of such riddles is not in
finding the answer but in the process of finding the answer.
At best, divining the answer will make the riddle empty
of worth. At warst (if, for example, the student is scolded
by his mentor for treating his enlightenment in such a
cavalier fashion), it can constitute an act of blindness.

The RjgurEOUS HUNT (LEVEL SiX RjTE)

The Bone Dancers, like the Resplendent Cranes,
safeguard thesanctity of theancestors. Unlike the Cranes,
however, they do not often act directly against those who
belittle or ignore the departed. Instead, they allow the
spirits of the Yin World to handle such matters of disre-
spect themselves.

This rite marks the target for the attentions of kuei,
unrighteous ghosts and other unclean Yin spirits. The
exact effects vary, but they can include ghastly wasting
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sicknesses, terrible sanity-threatening nightmares or sim-
ply a horrible and inexplicable death at the hands of a
brutal unseen assailant. Bone Dancers do not inflict this
punishment lightly, reserving it only for those who com-
mit what they see as the most serious acts of wrongdoing
— defiling a graveyard or ancestral shrine, the burning of
libraries and the persecution of legitimate scholars and
seekers of knowledge.

System: The ritualist must actually mark the victim
or her household with a mixture of bone oil (see Bone-
Oil Kiss, above), grave earth and the ashes of a carefully
written denunciation of the victim's crimes. This rite
takes about 30 minutes and must be performed in the
victim'’s presence or in her household. Luckily, the rite
is slow and subtle enough that it can be performed under
the shelter of the Shrouded Moon (Yin Prana *).

The actual effects vary depending on the type of
spectres and kuei that are attracted to the victim, but
being the target of several wicked ghosts is never pleasant.
Prayerand magic can bar the ghosts from the area, but this
only angers them. The mark lingers, even in death, and if
the victim dies and passes into the Yellow Springs, her
existence will be forever troubled by the depredations of
unrighteous Yin spirits. The only way to remove the mark
of the Righteous Hunt is to atone for the wrongdoing,
which any medium or exorcist will be able to divine the
general nature of (if only from the blood-curdling insults
hurled by the evil ghosts circling the victim). Otherwise,
the subject will be the target of supernatural evil for the
balance of her (probably greatly abbreviated) life.

THousanD Wuisrm RjTes

Tue Rjruar or e juvisiBLe Mask.

(Lever Turee Rym)

The Thousand Whispers are master shapeshifters.
This ritual represents theirmost basic form of shapeshifting
— the ability not to change your shape but to deceive
others into believing that you have done so. The vampire
performs an elaborate ritual, dressing in a set of garments
and a mask which represents a caricature of the identity
the vampire wishes to assume. Until the mask is removed,
non-shen who see the vampire will mistake her for the
identity she has assumed. Awakened beings are not so
easily fooled — they may make a Perception + Alertness
check (difficulty 6) to penetrate the disguise, and shen
using any form of preternatural senses automatically see
through the mask.

System: The rite to assume the identity takes almost
an hour and includes a large number of psychological
exercises calculated toallow the Wise Centipede to adopt
the role more fully. While in her disguise, the vampire
does not appear dead (though she may appear ill if Yin-
aspected), but she isstill cold to the touch and cannot eat,
have sex or otherwise perform mortal activities if she is
normally unable to do so. Those beings who penetrate the
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vampire's disguise see her for what she is: a vampire in an
elaborate costume.

Each identity assumed must be unique: The vampire
cannot share clothing and props between identities, While
the vampire has an identity while in costume (meaning if
she goes about in her garb night after night, people will
recognize her as the same person every night) this rite
cannot be used to imitate a specific, actual person who
already exists.

w;snou oF THE SpirjT Ways
(Lever Five RjTe)

In the course of wearing their many lives, the Thou-
sand Whispers must be able to assume any role. While
shape can be easily changed, knowledge and memory are
much more difficult to obtain. To gain the knowledge
needed to don their next mask, elder Thousand Whispers
take time between lives to travel in the spirit courts of the
Yang Realms. There, the vampires learn essential skills at
the knees of the spirits. Not only does this allow them to
gain new understanding and skills critical to their next
“incarnation,” it is also a source of wisdom and self-under-
standing, of internalizing the lessons of the existence they
so recently abandoned. It is from the denizens of the Yang
Realms that most elder Thousand Whispers learn the
unanswerable and paradoxical riddles they use as medita-
tion tools.

System: This rite is particularly elaborate, taking
several days. The vampire undertakes ritual funeral prepa-
rations and then “dies,” taking the Little Death in a
ritualistic fashion which prevents it from constituting an
act of blindness. Her body serves as an anchor to attach
her to the Middle Kingdom, and if it is destroyed, she is
lost forever — thus, the Thousand Whisper tradition of
guarding the body while the spirit travels.

Unlike the normal Little Death, this is not a traumatic
nightmare but adreamlike time of learningand meditation.
In this state, the vampire absorbs the experiences of their
last life and receives spiritual instruction from the inhabit-
ants of the spirit courts. Whatever effects this has are up to
the Storyteller to decide — in general, it aids the vampire
in letting go of the now-vanished existence and embracing
their new life. The more concrete effects are that the
vampire can spend accumulated experience points to buy
or increase Abilities, Virtues and Attributes at the regular
cost without resorting to tutelage. The Wise Centipede
may not purchase Disciplines in this fashion.

The length of the vampire’s journey in the spirit
realms is as usual for the Little Death — one night per
point of permanent Yin rating.

Reeps jn The Cycie OF Seasons
(Lever Seven Ryre)

Just as the reed bed is sometimes burned down to the
roots in time of drought, so the Wise Centipede knows
that she too must occasionally pass from the scene. By



means of this rite, the Thousand Whisper stages her own
demise. While not the Final Death, it is very close. The
vampire’s body is reduced to dust, and she spends decades
or centuries blowing on the winds of the spirit worlds until
she finally returns to substance in a place where the
Tapestry is thin.

This rite takes several months to prepare, as the Wise
Centipede makes herself ready for her death by whatever
means she chooses, at the appointed time and in the
appointed place. Because it is so essential that the time
and place and method of demise be known, this rite is
usually a form of ritual suicide. This is most often a simple
Facing the Eye of Heaven, but it can also be extremely
elaborate and involve quite a large cast of unwitting
participants. There are also stories of Dragon Tear or Tzu
Wei masters using this rite to cleverly sidestep demises
they foresaw but could not avert.

System: The vampire must spend several months
preparing for the big event, though she need not work full-
time. However, she must put a fair amount of preparation
in, and Storytellers should feel free to invent urgent horo-
scopes or rituals to disrupt the day-to-day activities of a
vampire preparing to sidestep a few centuries of existence.
[t requires extensive prayers at various times and locations
and cannot be undertaken while in bondage or underhouse
arrest, at least not without the consent of the vampire's
captors. Ifitis being used to fake the vampire's death, even
the slightest mishap in the timing or method of death may
result in the vampire’s actual destruction.

A character must have a Rituals and Occult score of at
least 4 each to perform this rite. If nothing has gone awry
during the preparations (which the Storyteller should
probably make an elaborate subplot), the character makes
an Intelligence + Rituals roll (difficulty 7) at the moment
of her physical demise. Success means that the rite has
worked. Failure means that she has met the Final Death.
The length of time the vampire remain outside the Wheel
is entirely up to the Storyteller; there is no way the vampire
can predict the length of her false death, which can be as
short as a few decades or as long as a few centuries.

When “dead,” the Wise Centipede is effectively im-
possible ta contact. Her body rots away to dust or burns to
ash. Her spirit cannot be reached or compelled with necro-
mancy, she isunaware of what happens around her, and she
gains no experience. To the outside world, it as if she had
met the Final Death. To the vampire, it as if she had laid
down for a deep, dreamless sleep.

The vampire will swirl together from dust, fallen
leaves, thin air and the like on some auspicious night in
the far future. On reforming, the vampire is naked and
physically perfect, replenished in Chi and Willpower.
She has left behind pastlives and entered a new one. This
isamong the most auspicious occasions a Wise Centipede
can experience, and the player makes an immediate
Dharma roll unopposed by the P'o.

Bioop Ifﬂl.{

Turasuing DragoN Rjves

SensinG THE EaRTH'S SjcrNESS
{Levier Two RjmE)

This rite allows the Thrashing Dragon to find the source
of a power tainting the natural forces in an area. By entering
a meditative state and wandering about, the Thrashing
Dragonattunesherselfto the naturalforces. She may stumble
upon the source of the sickness during a moonlit walk, may
be given hints of it in prophetic dreams or may find herself
driven to attempt to describe it via calligraphy or painting.
It depends somewhat on the vampire, somewhat on the
circumstances and somewhat on blind chance.

System: The vampire meditates and allows herself to
become an open conduit to the natural forces, and the
player makes a roll equal to the vampire’s Dharma (diffi-
culty 8). If the vampire does her meditation under the
influence of No Mind (Internalize @), then decrease the
difficulty to 6. One success allows her to tell if there is a
problem. Three successes allows her to get a general feel
for the situation, and five or more leads her to the problem
in a fairly clear fashion.

The taint to be sensed must be both powerful and
poorly hidden, because the rite itself is weak. Lesser evils
(like those spread by a single bakemono orwicked person)
or carefully concealed evils (such as those hatched by the
Yama Kings and their greater akuma servants) are much
harder to ferret out. The only thing the Dragon is likely to
learn about such matters is that they are somehow beyond
the scope of this rite. The sickness mustalso be unnatural.
Regardless of what Confucians maintain, some disasters
simply happen. This rite does nothing to detect the source
of droughts and insect swarms and the like that are simply
part of the natural cycle.

Seeax WjtH Locar Beasrs
{Lever Four RjTE)

Thisrite is in some ways similar to Sensing the Earth's
Sickness buthas much greater general applicability. Through
the means of this rite, the Thrashing Dragon makes a
formal request for an audience with any important mem-
bers of the local animal kingdom. The rite must be per-
formed under the new moon, and the meeting takes place
at the full moon immediately thereafter, in the place where
the rite was performed.

In the city, the rite will call forth the princes and
princesses of the rats, dignitaries and ambassadors of the
pigeons, the ranking magistrate of cats and the feudal
barons of the local dog population. In wilderness areas,
one can expect any sort of creature — the count of the
local boars, the priests of the fallow-deer monastery or
even the bandit-kings of the wolves and the rajahs of the
tigers. Also, if there is a Xiong Ren holy place nearby, its
keeper will sense the call and know it's origin, so the
request for audience is likely to draw some of the local
skin-changers, if there are any about.

R e AT
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The circumstances under which a vampire might per-
form this rite vary. Some elder Thrashing Dragons hold a
regular court every season or year to make sure that matters
in their demesne are running smoothly. More often, this
rite is used during times of need in order to gain information
or animal allies.

System: The Thrashing Dragon performs a three
hour entreaty under the new moon, and the player
makes a Charisma + Animal Ken roll, with a difficulty
equal to the degree to which the Thrashing Dragon
follows the proper forms. Dignified speech, formal garb
and many food offerings appropriate to the local animal
population will cause the difficulty to be only 4 or 5,
while a stumbling rant by a naked, blood-smeared vam-
pire in her Godbody of the Demon will set he difficulty
to 8 or 9 (at least!).

The number of successes the player rolls indicates
how well-attended the gathering is. One success means a
few of the lower grade of dignitaries arrive, three successes
makes the gathering an unqualified success, and five or
more brings about a grand féte. The animals so summoned
must be fed and entertained properly, though predator
and prey will generally put aside their antagonisms for the
sake of being polite guests. These ambassadors will speak
to the ritualist about local matters that could use the
intervention of a powerful spirit being like the Thrashing
Dragon, and in return, they'll provide what help they can
on matters that might be of interest to the vampire. This
is a reciprocal arrangement — the Thrashing Dragon
should expect to give as well as get.
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If Xiong Ren appear, they are unlikely to be particu-
larly happy that their job as warden of the local area is
being usurped, and they may have a negative impact on
attendance if they choose to come in their war forms.
However, an adept host who has strong social graces may
well be able to turn the evening into a success neverthe-
less. A host with poeor social skills will probably not
survive to see the evening’s end.

Tie Breating Mask (Lever Seven Ryte)

It is the greatest desire of the Thrashing Dragons that
they return to life. By means of this rite, elder Thrashing
Dragons can (to a limited extent) live again. Through
great ritual preparation, the Thrashing Dragon can walk
in sunlight and experience drugs, sex and alcohol as a
normal living human would.

The downsides are the price and the incredibly addic-
tive character of the process. Some of the materials for the
rite can be gathered onlyin the Yang World and the Yomi
Realms, and other components such as rhinoceros horn,
which must be bought from Silk Road merchants, who
carry them from the other side of the world. The cost of
even a few doses is enough to leave the purses of even the
richest mandarins flat. Even those who can afford it soon
cannot because having tasted the breath of life once,
there are few indeed who can say no to a second taste and
a third and so on. Just as among those who eat the Chi of
the hsien, hundreds of years of enlightenment can come
crashing down in a few short months of addiction.




104

The existence of this rite is well known among
Thrashing Dragons, at least in rumor. Those elders who
know it are unwilling to teach it to those not wise
enough to use it as an instruction toward enlightenment
and notas acrutch to avoid it. Indeed, many elders refuse
to use the rite at all and assiduously conceal their
possession of it. The frantic attempts of younger manda-
rins to obtain this rite, ostensibly for the purposes of
enlightenment, are often painful to behold, and this
single rite has probably caused more woe to the Dharma
than all others combined.

System: Unlike many other rites, this rite can be
performed ona Wan Kuei by another vampire or by a Wan
Kuei on herself. The subject must be permanently Yang-
imbalanced for this rite to work, and the ritualist must
have the Science and Occult Knowledges of at least 4
each to perform the complex process of mixing the various
ingredients necessary for the potion. This requires an
Intelligence + Rituals roll (difficulty 8). The ingredients
must be drunk at the next sunrise, and the effects last from
sunrise to sunset.

While the rite is in effect, the vampire is alive again.
She cannot use Disciplines, cannot spend Chi, does not
have access to her innate powers and cannot soak lethal
damage. The P'o still whispers in her ear, and she is still
subject to shadow soul (although the Hun enjoys a -1
difficulty bonus), but she is immune to fire and wave soul.
For the most part, she is a normal mortal. If killed, she
suffers the Little Death, regardless of the cause. Vampires
who have been exposed to the rite must make a Willpower
roll (difficulty 9) to not attempt toget further access to the
Breathing Mask.

Unujre jN THE AGE OF
BeauTtjruL SADNESS

Cosmology is more than simple theory and philosophy
for the Hungry Dead; it isa truth they feel everynight on the
deepest level. Among other matters, in the Fourth Age the
stars have aslightly different effect on the Wan Kuei, the sun
isless deadly to them, and the Wall between the physical and
the spiritual is weaker.

ACROSS THE Wau

During the Second Age, the August Personage spread
great Celestial Nets between the Middle Kingdom and
the realms of spirit. These nets ordered the universe by
separating Earth from Heaven, the real from the notional
and the living from the dead. These nets restrain most
beings totally and inhibit the crossing of others. At one
time, the nets were closely patrolled by the Celestial
Army to ensure that only spirits and shen with the appro-
priate permission crossed the Wall between the worlds.
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With the decay of the Heavenly Order and the fall of
the Wan Xian, such surveillance has become extremely
lax, and enforcement of these laws has largely devolved
onto the inhabitants of each world. Most do not bother
with enforcing Heaven’s regulations, while others, like
Yu Huang, enforce their own laws, drawing up treaties
with shen and issuing passports on their own authority.
Even more than in the modern era, the Wan Kuei spend
a great deal of time in the spirit worlds. Many vampires
have business relationships with beings there, while oth-
ers retreat across the Wall with the coming of the sun —
to lurk impotently across the celestial nets rather than
drowse in the mortal world.

Wax Kuei crossing the Wall in the Blood & Silk era
do so in all the normal fashions — through the Chi
Pranas, at dragon nests and by following in the crab’s
footsteps with charms enchanted through the ritual Im-
buing the Jade. These function as detailed on pp. 145-147
of Kindred of the East, except that the Wall Ratings differ
in the Blood & Silk era, and following in the crab’s
footsteps (or “stepping sideways”) is easier. The proper
tables for the Blood & Silk era are included below.

Wau Ramings
Grand Dragon Nest ligible (1) *
Dragon Nest
Shrine, Mountains, Desert, Deep Forest
Uninhabited Area, Graveyard
Countryside
Hamlets and Towns
Cities
Warded Areas
Areas Strongly Warded By Heaven
Wall ratings are usually one lower at night and

on festival days.

* Note that a negligible Wall rating generally
means an automatic success, but the base difficulty
is 1 in the event that it rises by one or two points for
some reason. The Wall cannot go below 1.

reas strongly warded by Heaven include the
vicinity of a saint or prophet, very holy areas, the

imperial palace when the Son of Heaven has the
Celestial Mandate and other places where the will of
the August Personage is made manifest. Such areas

are often patrolled by soldiers of the Celestial Army.
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FouLowijng jN THE CraB’s FooTtsTEPS

The base time required when following in the crab’s
footsteps is three minutes (instead of the five needed in
the Fifth Age). Players may roll Perception + Occult
against a difficulty of the local Wall rating to speed their
crossing. The number of successes rolled determines how
fast the characters cross. As in the modern era, the
characters must have jade travel tokens empowered
through the level three rite Imbuing the Jade (see Kin-
dred of the East, p. 128).

Ensnared characters are caught in the Celestial Nets
until someone frees them. These characters are trapped
with one foot in both worlds, frozen in place and unable
to defend themselves from the perils of either world. Wan
Kuei, Xiong Ren and spirits above Power 25 can free a
trapped being, provided they can be convinced to do so.
Players must make an Intelligence + Rituals roll (diffi-
culty 9) for their Wan Kuei characters to free a trapped
comrade. Each roll represents 30 minutes of effort, which
cannot be undertaken without special ritual implements
(which most Wan Kuei who walk between the worlds
carry).

Crossing the Wall leaves telltale ripples in the Celes-
tial Nets. Players must make a Dexterity + Stealth roll
with a difficulty equal to the local Wall rating + 2 in order
for their characters to cross without alerting local spirits,
shen and mortal residents to her presence. The ripples
propagate on both sides of the nets, and a failed Stealth
roll will alert both those on the destination and departure
side of the Wall to the crossing. Each character ina group
crossing must roll in turn, making it hard to cross the nets
in large numbers without alerting those nearby.

Navigating in the spirit realms is difficult and often
dangerous. The Yang Realm operates as much by symbol
and intention as reality, and the Yellow Springs are a

~tenuous realm of memory underlain by a greatsilentocean

and a protean maze of black stone that borders on the
Yomi Realms. Players may attempt to have their charac-
ters navigate in these realms by making Intelligence +
Virtue rolls. Yin is used in the Yellow Springs, Yang in the
Yang Realms, P’o in Yomi Wan and Hun is used if the
vampires somehow find themselves in the forecourt of the

August Personage’s palace (generally a most inauspicious
occurrence for those who have not yet entered dah).

This is an extended roll, with a difficulty set by how
hazardous the area is, and the number of successes re-
quired set by how difficult the objective is to find. Well-
marked or well-known areas may take only five or 10
successes, while difficult or hidden areas may take 50, 75
or even 100 successes! Note that the difficulty of the roll
isset by the hazards of the area through which the vampire
currently travels, not the area where he started: Just
because you start your journey ina the midst of a battalion
of the Immortal Guard of the Emperor of the Yellow
Springs does not mean your descent into the land of lost
souls will be simple.

FeeDiNG

Wan Kuei find feeding during the Fourth Age to be
considerably easier than in the modern era. Vampires can
feed on breath beginning at Dharma 4 and can feed
osmotically at Dharma 5. Vampires revert to the modern
feeding rules when they begin using the modern Dharma
chart, meaning that few vampires lose a feeding method
they already possessed (see guidelines below). What is a
major change is that osmotic feeding changes drastically
between the 1200s and the 1600s, changing from some-
thing near to breathing to something much more similar
to bleeding the Tapestry itself.

Osmosis in the Fourth Age functions as described
below. Other forms of feeding use the systems on pp. 137-
138 of Kindred of the East, although breath-draining is
available to more vampires.

OsmMosjs

Osmosis is the process of absorbing energy from the
environment around oneself, similar to the way living
creatures function but without giving back to the envi-
ronment in the natural cycle of respiration. Elder Wan
Kuei perform this artificial breathing to a limited degree.
Most vampires who can use osmosis favor existing in this
mode, because they feel it spreads the burden of their
existence most evenly across Creation. The worsening of
the damage caused by osmosis leads to the image of this
feeding form becoming considerably tarnished. Suspi-
cions grow that overuse of this ability is one of the reasons
that it begins to damage the Tapestry more and more and
that it may speed the turning of the Ages.

Wan Kuei also begin using the modern version of
osmosis when they begin using the modern Dharma chart,
meaning that over several centuries most elders suddenly
become unable to depend on their most reliable feeding
mechanism. This is a major blow to the courts, and
mandarins losing their ability to draw a limited sort of
breath shatters the hopes of those vampires who continue
to believe the Age has not yet turned.

System: The vampire makes a Yin or Yang roll,

* depending on which type of Chi she wishes to harvest.
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The difficulty of this roll is 4 if it is made at a dragon nest,
6.if made in an appropriate place (for example, a bustling
marketplace for Yang or a remote cemetery for Yin), 8 if
made in an area not aligned to-a Chi type and 10 if made
in an area aligned with the opposite sort of Chi. Each
success allows the vampire to absorb one point of Chi
from their environment. This can be done no more than
once per day in a given area.

The vampire may, ifshe wishes, loose her P'oto tear the
necessary Chi from the Tapestry, but this has a terrible
effect on the local feng shui. The vampire can absorb as
much Chi as she wishes, but the Chi becomes defiled in a
radius of one yard per point of Chi that she absorbs — a
most inauspicious event. If the radius of corruption touches
adragon nest, the corruption will spread no further, but the
dragon nest will permanently wither by one level per 10
points of Chi that are drawn from it. This not only damages
the dragon nest but also causes disturbances along local
dragon tracks and at connected nests, as well as encourag-
ing Heaven to thicken the Celestial Nets in the area to
protect the spirit world from damage. Such egregious acts
brought about the fall of the Wan Xian, and they can still
engender retribution from Heaven, to say nothing of other
shen whose holdings were forever diminished by the vam-
pires’ impudence.

SouL Fiayjng

There are attacks that (in terms of game mechanics)
burn away the target’'s Willpower, a process called soul
flaying. The most common of these are Yin flame weapons
created with Fire in the Hand (Godbedy of Fire ®*) and
the Thousand Hell Stare (Obligation ®®ee). When
subjected to a soul flaying attack, the target soaks with his
Hun (Cainites and mortals use Self-Control or Instinct).
Each unsoaked level of damage subtracts one of the
target’s temporary Willpower points and also lowers the
target’s permanent Willpower by a similar amount for the
purposes of Willpower tests and psychie resistance until
the temporary Willpower that has been flayed away is
regained normally.

After the target’s last point of temporary Willpower is
burnt away, additional levels of soul flaying damage each
cause one temporary derangementand a level of unsoakable
aggravated damage. Cainites who lose their last point of
Willpower almost invariably enter Rtschreck (difficulty
10). If at any time a Wan Kuei loses their last point of
Willpower to such an attack, he must make a shadow soul
roll, with the Hun roll made at difficulty 8. Failure in this
roll means that the vampire has entered an extreme form of
shadow soul similar to the chih-mei state. He behaves in an
animalistic fashion, and all memeories of this period are
generally lost, though they can be retrieved throughthe use
of the Dragon Tear and other similar powers.

These attacks lose their potency with the tightening
of the Celestial Nets in the Fifth Age. The modern rules
for such attacks come into play in the early tomid-1700s,

&oonl:iu_:

depending on location. Moderni rules appearon p. 119 of
Kindred of the East.

SuNLGHT |

Wan Kuei in the Fourth Age have a considerably
easier time withstanding the curse of the Excellent Ar-
cher. Permanently Yin-imbalanced vampires may with-
stand the sun for (Stamina - 5) minutes per day and can
spend a point of Yang Chi to give themselves an addi-
tional minute’s tolerance. Balanced vampires may spend
as long as (Yang x 5) minutes in sunlight per day and may
spend a point of Yang Chi to buy five minutes of addi-
tional tolerance. Finally, Permanently Yang-imbalanced
vampires may spend (Stamina x 15 minutes) in sunlight
per day and may spend a point of Yang Chi to give
themselves an additional 15 minutes of tolerance —
allowing some particularly hardy mandarins with mastery
of Stamina-increasing Godbody Disciplines to spend al-
most the entire day awake and exposed to sunlight.

Wan Kuei begin using the modern sunlight rules
when they become subject to the modern-era Dharma

chart (see below). Modern rules for sunlight appear on p.
151 of Kindred of the East.

VjRTUES aAND SoUL STATES

The internal balance between the Hun and P'o and
between Yin and Yang within each of the Ten Thousand
Demons is as precarious in the Fourth Age as in the Fifth.
The rules for and effects of the various Virtues, soul states
and imbalances are generally the same in Blood & Silk as
they are in Kindred of the East. For complete rules see
pages 88-91, 139-140 and 149-151 of that book; the
relevant mechanics and effects are also summarized in the
table on pages 108-110.

The Hun is somewhat stronger in the Age of Beautiful
Sadness than it will be in the Age of Sorrow, however.
This manifests itself not only in the character creation
process (see p. 68) but also in the Hun's influence over the
P’o during shadow soul. When the P'o takes control of the
Wan Kuei, the Hun may remain conscious and exert a
tempering influence. After the P'o wins a shadow soul
test, the player rolls Hun against a difficulty of 7 (as
opposed to 9 inthe Fifth Age) to keep the Hun conscious.

If the Hun is conscious, the player may spend a
point of temporary Willpower to deter the P'o from a
course of action. In general, one point is sufficient to
keep the P'o from acting out a particular urge for a few
minutes (as opposed to a single turn in the Fifth Age).
However, if the P’ois very intent on its goal or has been
thwarted a great deal recently, the Hun may need to
spend additional Willpower (possibly as often as once
a turn) to restrain the animal soul from immoderate
behavior. Note that this Willpower expenditure pre-
vents a particular action not poor behavior in general.
Willpower spent to prevent the P’o from seducing an
innocent will not prevent it from drinking excessive
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quantities or alcohol or lashing out at those who annoy
it. Players who attempt to completely yoke their P'o
while in shadow soul are usually going to run out of
Willpower long before the episode concludes.

The DawninGg AGE oF SORROW

On the scale of the millennia, Blood & Silk takes
place during the last breath of the Fourth Age. In a mere
few centuries, the Great Wheel turns again and the Age
of Sorrow begins. Such a universal transformation doesn’t
oceur overnight or equally in all places, however. Differ-
ent aspects, places and people feel the shift in different
ways and at different times.

For the Wan Kuei, the most important changes are
internal: Their internal alchemical balance changes, their
connection to the Tapestry shifts, and their Demon
becomes stronger. In game terms, the Fourth Age's sun-
light rules, Virtue uses, variant Disciplines and Dharma
chart all give way to the harsher versions outlined in
Kindred of the East. Just when this internal debasement
occurs depends on the circumstances of the individual

Wan Kuei.

The most important variable is enlightenment. At
first, only disciples become debased, but eventually jina
and even mandarins find that their stages of enlighten-
ment are not quite the same as those experienced by the
vampires who walked the Road Back before them. Use
the chart below to determine when the shift occurs —
vampires are affected when they increase in Dharma,
with the lowest levels debasing themselves first. Once
they change, they must use the modern Dharma chart
and the modern rules for sunlight, soul flaying, the Soul
Virtues and feeding. Once the change occurs, there isno
going back.

Note that the speed and dates of the change vary
from area to area, with some vampires hit early, while in
other places, disciples are as they were in the Fourth Age
up until the 17¢th century. For centuries, there is uncer-
tainty if the effects might be caused by improper teach-
ing or unrighteous behavior, rather than by a change in
the natural order. Storytellers should feel free to alter
the dates to reflect special circumstances in their
chronicle.

The change to the Fifth Age also affects more univer-
sal matters, most prominently the Wall between worlds.
Just when the modern Wall ratings and rules for spirit
travel (see Kindred of the East, pp. 145-147) come into
play isup to the Storyteller, but it should roughly coincide
with when an area’s vampires become debased. The Wall
around areas of corruption and chaos tends to thicken
more quickly than in serene and untouched places.

#—
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e Date (CE) Affected Vampires «
‘ 1250-1349 advancing to Dharma 1-3
1350 -1449 advancing to Dharma 1-4
1450-1549 advancing to Dharma 1-5
1550-1599 advancing to Dharma 1-6
1600-1650 advancing to Dharma 1-7
after 1650 advancing to Dharma 1-8

FourtH AGE SYsTEMS

This section details systems for resolving various
situations that may typically arise in a Blood & Silk
game. Obviously, this list is not exhaustive —roleplaying
games embody unlimited potential almost by definition.
Neither does this list attempt to cover generic situations
such as following someone or traditional combat —
Vampire: The Masquerade and other core World of
Darkness rulebooks cover those systems in ample detail.

Instead, this chapter is explicitly designed to serve as
a setting guide of sorts for Storytellers and players alike —
ahandbook to the sorts of situations that are likely to arise
in the course of the average story. The world of the Fourth
Age is radically different from our own. The panoramic
scope and alien character of the era can combine to make
it very difficult for Storytellers and players to know
exactly what it is they’re supposed to do. This chapter
helps answer those sorts of questions as well as functioning
as a mechanical reference — feel free to read over it and
use it as an idea source, as well as for something to
frantically flip through at game time. Storytellers should
also refer to the “Classic Bits And Skills” boxed text on p.
59 of Kindred of the East.

\




'8 Demon Arts Control: Aﬁ:ex evokmg Demon Arts,
- roll Hun (difficulty equal to Plo) o6 maintain control;
- failure means P’o is dominant while Arts are used.

¢ Empathy Cap Empathy raai@ annot be higher

than Hun rating.
. * Shadow Soul: Roll Hun o, l‘eslst shadow soul
‘ge_e below). .
b Sharperled Senses: Rolr Hun (difficulty 6) to
sharpen senses for a scene. The Storyteller may reduce
& rPereeptlond ficulties (-2) and grant limited danger sense
4 1-11er rolls Hun, difficulty 6- 10)
) RNty Spmt Speech: Roll Hun (d}fﬁcull:y equal to the
; Wall) to speak to spirits the vampire can detect.
® Superintendence of the P’o: When entering shadow
soul :dlﬁm (difficulty 7) to keep the Hun conscious.
"“Wlti; a conscious P'o, spend one point of Willpower to
stop the P'o from pursuing one course of action.

" % OF jMBALANCE
“fbalance occurs if the Hun ratmg is three or more
' é* s“'iflrxts higher than the P’o rating.

"+ e Limited Willpower: You cannot spend Willpower
fur automatic successes. .

erk Rage. Roll P'o (dlfﬁculty of Hun +3) to

ttarily enter fire soul for a bcene. _

\ & ‘Demon Arts Cap: No Deﬁon Art may be higher
n the vampire’s P'o.

s "¢ Demon Chi (evoking): Roll P’o (difficulty Hun
a0 +3) to be able to use Demon Chi for a scene. Four

successes causes fire soul, in addition to accessing

3 @&ﬂemoﬁﬁhn :

"% e Demon Chi (regaining): Roll P'o upon waking
(difficulty 6) and regain one point per success; regain
Demon Chi instead of Yin or Yang Chi'when feeding at
a defiled site.

® Demon Chi (spending): Spend up to Stamina
5 tagmg in Demon Chi per turn, for the following effects:
o Extra Actions: Gain one extra physical action
- next turn for each point spent.
% Fxtra Dam&ge. Cause orie extra automatic level
of damage in close combat for each point spent.

i

Broop !d _Siu:

::Il"" ; .| :
_ i )
,*-’.'_, - Extra Strength: Gain one extra success on a feat

4. . of strength for each point spent.

J’ Fangs: Spend one point for fangs (Strength +1
aggravated damage) or two fora maw (Strength
+ 2 aggravated damage).-

B Mental Resnstance Roll P'o (dlfflculty 9) to resist

| powers (one attempt per power).

or brg%
o oul States: Roll P'o to force fire, shadow or ¢
wave souL ,

Erricrs or h-mmua

Imbalance occurs if P'o rating is: three Or more points
higher than the Hun rating.

e Raging P’o: The P’o makes a shadow soul attempt
every night, at a time of its choosing.

Yin

Uses
® Black Cycle: Spend one Yin Chi upon waking to

~animate the body for 10 nights. The vampire appears

corpsetlihe,and suffers a +1 social dlff:culty penalty
with mortals.
¢ Fire Soul: Roll Yin to resist fire soul.
* Ghostsight: Spend one point of Yin Chl to attune
the vampireforascene. Thisenables thefollowingeffects:
Aleml Strike: Roll Yin + Medicine/Crafts
(dlfﬁculty 8) after three turns of comcentration to |
detect vulnerable points; each success provides
an extra level of damage on the next physical §
attack. Use Medicine to find living beings'
wvulnerabilities and Crafts to discover inanimate
objects’ weak points.
Flaw Sense: Roll'Perception + Medicine/Crafts
(difficulty 4 to 8) after three turns of
neentration to detectdisease or structural flaws.
e Medicine to detect disease and Crafts for |

Yin S:ght Roll Pemapnon%—@cculr (difficulty of
tthall +2) after three turns of concentration to
see creatures from the Yin World.

Errecrs oF TEMPORARY JMBALANCE
Temporary Yin imbalance occurs when the vampire stores
more Yin Chi than her Yin Virtue or hasno Yang Chi left.
. Vulatﬁlty Upon fumbling a roll with an associated
Chi expendmure each extra point of Chi (over the domi-
nant Virtue) of either type burns or corrodes, causing a level

of aggravated damage. Soak with Stamng‘(dlfﬁculty 8),
and ch‘x_ac%?%%ve soul LS 3
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- Errects ori'npnumr#nuula

Permanent Yin imbalance occurs when the rating of

sathe’ Yin Virtue is three: &5&9{6 pomts higher then the
~ Yang Virtue.

; » Corpse-Self: The body becomes very corpse-like:
- Wound penalties are halved (round down), and the &

5 va.%u'e may soak fire dmag%m%uSmmma
" eDecomposition: Damage from sunhght orbotching
- any Chi roll drops Appearance 5*7;‘
_ * Derangement: The Wan Kuei develops a derange-
" ment, which may not be overcome@ul the balance is

corrected Common Yin derangements include depres-

_sion, intellectualization and obsession -(death and the
dead) s 8
" * Hungry Black Cycle: The vax_nplre must always
“ aspect to Yin but must spend one point a night, instead of
every 10 night$ The vampire also craves dead flesh and
. cold blood.
i X ® Lethargic Hun: All Hun dlﬂ'*multies rise by 1.

Naote also that all Yin-balanced vampires (Yin Vir-s
. tue two or more greater than Yang Virtue) can be staked
by wood. - :

Mq :
fr“lﬂ‘*

. Heahng Potion: A Yang-ri’ch mixture of the
“vampire’s blood can heal otheérs — one non-aggravated
', ealth level per point of Yang €hi spent preparing

* the potion.
b ~ ® Lifesight: Spend one point of Yang Chi to
~ attune.the vampire for one st;ene Thw allows the
-"..c{gilowmg effects: i
bar . Emotion Perception: Roll Perception +
* " Empathy (difficulty 9) to detect the general

- emotional state of anothWotbthat use of this

ability on othershen is conSIdered aserious breach

of etiquette.)

Emotion Tracking: Roll Perception + Yang
~ (difficulty 9) to home in on a specific emotion
“(range of 20 feet x Perception).

Yang Sight: Roll Perception + Occult (difficulty

of the Wall +2) after three turns of concentration

to detect Yang spirits.

® Scarlet Cycle: Spend one point of Yang Chi upon

waking to animate for one night; the vampire appears
. quite human and suffers no special social penalties.
_" ~ * Wave Soul: Roll Yang to resist wave soul.

Fon A B -
"‘_x.,. L M-"Y s,
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Errects oF TEMPORARY JMBALANCE
Temporary Yang imbalance occurs when the vam-
pire stores more Yang Chi than her Yang Virtue or has
no Yl:‘p. Chi left.
. » Volatility: Upon fumbling a roll with an associated
Tfe;pehﬂiture each extra point of Chi (over the

g

dominant Virtue) of either type burns or corrodes, causing
a level' of aggravated damage. Soak with Stamina (diffi-
culty 8), and check for wave soul.

Eﬂ'!m_ OF PERMANENT jHBALANCE
jent Yang imbalance occurs when the Yang

Vlrtue rating is three or more points higher than the Yin -
Virtue rating: -

® Archer’s Blessing: The vampire can resist direct
sunlight for Stamina x15 minutes. Indirect sunlight may
be withstood for up to three hours.

¢ Breeding: The vampire can impregnate another (or
become pregnant) with a dhampyr.

® Burning Yang: The vampire suffers one extra die of
damage from fire.

= & Derangement: The Wan Kuei gains a derange-

ment, which cannot be overcome until the balance is
corrected. Common Yang derangements include berserk,
gluttony and multiple personalities.

. Hmv Scarlet Cycle: The vampire must aspect
with Yang Chi but appears very human — breathing,
warm to the touch, etc. She becomes ravenous at five or
less Chi and uncontrollable at two or less Chi.

¢ Lustful P’o: The P’o needs one less success to cause
fire soul, and it may be triggered by sex or food.

* Plague Ground: Every month, roll Stamina to
avoid becoming the carrier of a communicable mortal
disease. leftculty depends on circumstance.

Note also ‘that all Yang-balanced vampires (Yang

Virtue tWo or more greater than Yin Virtue) can be staked
by metal.

SouL Srares

Fire soul is a berserk rage in which the vampire
lashes out@t whatever angers him, feeds on whoever he
wishes, igneres wound penalties and is resistant to men-
tal control (*2 difficulty to impose control, -2 difficulty
to resist control).

System: An extended resisted roll (up to five rolls)
between P'o (difficulty 6) and Yin (dlfﬁculty 6). If the P'o
can accumulate two successes, the vampire enters fire soul
for the scene :




Fire Soul T’ Qggers. Failure, espec:ally be ore

. ently '

Black Wind Disci-

mon Chi (see below)

warily enterﬁlﬁé soul;

Plo ; (dlfﬁculty Hun +3).
per ncly Yang-imbalanced,
single success & trigger fire soul.

enters fu;e sou_ 4 '

llf g
e ¢

ave Soul is an unthinking fear that Chuses the

pire to mnﬁ;em the source of his pain or shame,

%‘mg all obstacles and all wound penalties and
resisting mental control as in fire soul.

System: An extendqd resisted roll (up to five
rolls) between Po (dlfﬁculty 6) and Yang (difficulty
6). If the Po can accumulate two successes, the
vamplre enters wave soul for the scene.

Shadow sl &apenod ofca wtrol by rheP 0. It s

dark agendas
tﬁ[ ell:her

desires take over, and the Hun
ﬁ}’lth httle impact on theaesuitmg

roll (up to five.
and Hun (difficulty.

e _ accumulate two successes, the
n pire enters sbadow soul for the scene

T; a botched Will-

wave soul great

T .
‘compromisingone’s personalh_
Power roll; emerging. from fire
uma or shame; the con _
‘Nature, a P’o imbalance (one rgll per nigh
ing a Demon Art (see notes). &
Notes: When invoking a Demon Alﬁ make a

simple Hun roll (difficulty a;uai to P'0); failure

means the vampire enters shadow soul for the

scene. When entering shadow soul, roll. k,!un (dif-

ficulty 7) to keep the Hun conscious; you may then
spend Wil owgto curbthe P'o

shadow soul usu:

( Storyteller S dlscretlon)

.

'sactions. Entering
ally counts as’ ?ﬂ act of bl)pdness
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MorraL Arrajrs

Though the Wan Kuei are dead, that doesn’t mean
they no longer associate themselves with the mortal
world. Many vampires meddle in the affairs of the living,
particularly the lives of their families. Others may mas-
querade as humans over the long or short term for any
number of reasons. In such situations, the following
systems will be quite useful. Note also that many of these
systems can be used among the courts and corpse families
of the Wan Kuei.

Players and Storytellers shouldn’t feel that they
have to use these mechanics and die rolls rather than
roleplaying. Instead, use them as guideposts to what life
is like and to quickly determine the outcome of events
that are peripheral to the story. Similarly, they make
nice backups for when a player is having an off night or
the reverse: determining if a character with weak social
skills whose player is a really good talker can actually
carry off a social situation.

FamjLy Marrers

® Arranging a Marriage [variable]: Good marriages
are critical. Marrying well grows strong, respectable
families with powerful political connections and plenty
of money. Arranging a_marriage is too complicated a
matter to leave to a single roll, however. Storytellers
should make sure to involve as much roleplaying as
possible in the process. Marriages are crucial events for
families and often the subject of great hopes, high
emotions and extensive negotiations. In some cases,
families even kidnap and féte good prospects in an
attempt to impress them!

Normally, a matchmaker arranges marriages so that
rebuffed offers do not cause a loss of face, but families
often monitor the process closely, and it is entirely
possible that a character might herself be a matchmaker.
Intelligence + Politics or Finance rolls should be used to
find a prospective match of good political and financial
worth for the client. Perception + Empathy should be
used to judge if the prospective couple’s temperaments
match — while marriage is not strictly a matter of love,
it's a poor matchmaker who marries a couple sure to
clash like fire' and water. One success on these rolls
indicates an acceptable match, three successes indicates
a good match, and five is an excellent match, benefiting
both parties. Matchmakers who make such a match can
expect the families to speak well of them, which is sure
to attract business.

An astrologer, medium or other fortuneteller must
also weigh in on the viability of a marriage. The
difficulty of the Intelligence + Portents roll to deter-
mine if a marriage is suitable is only 5 unless one of the
potential couple has a very complex horoscope (as is
the case when one of them is a dhampyr) — these sorts
of readings are the bread and butter of fortunetellers.

Hegasll - ey .
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Charisma, Manipulation or Intelligence + Subter-
fuge rolls should be used if the match’s worth is to be
misportrayed, with a difficulty set by how hard it is to
conceal the bride or groom’s negative qualities. Match-
makers’ players use Perception + Subterfuge to detect
these misportrayals, rolling at difficulty 6. Rolling at
least one success allows the matchmaker to detect that
something is amiss. If the matchmaker rolls more suc-
cesses than the person misportraying the match, she
exposes the fraud. Having such a deceit exposed in-
volves a great loss of face for those perpetrating it and
severely damages the man or woman's (probably already
doubtful) chances for a good marriage.

® Judging Your Child’s Aptitude [Perception +
Empathy]: Children represent a major investment. A
parent who wishes to keep his family healthy in the
next generation and thus ensure his posterity must be
able to distinguish able offspring from those who are
unlikely to succeed. In a successful family, those with

. greatpotential are given the extensive schooling in the
' classics necessary to_pass the civil-service tests and

become officials. Those with less potential are taken
into the family business or trade. Those who have no
potential are sent off to be soldiers or officers or (if the
family can afford it) kept on an allowance. Poor fami-
lies have far fewer options and can do little but bemoan
their misfortune when Heaven punishes them for some
misdeed by saddling them with idiot offspring.

The parent’s player must make a Perception + Em-

pathy roll, difficulty 9, to judge the worth of the child
. accurately. This roll is generally made when the child
begins to mature, between 13 and 15 for boys, a little
earlier for girls. One success allows the parent to get a
general idea of the child’s aptitude. Three successes
allows her to sense the child’s strengths and weaknesses
and hopefully protect him from temptations that might
ruin his development. Five successes allows the parent
to get a real feel for what the child is like, allowing her
toknow just what attention to give him to lead the youth
to excel.

* Extramarital Affairs [variable]: Extramarital af-
fairs by both men and women are common, even to the
point of social acceptability. However, they are only
acceptable so long asall of the parties involved maintain
discretion. To convince a suspicious interlocutor that
 there isn't anything going on, the player rolls Manipula-
tion + Subterfuge, with a difficulty set by the amount of
suspicion the examiner harbors. Finding a split-second
hiding place or otherwise making things seem proper

~ when caught unexpectedly at an inopportune moment is

a Wits + Subterfuge roll with a difficulty set by how
awkward the situation is and how long the embarrassed
couple has to set things right. It is a Charisma + Eti-
quette roll to carry an affair off in a style that doesn't
seem cheap or ungentlemanly, with adifficulty set by the
circumstances of the relationship and the strength of the
wronged partner’s reputation.

m

e Staying the Favored Concubine [Charisma +
Empathy or Manipulation + Subterfuge]: Concubinage
is an unfortunate tradition in the Middle Kingdom,
whereby poor families with attractive daughters sell them
to rich men as combination domestics and pleasure dolls.
For some very few women, this is a ticket to luxury. They
are pampered, and their children are treated as well as or
even better than if they were the man’s own legitimate
offspring. For the rest, it is a dreary combination of
household labor and sex slavery.

As one can imagine, the competition to become a
rich man’s favored concubine is often quite fierce. Con-
cubines’ players roll either Charisma + Empathy (diffi-
culty equal to the target’s Willpower) or Manipulation +
Subterfuge (difficulty equal to the target's Intelligence +
3) each month, keeping track of total successes accumu-
lated over the last three months.

The concubine with the most successes is the favorite
of any given month. Those concubines with Appearances
of less than 4 must subtract the amount their Appearance
is below 4 from the number of successes rolled. Tactics
such as arranging for a competing concubine’s disfigure-
ment or tragic demise from poisoning are favorites not
only among concubines competing for favor but among
wives trying to protect their and their children’s status.
Like the marriage system, there is a lot of roleplaying to be
done that can influence the outcome. This system
shouldn’t be relied upon entirely unless everyone in-
volved is a Storyteller character or lots of downtime is
being played out quickly.

¢ Family Disputes [variable]: Almost anything can
trigger a rift within a family — any real or perceived slight
can ignite a longstanding dispute over the disposition of
inheritance, control of a business or parental respect and
attention. The result can be anything from months or
years of hard feelings to bloodshed in the streets, if the
families are powerful enough.

Arttempting to resolve a dispute involves bringing
everyone involved to the table , a Charisma + Empathy
or Leadership roll, with the difficulty set by the severity
of the dispute and the pigheadedness of the principal
perpetrators. Finding an equitable solution requires an
Intelligence + Politics roll, and a Manipulation or Cha-
risma + Politics roll is generally necessary to convince
the feuding parties to actually set aside their difference
and honor the accord. The number of successes on this
last roll determines the degree of actual reconciliation
that takes place. One success patches matters until the
next excuse. Three successes buries the matter, at least
for a few years. Five or more successes brings about a
genuine and heartfelt reconciliation, complete with
hugs, tears and mutual pleas for forgiveness on the part
of the principals.

Exacerbating a feud is much easier than patching it
up. A successful Perception + Politics roll points out the
ideal way to increase the discord, and a Manipulation +
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Subterfuge roll is all that’s necessary to pour poi- A Sl R B
son in the appropriate ears::Three or more suc-
cesses actually ingratiates the person provoking
the feud with those he is manipulating. A few
Intelligence + Subterfuge rolls to fabricate the
proper evidence and Dexterity + Stealth rolls to
plant it will also work, without leaving open the
unpleasant possibility that both sides will begin
talking and realize someone has been playing
them for fools.

* Gaining Permission [Manipulation + Empa-
thy]: Chinese culture places great emphasis on filial
piety. Parental permission is needed for marriage,
business undertakings and even long trips, in some
cases. Gaining such permission can be exceedingly
difficult if the parent is unwilling. While parental
will can be flouted, such disrespect is certain to cut
the errant child off from his family and his inherit-
ance — a near-certain bar from respectable activity.
Such roguesonlyhave livesasmerchants, prostitutes
or brigands to look forward to.

Wheedling for permission to do something
one’s parents do notapprove of isa Manipulation
+ Empathyroll, with a difficuley set by the degree
to which the family finds objectionable the ac-
tion for which the character wishes permission.
Permission to take a long trip might be difficulty
4, while marrying an actress or running off to
become asoldierare almost certainly difficulty 9.
Attempting to line up family members to lobby
in support is a Charisma + Polities roll, with a
difficulty again equal to the stupidity of the
action. Each success lowers the difficulty of the
Manipulation + Empathy roll. The player may
make one roll per month and must gain more
successes than the family head’s permanent Will-
power without failing. A botch means the char-
acter has pushed his luck too far, and is out of
favor for many years to come, or even disowned!

Characters with strong personalities may lobby
family elders directlyin an attempttoaid someone
in her attempt to gain permission for some under-
taking. Such characters may make a direct Ma-
nipulation + Empathy roll against a difficulty
equal to the paterfamilias’ Willpower, with suc-
cesses adding directly to the total of the character
applying for permission.

Crjve AND ADMINjSTRATION

* Passing the Examinations [Intelligence +
Academics]: The civil-service examinations are
critical to the culture of the Middle Kingdom.
This merit-based system, in theory, allows anyone
to rise into an important government post. While
this theoretical impartiality is often compromised
by nepotism, it still allows the diligent student a
chance for advancement.

i e L e
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Testing is divided into roughly three rounds. There are
the prefectural tests, the regional tests and the imperial
tests, which are administered by the Son of Heaven him-
self. Each one is more difficult than the last, and all test the
scholar on his knowledge of classical writings. To succeed
at the prefectural tests, the hopeful student’s player must
roll Intelligence + Academics (difficulty 6) and gain two or
more successes. The subsequent regional examinations are
difficulty 8, and the imperial tests are difficulty 9. Those
who score well on the imperial tests are far more likely to
gain promotion to important posts than those who score
the minimum number of successes on the prefectural tests.

* Doing Guanxi [Charisma + Etiquette]: In this
case, guanxi is not used in the sense of the magical
obligations felt by those Wan Kuei who are members of a
corpse family, but in the sense of the complex matrix of
gift-giving, bribes and favors that motivates society in the
Middle Kingdom. In order to get, it is necessary to give.
While this often amounts to bribery, it is not exactly the
same as in the West because this sort of remuneration is

. just part of the way things are done.

The Storyteller should assign anything that requires
government permission (which is almost everything) a
Resources cost. Characters with Resources higher than
the cost of the favor can afford it without disturbing their
finances. Those with Resources equal to the cost of the
favor will decrease their Resources by one in the course of
obtaining the favor. Those with Resources below the cost
of the favor simply cannot afford all the appropriate gifts,
bribes and banquetstoarrange it. They must eitherrely on
a patron to arrange the matter or attempt to secure the
money in some other fashion — a usurious loan, criminal
activity and so forth. '

When a character is doing guanxi, the player should
roll Charisma + Etiquette (difficulty 6). Three or more
successes reduce the Resources cost for the favor by one.
Five or more successes reduce it by two. Failure means the
favor does not happen, but the character can attempt again
ata later date or with anotherofficial. A botchcauses grave
offense to the official.

® Bribery and Corruption [Manipulation +
Streetwise]: Obviously, there are times when the regular
run of guanxi isn’t enough. Guanxi is how one gets officials
to actually do their jobs or to make special exceptions for
legitimate or most legitimate causes. To actually get an
official to break the law in a real and serious way — to award
a contract preferentially, turn a blind eye to illegal activity
or even to provide intelligence about military activities to

- local brigands — is a much more difficult proposition.

Finding and placing a bribe requires a Manipula-
tion + Streetwise roll, with adifficulty between the
official’s Willpower and his Willpower + 3, depending
on how badly the law is being broken. Someone who
will accept a bribe to let a junk full of trade goods come
ashore at night maystill have a strong sense of probity
when it comes to letting a few hundred cutthroats slip
the noose. Obviously, the character needs the Re-

sources to place the bribe. Note that, in many cases,
whether the official accepts the bribe or not, he will
still rtake the money.

e Criminal Investigation [variable]: While there
are “police” in China, they are mostly thugs who appre-
hend people and make a living shaking down peasants
for “customary fees.” It is up to judges to do their own
investigation into matters brought before them. Some
judges are corrupt and concerned only with who can pay
the biggest bribe when finding right and wrong. Others
are heroic crusaders for justice, protecting the innocent
and rooting out wrongdoing and corruption.

Performing criminal investigations is a complex task.
Intelligence + Investigation is used to root out witnesses.
Getting witnesses to open up is Charisma + Empathy or
Manipulation + Subterfuge (if one must resort ta tricking
witnesses). The gathering of physical evidence is Percep-
tion + Investigation. Analyzing evidence is Intelligence +
Investigation. Heroic judges must often walk among the
poor and the petty criminals to uncover real corruption,
and Charisma or Intelligence + Streetwise rolls are often
useful to find out the details of a crime that only the
underworld could know.

Many judges, particularly those of the heroic sort, are
acquainted with both the local Shih demon hunters as
well as local shen who are concerned with meting out
justice among the Night People. Note that this doesn't
mean a judge has detailed knowledge of who is who, who
does what and who knows which Disciplines. He just
knows that if terrible supernatural crimes begin to occur,
certain beings (human or otherwise) will try to do some-
thing about it.

e Escaping Conscription [Manipulation + Perfor-
mance/Streetwise]: Those of low standing are often
conscripted, either into the army or as laborers in civil
engineering projects with enough fatalities that they
might be mistaken for military campaigns. Escaping
conscription is easy for the hunchbacked or lame but
more difficult for the healthy. Players whose characters
wish to escape via aruse of ill health or femininity must
make a Manipulation + Performance roll. Those whose
characters simply wish to bribe the officials in charge
must make a Manipulation + Streetwise roll, provided
the characters have the money. The officials on the spot
are cheap and easy:to bribe, but they’re sure to come back
later. More permanent exemption from conscription
can be obtained via a Resources 3 guanxi roll.

* Managing a Household or Business [variable]:
Managing business affairs is critical to success as a mer-
chant, and managing a large household is just as critical
for success as a gentleman’s wife. Haggling occurs via
opposed Manipulation + Finance rolls, with the winner
receiving a discount proportionate to the number of
successes she achieves. One successes is 10 percent or so,
three successes gets the merchant’s minimum asking
price, and five successes allows the buyer to talk the
merchant into accepting a loss.
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Actually managing a business or a household from
week to week is an Intelligence + Finance roll, with a
difficulty set by the amount of money coming.in to the
household and the local econemic conditions. Bringing
in-quality partners or hiring good help isa Perception +
Empathy roll, with a difficulty set by the quality of help
available. One success is adequate help, three isgood, five
brings in exceptional talent that is an asset to the business
or household. Once partners have been retained or help
hired, an eye needs to be kept on them to keep them
honest. Auditing the books is a Perception + Investiga-
tion roll, and investigating misdoings among business or
household employees is Charisma + Leadership.

MonsTroOUS AcTiViTjES

The Wan Kuei may move in mortal circles at times,
but they have their own concerns to deal with. This
section provides mechanics and insight into many situa-
tions thatare unique to the Hungry Dead. As above, these
systems are intended as an aid to the Storyteller, not a
substitute for roleplaying.

NjgumLy Marrers .

* Passing as a Mortal [Charisma/Intelligence "+
Performance]: To pass onéself off as a mortalin the short
term isa Charisma + Performance roll. It is automatic for
Yang-imbalanced vampires, difficulty 4 for Yang-aspected
vampires, difficulty 6 for Yin-aspected vampires, diffi-
culty 8 for permanently Yin-imbalanced Wan Kuei and
difficulty 10 for any vampire who has lost points of
Appearance to damage from sunlight or botched Chirolls
while Yin-imbalanced. If, and only if, someone is actively
trying to prove the vampire'sundead status, thedeception
is opposed by the investigator’s Perception + Alertness
(difficulty 6). If the investigator scoresmore successes, he
becomes aware of the vampire’s unliving status. -

Passing as a mortal over the long term requires an
Intelligence + Performance roll, with.a difficulty set by

the degree of eccentricity the vampire exhibits: One
success'means the neighbors aren’t immediately calling

for the witch-hunters, three successes means they think

something is strange but don’tknow quite what, and five'

or more successes allows you to be a sterling mémber of
the community, suffering from a terrible illness.

* Politely Meeting with Shen+[variable]: The shen
communicate regularly overdisputes between the groups.

Mostly, these are peace negotiations triggered by conflicts

between the various races, but there are also a variety of

“mutual understandings” and similarly flimsy alliances.

Wan Kuei may find themselves in such a delegation. It is
also possible to end up accidentally walking into the
middle of a Xiong Ren war party or a hsien-controlled
dragon nest. Being able to choke out some apid and
sincere apologies and beat a hasty retreat can be the
difference between a close call and the Final Death.
There is a moderately well-defined code of manners
betweenthe shen, including not brandishing weapons

Broop & Sjix.

openly and showing polite defetence to potentially offen-
sive: behavior. Behaving properly in a negotiation is
Charisma + Etiquette (difficulty 7). Explaining one’s way
out of a difficult situation is Wits + Etiquette (difficulty
8). Planning a social event involving different kinds of
shen is Intelligence + Etiquette (difficulty 6 + the number
of different kinds of shen invited).

e Finding Shelter While Traveling [Intelligence +
Survival]: The Wan Kuei travel a great deal, far more than
the Cainites of the West. Obviously, if the vampire possesses
amoderate command of the Godbody of Earth, there’s little
trouble traveling, assuming that she’s willing to spend the
Chi to sink into the soil every day. Those not so fortunate
must make an Intelligence + Survival roll each day, with a
difficulty equal to the amount of cover available in the place
through which they are traveling: Cities, ravine-covered
mountains and bamboo forests are difficulty 4 to 6, while
rocky wastelands and steppes are difficulty 8 or 9. If the

vampire has the appropriate implements to secure shelter

(foraexample atarp orashovel and an assistant toshovel the
dirt back over her) decrease the difficulty of the roll by 2. A
botch can mean anything from an encounter with hostile
shen while looking for somewhere to sleep to a mistaken
belief that one has found shelter until it is too late to do
anything but rot in the sunlight.

Note that travel is forbidden for anyone but heimin
and those with the appropriate travel documents. The

‘penalty for unauthorized travel varies from forcible repa-

triation to capital punishment. While this is not strictly

enforced in many areas, those without proper permission

are nevertheless at the mercy of the local courts. Those
traveling with bad papers or with no papers at all face
spiritual interrogation by the First Oni of the Court, who
may, at her option, devour the souls of guilty parties.

e Securing a Haven [Intelligence + Survival]: Find-
ing a good lair is critical to a Wan Kuei’s survival. A good
haven mustbe secure, defensible, private and have at least
one emergency exit. It should alsobe near prime feeding
grounds and have plenty of different routes by which the
vampire can come and go, to allow him to throw off those

. who would follow him back to his lair. It is an Intelligence

+ Survjval roll to find a good haven, with a difficulty set
by the amount of time the vampire is willing to spend
searching and the quality of the area vis-A-vis available

haven space. One success finds a marginal haven lacking

at least one essential characteristic. Three successes finds
an adequate haven, and five finds an excellent haven
suitable for long-term habitation.

Those vampires dwelling in rural areas cannot gener-
ally rely on secrecy. There are, after all, only so many
abandoned temples and mist-shrouded caves in which a
hungry monster might lurk. Strewing about the appropriate
evil signs and mutilated bodies to intimidate the locals is a

‘Manipulation + Intimidation roll, with a difficulty set by

the amount of time and effort the Wan Kuei puts into the

intimidating displays. One success keeps the superstitious

locals away, three successes keeps all the locals away and
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will prevent the local militia from coming into the area
unless the vampire becomes a nuisance. Five successes
means that local officials will collude to cover up reports of
even the worst depredations rather than stir the menace
that lurks in their midst by sending army troops in.

e Hiding a Body [Intelligence + Subterfuge]: Hid-
ing a body is often an important matter. It’s not that the
murder of some lower-class thief will attract attention,
but a body drained of blood and with the characteristic
fang-marks of the Wan Kuei will cause a public hysteria,
even if there is no official response. The area will soon be
a-swarm with Shih demon hunters, Wu Lung wizards,
amateur witch-hunters, charm-sellers, alms-seeking bonzes
blessing houses and every other sort of holy man, ranting
madman and alchemist eager to capture a Wan Kuei weak
enough that he must still drink blood.

Vampires who are not terribly fastidious can simply
grow a maw or fangs and eat the body. Most of the Wan
Kuei find this repulsive, however, and it is sure to start
ugly rumors of degeneracy if it gets around to the offender's
peers that he is a corpse-eater. An Intelligence + Subter-
fuge roll should be used if the vampire is actually hiding
the body and has no specific disposal method in mind.
The difficulty is based on the number and quality of
hiding spaces and the number of successes is how well
the body is hidden. One success means nobody will find
it immediately, three successes means that it is unlikely
to be found without a thorough search or extraordinary
conditions, and five successes means the body will al-
most certainly never be found.

Courr Poljrjcs

¢ Courtly Manners [variable]: Good manners are
critical to political success. An enlightened member of the
Wan Kuei must not only be talented and enlightened but
also gifted with the social graces. Wan Kuei events are often
long and grueling, with extraordinary emphasis placed on
formalities and protocol. After all, the participants are
immortal. There is no need for them to hurry, and those
unwilling to spend a few hours learning the fine points of
courtly manners are hardly suitable as guardians of the world.

A player should roll Charisma + Etiquette for her
vampire to conduct herself in a mannerly fashion at court,
with adifficulty equal to the commonness of the situation.
Dressing properly and otherwise choosing the best course
of social action requires an Intelligence + Etiquette roll,
with the difficulty again set by the situation and the
amount of flair the courtier wishes to display — one
cannot walk daringly close to the edge of propriety with-
out the risk of falling off.

Wan Kuei formal clothing is often astonishingly
elaborate, with tens or even hundreds of pounds of silk
brocade. Even the limbs of the dead strain under such a
heavy load, and Stamina + Etiquette rolls are often
required to withstand particularly grueling affairs or
formal rituals without wilting. Likewise, the social af-
fairs of shen are singularly prone to awesome and unex-
pected disturbances. From mundane assassinations and
scandals to Xiong Ren attacks and appearances by the
ambassadors of Yomi, the disgraced Princes of the Earth
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entertain-the most amazing diversions at their social
functions. Wits + Etiquette rolls are used torecover from
such unexpected disruptions.

All matters mannerly are judged on roughly the same
success scale. One success indicates an acceptable perfor-
manee. Nobody finds fault in it, but it is still ritual and not
second nature. Three successes indicates a performance of
the best sort, with all matters of protocol carried out with
perfect grace. Five successes indicates a masterful perfor-
mance, and repeated, such performances can earn a vam-
pire renown and a position as the official or unofficial
master of protocol. Botches on matters of courtly eti-
quette are particularly devastating, and there are many of
the Wan Kuei who would claim that etiquette is the most
important skill anyone could hope to master.

* Maintaining Face [Intelligence + Expression]:
Losing face over failure in a shame-based culture is a
terrible thing. A significant failure —even an inevitable
one — can ruin a promising career. It is an Intelligence
+ Expression roll to explain a failure in a manner that
does not cause any of those involved to lose face. The
difficulty isset by the severity of the failure. Success does
not just cast the characters in a positive light. Even a
single success can whitewash failure; additional suc-
cesses convey to one’s superiors information about the
actual state of events while still protecting the reputa-
tions of those involved. Note that this is by no means a
perfect defense, only a formulaic and usually unchal-
lenged explanation that may have almost nothing to do
with the truth. An ancestor out for blood can usually
send fact finders out, not only disgracing the character
for failure but for lying as well.

® Prying Eyes [Wits + Investigation]: Sometimes it is
necessary to investigate a matter.without revealing your
interest. This may be something as trivial as ascertaining
someone’s likes so that a gift can be obtained for him or
proving a paramour’s indiscretions. It can be as serious as
attempting to expose someone as a flesh-eater or akuma.
Investigating a matter indirectly is a Wits + Investigation
roll, with the difficulty set by how careful the targetis about
concealing his activities. A cheating paramour might be
difficulty 7, while an akuma or flesh-eater might be diffi-
culty 9. One success bringsnothing but vague rumors, three
bring some evidence or information, while five conjures up
an abundance of evidence. These rules largely reflect word-
of-mouth and documentary investigation. Use roleplaying

and the rules for Shadowing (Vampire: The Masquerade

p- 203) for physical investigation — breaking into a
mandarin’s house in an attempt to prove her.akuma isn’t
something that should be dismissed lightly.

* Lying Well [Manipulation + Performance]: It is
often necessary to conceal one'’s true feelings in' court,
particularly when so many mandarins have access to the
Discipline of Obligation. Concealing one’s true feelings
from obvious scrutiny is a Manipulation + Performance
roll, with a difficulty based on how startling or intense the
questioning is. This is resisted by a Manipulation + Alert-

i Buoop & Siix.

ness roll on the parl:of the mqulsitor, wu:h adifficulty equal
to the circumstances — it is far easier in interrogate
someone strapped toa chair than it is when she is in courtly

regalia, on her guard and in her Godbody of the Demon.

Conceahnga particularmatter from scrutiny by those using ;

Soul Bridge (Obligation ®) is a Willpower roll, difficulty
6. A single success masks the thought in question. There is
no known way to conceal information from spiritual inter-

rogation by a master of the Dragon Tear, but court officials

strictly control the use of this power.
» Finding Political Allies [variable]: Oneof the most
critical political matters is finding allies. Despite popular
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impressions, brutal political games are not generally played ./

by emotionless automatons but by normal beings with a

full range of feelings who are simply ruthless about getting
what they want. In getting what you want, trustworthy
friends and allies are critical. It is a Perception + Politics
roll to find good allies and a Charisma + Empathy roll to
become friends with them. Difficuley is set by the relative
stations of the parties and the degree of similarity. An
elder gaining a protégé would have difficulty 4, while a
conservative young Crane gaining the trust of an elderly
Thrashing Dragon would have a minimum difficulty of 8.

It takes some time between rolls, at least a few days.

The total accumulated successes indicate the strength of
the friendship. Ten is an‘acquaintance, 20 is mild friend-

ship, and so on, up to the 80-100 range, which indicates
a bond that will last for the duration of the Road Back and
perhaps even beyond. Both parties caru‘oll if both desire
friendship, but the accumulated successes are not added
together — friendship is often unequal.

® The Poison Tongue [Manipulation + Politics]:

Just as finding allies is critical, turning opinion against a
political rival is also of crucial importance. Itis a Manipu-
lation + Politics roll, with a difficulty determined by the
degree of competence and political aptitude demon-
strated by one’s opponent. Everyonesan turn opinion
against the court bumbler, but throwing darts at the hero
of the hour without seeming petty is very difficult. The
number of successes determines the degree of effect. One

success plants doubts, five successes changes opinions
forever. Note that it can take dozens of affected vampires
to really affect’a change of opinion'in the court as awhole.

A campaign of whispered slander and insinuation takes |

months of hard. effort to bring to maturation. A botch

during this time wlll ‘probably make the matter into a -

public feud or ew;n bring about a challenge to a duel.

Sometimes, whispered insinuations aren’t enough.
Framing someone for a crime she didn’t commit is always

a popular way to eliminate an enemy. It is particularly

effective if she is'suspected of committing that sort of
crime buthasn’t been caught yet — a process known as
“Speeding the Wheels.” Setting the matter up is an

Intelligénce + Subterfuge roll, with a difficulty equal to

the legitimacy,of the victim. The actual sting should be
roleplayed out, and it is likely thatmany other systems will

“be p{;ﬂ into'use in the précess.
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SPiRjTUALITY

e Scripture and Commentaries [Intelligence +
Academics/Linguistics]: Rather than relying on mor-
tal doctrines, most Night People follow their own
prophets. But regardless of who speaks them, the re-
corded words of the enlightened are critical to shen as
well as to mortals. To translate scripture is an Intelli-
gence + Linguistics roll, with a difficulty set by the
obscurity of the language the scripture is recorded in.
Adjunctal texts written by a bodhisattva in the modern
kaja are far easier to translate than lost chapters of the
Ki Chuan written inan ancient form of shorthand. One
success produces a barely adequate translation, full of
erroneous readings and missed idioms, three successes
produces an adequate but not extraordinary transla-
tion, and five successes produces a definitive transla-
tion which will stand for centuries.

Composing commentary on scriptures and other clas-
sical writings is a critical part of the intellectual life of
both mortals and shen in the Middle Kingdom. Compos-

. ingcommentary isan Intelligence + Academics roll, with
" adifficulty depending on how obscure the meaning of the

text is. One success states the obvious, three successes
illuminates the text for those who do not understand it,
and five successes produces genuine insights into the
thoughts of the master who authored the original text.
e Teaching and Debate [variable]: Educating the
ignorant is one of the duties of the enlightened. It is
a Charisma + Leadership roll to teach scripture to
willing acolytes. The character cannot roll more dice
to teach religious matters than the lower of his Dharma

culty is set by the number of students the master is
teaching, their willingness to be enlightened and how
much must be unlearned before they ¢an begin learn-
ing again. One success brings some self-understand-

ing and prevents anyone from falling asleep, three-

suceesses allow the students to gain some genuine
insight, and five successes is a masterful lecture, bring-

/" ing true life to a doctrine.
Also common are scriptural debates between master

theologians. Inter-Dharma debates: are rare, however.
Because all the orthodox Dharmic paths are known to be
valid and because early Wan Xian society after the fall of.
Meru saw a great deal of strife between the emergent
Dharmas, there is legacy of general tolerance between the
various non-heretical Roads Back. However, debates be-
tween.opposing sects and schools of thought within the

__Dharmas are common, and bitter rivalries often develop
* around them. It is an opposed Wits + Academics roll to

debate scripture, and neither person can roll more dice
than their Intelligence + Dharma score. Generally, no
more than three rolls can be made over an issue before the
debate becomes repetitive.
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One of the vampires taking part in the debate must be
five to 10 successesup on her opponent by this time to
have gotten the better of him, with the actual number of
successes required being a function of the obscurity of the
point debated. The more obscure the point; the more
successes are required to illuminate it in a favorable light.
e Reading the Heavens [Perception + Portents]:
The Black Tortoise Court meets only on the nights of the
half moon, never in the same location twice and rarely
under aroof. The location of the court’s next meeting can
be discerned on the night of the full moon or the new
moon by examining the sky for half an hour. Doing so
requires the player to roll Perception + Portents (diffi-
culty 7). If the astrologer isnota Wan Kuei from the Black
Tortoise Court, the difficulty is 8. In a feat of astrology
that rarely fails to surprise the novice, the meeting place
is never more than seven days”hard ride from the location
of the last meeting place.

Favors anp PRrResTATION

Wan Kuei society is an incredibly complex web of
interlocking obligations. Though unstated, favors, honor,
face and personal feelings all come together ro create the
social framework of the Five August Courts and most
other groupings of the Hungry Dead. The basics of this
system of favors and debts — called prestation — are
relatively straightforward. A vampire who does some-
thing for another expects to be repaid in kind. Skilled
courtiers make it their business to remember who owes
whom, and detailed records exist in many courts. If an

: : fMa - owing yampire tries to ignore a debt, she looses face (and
+ Hun or Intelligence + Academics scores. The diffi- =

hence status) at court and may also be subjected to dire
punishments. The Great Principle that traditionally
guides the courtsincludes the Way of Obligation, mak-
ing prestation almost a state religion among the Wan
Kuei. To violate it is to invite grave retribution.
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Prestation among the Wan Kuei is similar to the
form practiced among Camarilla vampires in the mod-
ern era (see Guide to the Camarilla, pp. 147-149).
However; thereare some differences. The first is that
prestation debt can be transferred, not just by the holder
of the debt, but by the debtor as well. The debtor is,
however, responsible for the proper execution of the
favor. Failure on the part of his delegate leaves the debt
unpaid. Indeed, if the task requested to fulfill the debt
was badly botched or cannot be attempted again, the
debt is likely to increase significantly.

Secondly, the value of a debt is determined not just by
the favor but by therelative social rankings of the partici-
pants. Repaying a favor between two mandarins might be
no more than the matter of who provides the vessels when
they next dine together. That same favor, asked for by a
disciple, might be the matter of a life boon.

This'is.one. of the reasons that wu are so important.
First, favors between members of a wu are judged on a
differentscale. Youcan expect alor more from your blood-
sister for a given level of debt than you can from a court
official who doesn’t know: you from the next running
monkey. Also; older wu-members can easily act as liai-
sons. For example, say thatayoung disciple wishes to have
a mandarin tutor her in a Discipline. Rather than asking

the mandarin directly for a favor, the disciple would -

request that an older member of her wu— who is probably
himself a mandarin or jina — ask the mandarin for her.
Then, she would owe her wu-mate a small faver, and her
wu-mate would owe the mandarin smallfavor, rather than
the disciple being in debt t0 the mandarin for the next
decade or so. Even if there is no wu-mate of equivalent
rank, the highest-ranking vampire with social aptitude is
still the one to send because he'll get the most results with
the smaller prestation cost.

SeexjNG Favors rroM ABoOVE
Not all requests can be handled by an older member

of the vampire’s wu. Likewise there are some favors that
a young vampite would not dare let her elder family

members know she was requesting. In these casesgthe

vampire must approach her elders on her own. At this
point, the matter becomes both complex and expensive.
Elders are important creatures, whose time is in great
demand. Wan Kuei of lower social standing who wish to
trouble their betters cannot simply knock on their front
door. There are forms that must be followed to keep

matters orderly and to assure the elders’ time is their own

and not that of everyone in the court who needs a favor.

First, a vampire who wishes to have an audience
with an elder of significant station must speak with his
doorkeeper or majordomo. This is usually one of the
elder’s students or a junior member of his wu, but it can

be a dhampyr, bakemono, bound demon or occasion- |

ally even'a mortal#Whoever it is, the majordomo does

preliminary.screening of those whe.want an audience

-
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with the elder. Vampires of lower status than the elder
must convince the majordomo to put them on the
schedule in a timely fashion. A large bribe often speeds
the convincing process considerably. Storytellers can
use the system for doing guanxi in the mortal world (see
p. 113) at this stage.

If the vampire does secure an appointment, she must
then dress appropriately for the occasion and recite the
appropriate ritualized greetings, honorifics, titles and so
forth. The costuming is often ridiculously expensive, and
the greetings can take weeks to memorize properly. Fail-
ure to perform the greetings or to wear the proper outfit is
quite likely to destroy any chance of the petition being
accepted. When the audience proper begins, the appli-
cant gives the elder a significant honorarium to make up
for the distraction she has caused him. This can be cash or
a valuable gift of some sort — gifts are preferred, but
money will work in a pinch. The applicant then presents
the elder with her petition, written in kaja on silk. If the
elder chooses to accept the petition, the applicant will
then owe him the appropriate prestation debt.

Most elders hear and grant petitions from vampires
of low standing only at their leisure, and the ritual
involved is incredibly complex to the uninitiated.
Generally, the vampire needs an Etiquette + Rituals
score equal to the greater of either the difference
between her Dharma rating and the elder’s Dharma
rating. This is the minimum, and players of vampires
with scores this low should be making frequent Cha-
risma or Manipulation + Etiquette or Rituals rolls to
get through the meeting without a bumble. Smooth
social sailing generally requires scores at least two
levels higher than the minimum.

Asaresult, younger Wan Kuei who do not have older
wu-mates still routinely use intermediaries of higher sta-
tion when they must request favors of prominent court
members. However, there are often several such interme-
diaries, and each of them must be petitioned and given his
honorarium. Of course, the vampire who actually wants
the faver is expected to pay all expenses, particularly for
the formal garb, bribes, honorariums and so forth. Many
jina wise in the ways of the courts yet still on the edges of
formal Wan Kuei society work as professional intermedi-
aries for Running Monkeys.

There are alternatives, of course. There are always
those mandarins, eitherdisgraced or of questionable com-
petence, whose court no one attends. They are always
eager toaid someone, anyone, in order to reestablish their
face and influence. There are also political predators and
akuma, both always eager to gain a new pawn through the
semblance of friendliness and generosity. Sometimes,
taking a gamble with less reputable or more dangerous
patrons pays off, and sometimes, it’s the only alternative
for a peor or desperate vampire.

This sort of thing helps explain why it is so dreadful

ito be'a heimin and why a strong wu is so critical to a

vampire's prosperity. Just asin the mortal world, a large
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and prosperous family is critical to success. A young
vampire alone must pay large honorariums and use
untrustworthy middlemen. A member of a wu has all
the wu's social contacts working for him and can use
the rank of wu-mates as leverage. A wu which contains
a bodhisattva or ancestor is likely to have other vam-
pires offering its members favors, in the hopes that
they'll attract the favorable attention of the elder
member with their generosity.

TRANSFERRING PRESTATION

Among the Wan Kuei, the debtor need not be
informed of the transfer of prestation from one owning
party to another. Instead, the party calling in the favor
presents the debtor with a written note signed by the
party to whom he owes prestation, authorizing the new
owner of the debt to call on the indebted vampire's
services in the elder’s name. If the debt is transferred
again, the old owner makes a chop mark below the
signature to show that they too authorized the transfer.
There is a document on exhibit in Guangdong with no
less than 23 marks of transfer on it.

The debtor, on the other hand, can only transfer a
favor at the time it is requested. At this time, he can
inform the owner of the debt that a proxy will be carrying
out the task for him. There are a number of reasons this
might happen. Prestation debt is often used in attempts to
greatly distract the debtor by forcing them into menial
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jobs or even to indirectly murder the debtor by sending
him to certaindestruction. Debtors will often use students
and friends as proxies for menial tasks, while allies, friendly
elders and older wu-mates are all popular to deal with
“suicide” missions. What is suicide for a disciple is often
child’s play for an eldecly mandarin.

As long as the debtor phrases his nomination of a
proxy properly and remains accountable for his failures,
the owning party cannot refuse the transfer without losing
significant face. The Storyteller may require a Wits +
Etiquette roll to make sure the transferal is well phrased.

CoMBAT

Heroic derring-do and doomed struggles are cen-
tral facets of most hundred chapter novels and Hong
Kong fantasy cinema: It is likely that warfare and
combat will have a central place in a Blood & Silk
game as well. The following section is a guide to
conflict in the Blood & Silk era. Obviously, there is a
finite amount of space available — this section is long
on rules and short on atmosphere. Storytellers and
players might want to explore the resources listed in
the Introduction’s bibliography and get a feel for com-
bat of various scales in Chinese history and drama.
Reading a couple of books can vastly improve one’s
understanding of the context for these rules.
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Wearons
The warriors of the Middle Kingdom use the full

gamut of weapons known in the West, including axes,
straight swords, spears, maces, clubs and the like. They
also use a number of rather exotic weapons. The more
normal ones are detailed briefly in the weapons charts
below. The truly exotic ones like the gunpowder
flamethrower have their own write-ups later. Storytellers
who want a lot of detail in their hand-to-hand combat
may wish to consult World of Darkness: Combat. To be
frank, if there was ever a setting where “The Big Book of
Beating Ass” was appropriate, it’s this one.

Some of the less familiar weapons in use during the
Blood & Silk period and listed on the tables below include:

Compound Bow: Favorite of the steppe-riders, this is
arecurved bow (it is strung “backward”) with horn inserts
(minimum Strength or Archery of 3 to string).

Daikyu: Asymmetrical Japanese longbow for use
from horseback.

Hammer (two-handed): Includes Japanese two-
handed war club.

Hook Sword: Martial-arts weapon with backward-curv-
ing tips. Used in pairs, these weapons do Strength +3 damage
when wielded by someone with Martial Arts 4 or more.

Sword (two'handed) Str +

Str.-h’aw

| cwo-handed). «?‘w

Bioop & Sic.
ese curve»ﬁladed halbetd a favored

Naginata: Japa
weapon of women.

No-Daichi: Japanese “hor,sb klller two-handed sword. -

 Pellet Bow: A ctpssbreetfof asling and abow, usedin
hunting birds becaube it does not damage the meat.

Self Bow: A standard bow with no compound or

recurve.
War Fan: Steel fan used fosmcﬁng oneself battl{?
field signaling, parrying and even attacking. -
Wind-Fire Wheel: St’eel ring with handle, and
sometimes with hooks, used to trap wcapo&s and as a
bludgeon. Used in pam

Bisicn

Armoris a umvemal feature of anchei\t and medleval

warfare. While the Middle Kingdom never develops the

super-heavy armors that come to dominate warfare in the
West, the average sohder or warrior still goes into battle
clad in body armor of some sort: The armors that follow
are deliberately abstract representatlm&saf various genres
of protective garments. Storyueners and players who want
more precise representations reflecting the specific con-
struction of various armor types throughout the ages
should feel free to modify these statistics, bue the included
t'?pes should suffice for general use.
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Leather: The outfit of conscripts. cverywhere. A

 thick leather breastplate with a leather cap and shoulder,

forearm and leg pieces. Some suits may have some small
metal reinforcements over the vital organs, but thisequip-

- ment mostly provides moral support rather than actual

protection. This armor can also be used to represent the
sort of piecemeal protection worn by brigands of the less
successful sort.

Light Chain: The armor the average soldier of a
professional army. It includes alight chain shirt, a helmet
with neck guard, greaves and forearm protection of some
sorty all of leather and chain.

Heavy Chain: Worn by heavy cavalry, elite foot
soldiers and other shock troops. Heavy chain includes
a metal breastplate or reinforced chain shirt, chain
sleeves, a steel helmet with chain neck guard, layered
metal shoulder guards and steel greaves. This armor
provi'ag; a +4 soak versus all attacks, but subtracts one
from the character’s dexterity when it is worn. This sort
of equipage is very expensive and a sheer hell to wear
in hot conditions.

Lacquered Plate: Favored by Nihonjin warriors,
this armor uses a few solid segments and many small,
lacquered plates held together with silk ribbon to pro-
vide both flexibility and protection from slashing weap-

ons. Itisacomment on both the Japanese mentality and
. the.armor’s protective capabilities that the fearsome
_helmets made to accompany suits of lacquered plate

have a hole in the top, so the wearer’s soul can fly to
Heaven immediately after his death. To cut down on
weight, most of these suits of armor lace across the back

. —ifattacked from the rear or by someone who can beat -

" them in an opposed Wits + Ride roll (if on horseback),
the armor provides no protection.

'!2'!

SHiELps anp PARRYNG WEAPONS

Devices for parrying attacks can be broken into two
categories: shields and weapons which are specially
designed for use in parrying. The former covers every-
thing from bucklers to large wall shields. While these
sorts of devices.are known in the Middle Kingdom, they

_are not so commonly used there as in the West. Instead,

more emphasis is placed on mobility and striking first,
and parrying weapons are quite popular. Most of these,
such as'the sai, jitte, tonfa and wind-fire wheels, are
bludgeons of varying sorts that are useful in catching and
deflecting weapons.

Parrying devices can be used in twofashions, active
and passive. In their activerole, parrying devices allow
the wielder to parry incoming attacks at a decreased
difficulty. Note that none of these items grant the
ability to automatically parry-attacks — the character
must still use defensive maneuvers to do so. Thus, the
player must either spend actions parrying (and split her
dice pool) or spend the entire turn defending. In the
latter case, she makes as many Dexterity + Melee rolls
as necessary, subtracting one from die each successive
roll until she runs out of dice or the turn ends. Note
that it is not generally possible to use parrying items to
block missile attacks, but in certain circumstances
(cast spears, chi flames and similar slow attacks) it may
be possible. This is left to the Storyteller’s discretion.
(See Vampire: The Masquerade, p. 210 for more on
“defensive maneuvers and parrying.)

Parrying equipment in a passive role simply adds to
the difficulty-of attacking a character. This doesn’t
‘require an action and represents the character simply
holding her shield or weapon in such a way as to make
hitting her more difficult. Most items have differing

. alArcs.a;;r,acks agamst the charac e
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scores for missile and melee defense — shields large
enough to provide adequate protection from bow or
crossbow fire are generally too large to maneuver easily
in combat without special harnesses largely unknown in
the Middle Kingdom.

These items do not provide both an active and a passive
defense at the same time. A defensive weapon can either be
used to actively parry attacks or to passively defend
against them, but not both. The defender can choose
which sort of defense the weapon offers on a per-attack
basis, so it still offers some protection when her dice pool
is exhausted, but the player must choose before the dice
are rolled for the attack.

Mountep ComBar

The horse is critical to Chinese warfare. The steppe-
dwelling nomads who are a perennial threat to the Middle
Kingdom are universally master horsemen. The Chinese
also have large contingents of horsemen, as cavalry forma-
tions and in the persons of a hard-riding postal service and
the Robin Hood-like “knights” or “cavaliers” who patrol
remote or lawless areas, often leading bands of freedom-
loving rebels in times of tyranny.

The most basic rule for mounted combat is that a
character cannot have a combat Ability higher than her
Ride Ability. If the combat Ability is higher than her
Ride, use her Ride score instead. Using the lance or
mounted bow from horseback are special exceptions to
this rule and are detailed below.

Bioop & Six

If the combat is taking place on a chaotic battlefield
or on especially difficult ground, the Storyteller should
have the player split her dice pool to include a Wits +
Ride roll to stay in the saddle and keep control of her
mount. The difficulty of this roll is set by the degree to
which the horse has been trained for battle and the local
environment. Fighting on rough ground would be diffi-
culty 6, while trying to control an untrained horse ona
battlefield full of smoke, blood and the shrieks of wounded
animals (all panic signals for naturally skittish herbi-
vores) would be difficulty 9, at least!

TRAMPLING

Horses weigh a great deal and are weapons in and
of themselves. While untrained animals are reluctant
to step on anything, horses can be trained to step on or
kick targets. Players roll Manipulation + Ride as the
attack roll when their characters use their horses to
trample. Damage inflicted by a trample is 6 or 7 dice
(depending on the size of the horse) plus successes.
Tramples can be dodged with Dexterity + Dodge but
cannot be parried unless the character is significantly
larger than human size.

There is a reason that tramples are not incredibly
common — the risk involved. Failing a trampling roll
leaves an enemy in a position that gives him an excellent
shot at the horse’s belly, and botching such a roll is likely
to leave the character thrown or underneath a panicked
horse with a broken leg.

. L e e
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Lances ~ MarmiaL ArTs
Lances are long spear-lilfe weapons de:l;igned R < b_e Martial arts are a relatively recent development in
us_ed from horseback. The wielder braces himself in his 1, Blood & Silk era, and kung-fu has not reached
stirrups, holds the lance under one arm and strikes his nearly the elaborate heights it will achieve in later
target at any pace between a canter and a full gallop. cepryries. This section on Martial Arts deals with
This causes the lance to strike with the force of the horse b2 cters who know these simple combat styles. Ob-
and the rider behind it. viously, Storytellers may want to ignore the historical
Contrary to popular opinion and European tourna- facts — a lot of Asian cinema- certainly has. In that
ment practice, lances are generally not used against cage, just use the Martial Arts rules in Kindred of the
mounted opponents but against foot troops who have East and the Kindred of the East Companion. As
broken formation and are either routing or attempting = always, Storytellers who want more elaborate combat
to rally. Lancers can ride down with casual ease a than the basic Storyteller system provides — with a
footman attempting to stand alone. In combat against particular emphasis on martial arts mayhem < should
mounted opponents, the lance is typically either put see if World of Darkness: Combat is what they're

aside (usually by sticking it into the ground point-first so
it can be retrieved later) or used in jabbing strikes.
Lances do eight dice of lethal damage + successes
when used from a gallop. Strength does not add to this
damage, but characters with the Huge Size Merit do an
additional two dice of damage — one die for their own
bulk and an additional die to represent the added mass
of a horse large enough to carry them. Those struck must
make a Strength + Athletics check, difficulty 4 + (the
number of successes on the attacker’s damage roll), or be
knocked down and at +2 difficulty on all rolls for the
next round as a result of the stunning impact. Vampires
treat-lance damage as bashing (it is almost entirely
piercing) but may still be knocked down and stunned,
and permanently Yang-imbalanced vampires may be
staked, though this would require special effort and
knowledge, as the lance is generally pulled out of the
target immediately. _ 3
A character musthave a minimum Ride and Melee of
3 each to be able to use a lance effectively from horseback.
Otherwise, heis certain to dismount himself on a successful
attack — the character takes as many dice of bashing
damage as he inflicted dice of lethal damage with hislance.
A botch using a lance is generally a terible thing: The
character takes four dice of lethal damage and may fall off

his horse (roll Stamina + Ride).Use of a lance is punishing .-

business — characters with the Small or Child Merits, who
have Stamina 1 or who are otherwise below-average size
cannot use a mounted lance.

Mountep Bows -

The use of the bow from horseback isa trademark of the
steppe-dwelling nomads who form a constant threat to the
Middle Kingdom. Accurate bow fire from a moving horse
is exceedingly difficult — a single inch in error at the bow

looking for. Keep in mind that, in the Dragon Dance
(Yang Prana e ¢ ), the Wan Xian have a combat style
more effective than almost anything mortals can hope
to learn. :

In the Blood & Silk era, there are no hard or soft
styles — all Martial Arts attacks use the same difficulty
table (see below). Likewise, a limited number of special
maneuvers are available. As in the Kindred of the East
Companion, characters gain one special maneuver
when they purchase their first dot of Martial Arts and
an additional special maneuver with each dot of Mar-
tial Arts above three. The available special maneuvers
are as follows:

Kindred Of The East: Counter Throw, Mantis Strike,
Damaging Block, Dragon Tail Sweep, Elbow Strike

Kindred Of The East Companion: Ground Fight-

Jng Killing Blows, Cataleptic Grapple, Push Hands,

‘Reactive Strike

‘As time goes by, the Storyteller should allow charac-
tets, interested in mortal martial arts to relearn their
martial arts skills. in the modern mold, probably at a
discount of some sortt. :

SpecjaL WEaPONS

The arsenals of the Middle Kingdorﬁ.feature some

will cause the arrow tomiss the target by tens of feet. Unless  truly terrifying” weapons, including what can only be
the character has the Archery specialty “Mounted,” his ~ called military explosives. While few Wan Kuei directly
shots are at +2 difficult from a moving horse and at +4 wield such terrifying. arms, demon hunters and other;
difficulty from a horse moving at a trot or faster. Note that mortal opponents do:*

the average steppe-horseman has Archery and Ride high :

enough to have specialties.

I
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Repeating CrossBows

The repeating crossbow is an unusual weapon con-
sisting of a small crossbow with a cocking lever on the top
rear and a vertical hopper for bolts. The weaponis fired by
pumpingthe cocking lever, which draws back and releases
the string. Each pump of the lever fires a single unfletched
bolt, with the magazine typically containing between six
and 10 such bolts. The repeating crossbow is not particu-
larly accurate or damaging past the range off a spearcast,
and the bolts are too light and slow to do significant injury
unless one happens to hit an eye. However, a rapid volley
of poisoned darts can help a single man win through a
press, or allow a squad of men to tumm back a larger force.

Treat repeating crossbows as if they were modern
semi-automatic weapons, with a Rate of 6 and the ability
to fire three-round bursts. The repeating crossbow uses
the Archery skill but is not covered by a specialization in
crosshows; while the mechanism is similar, the weapon is
used in a completely different fashion. Repeating-cross-
bow bolts have a base damage of 2 and are almost always
poisoned. If a bolt inflicts more damage than the target’s
armor soaks, this poison has its effect. Poisons of the
Middle Kingdom are frequently infectious agents (during
a siege, they might be dipped in the feces of cholera or
dysentery victims, for example) or distilled fish or snake
venoms. Mortals hit with an infectious bolt must make a
Stamina roll (difficulty 9) once per bolt, with failure
indicating they have contracted whatever illness the bolt
was prepared with — usually amounting to a slow and
miserable death. Permanently Yang-imbalanced vam-
pires must likewise make this roll, though they will prob-
ably just be discommoded by the illness.

Envenomed bolts likewise require a Stamina check,
with a difficulty of between 6 and 9 depending on the
strength of the poison. Failure generally causes either
several health levels of damage or death. Wan Kueistruck
by envenomed bolts take no additional damage: As undead
beings, they are immune to all non-supernatural toxins.

FLAMETHROWERS

The Chinese were the first to use the flamethrower
in warfare. This one-use weapon is a long, reinforced
bamboo tube filled with gunpowder and other
inflammables. When lit, a tongue of searing flame
shoots 10 or more feet from thé mouth for several
seconds. Obviously, this weapon is of tremendous in-
terest to demon hunters stalking feral chih-mei and
other Wan Kuei, and there are rumors that it was first
developed as a secret weapon by alchemists in the
employ of the Shih.

Flamethrowers burn for one round, inflicting a base
eight dice of fire damage to the target. They are aimed
using the wielder’s Dexterity + Archery or Athletics
score, whichever is higher — no one uses these weapons
enough for a special skill in doing so to develop. The
wielder can sweep the weapon across several targets if the
player splits her die pool or uses extra actions. The sight

Buoop & Sjix.

of a burning flamethrower is occasion for an immediate
wave soul roll in Wan Kuei. Actually using one forces the
vampire to make the wave soul roll with the Hun facing
a +2 difficulty penalty. These weapons are almost as
dangerous to the user as to the target. If the tube cracks,
bursts or burns through, the wielder will be exposed to
searing flame and, possibly, a small explosion. If the user
botches, apply between six and 12 dice of damage —
lethal to mortals, aggravated to most shen.

Rockers

The Chinese invention of black powder led to the use
of rockets for entertainment, communication and mili-
tary operations. Firecrackers and small fireworks-type
rockets (which can weigh as much as several pounds) are
popular with demon hunters. Vampires who are the target
of a string of firecrackers or a rocket must make an
immediate wave soul check, and a vampire who is actually
hit by a display or signal rocket will probably take a die or
two of aggravated damage.

Military rockets are significantly larger, designed to
be fired at cities or battlefield formations. They have no
warhead per se, but these bamboo weapons impact going
over 100 miles an hour. Anyone so unfortunate as to be hit
by one takes 12 dice of lethal damage, and those nearby
are likely to be splashed by burning gunpowder — all
within 10 feet must make a Dexterity + Dodge roll, taking
(6 - successes) dice of lethal damage. Rocket damage is
largely due to heat and is thus aggravated when applied to
vampires. More useful than the damage they cause are the
secondary effects of the rocket. A barrage of rockets fired
intoacity under siege is likely to ignite dozens of fires, and
horses are often panicked by these weapons. Those on
horseback near the impact zone of a rocket barrage must
make an Wits + Ride roll (difficulty 8) or lose control of
their mounts as they becomes terrified by the sounds and
smells of the rocket attack.

The building and firing of rockets is covered by the
Crafts (Rocketry) Skill. Rockets are area weapons, de-
signed to be fired at cities or masses of troops, not individu-
als. Short range attacks are made at difficulty 9, and attacks
against individuals at ranges longer than 50 or so yards are
easily dodged (no roll necessary if they see the weapon).

DjrecrioN anp Dynasty

Wan Kuei of the Fourth Age have a more formal
interpretation of direction than their successors in the
Fifth Age. More than a matter of astrology, direction is
related to the fate of the dynasty the Hungry Dead are
associated with. For the powerful ancestors of the
Court of the Yellow Emperor, this is the Southern Song
of China, but the “dynasty” need not be political.
Whatever endeavor a Wan Kuei is attached to — the
pursuit of an enemy, the guardianship of a region—can

‘serve as their dynasty. Their direction helps determine

what role they play in its fate,



-»
Yf o

Bjrri N ViRTUE: Soutw

In the midstofchaos and w1ckednms, Heaven chooses
a worthy individual to receive its mandate. That person,
whateverhis or her situation, must rise to the challenge of
restoring order and virtue to the land. When the possessor
of the mandate succeeds in uniting all under Heaven, a
new dynasty begins. Wan Kuei recognize this step as the
. distinctive callmg of their kind ahghed toward the south..

wmmhomnm!ur

% The founder’ssucce,ssors extend his triumphs. On the
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| lmperial scale, the new emperors perform the great duties:
i reform of taxation, repair and maintenance of public
. worksand rectification of names. (In times of wickedness,

the language itself becomes a tool of oppression and
deceit, and the rectification of names marks a return to
concern for the truth.) This step calls for the efforts of
| east‘fax:&rng Wan Kuei concerned with and prepared to
bt enmesh themselves in the coil of mortal society.

" Marore Success: Wur
" “The strong empire flourishes. Barbarians come to pay
tribute, while rebels cower and surrender in the face of
 worthy guardians of the people. Whereas the preceding
. steps often called for wars against organized opposition, the
' _people now pursue their 10,000 goals, united in the har-
" mony of good government and moral society. West-facing
* Wan Kuei seek to preserve the prosperity of this step by
) renewed fidelity to the spirits and ancestors. The spirits
b offer up the advice of past cycles on what went wrong, so
.\ that perhaps this time people can avoid those miﬁ"takes

3“1“ TURN/NG juwarp: CeNTER vy

I As the people, Bﬂ@cme assured of good living and take
it for granted, they turn inward m\;ﬁ_ more personal
. pursuits. Dorw}xghtly, the search for individual perfection
- strengthens the comm‘mﬂ:y with living atamples of virtue

wrongly, it leads to narcissism, Stﬂf:-lndul?"

in acaon Dong1ah
gence and dynastic weaknerti /This is the step at which

'~ s¢enter-bound Wan Kuei at last come into their own.

F" Enlightenment ﬂnunshes on thefoundation laid by others..ﬂl ;

- RECOVERY o!?lem Ilom

A single rlgbgeous leader may summon an unwilling

A R e

demand ﬁf their leaders a renewed fidelity. Whether
reform comesfromabove or below, the mandate of Heaven
returns to a dynast’kwhen the emperor and people again
seek the Way. North'hm Wan Kuei play animportant part
~ in this step, since: they have personal connections to the
past aswell as awealth of lore that mortals may attain. The
people listen to reminders of old wisdom, recognizing in
it the foundation of future as well as past success.

!
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people back to virtue; likewise, a concerned people may

Deatw ju Vice: Soutw

Thecycleof recoverymay take place anynumber of times,
but inevitably, all institutions fail. Predators threaten the
people from inside and outside the empire,and now, defenders

are too few to keepithe masses safe. In the end, the only cure
is the death of the dynasty. A time of chaos ensues until

“someone new earns Heaven's mandate. South-directed Wan

“Kuei again play important roles: They purge the wicked,
slicing away corruption and deceit to enable those who still
seek wisdom at least some chance at personal reward.
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Sincerity is the way of Heaven.
— Mencius, Works.

Many aspects of Storytelling for the Wan Kuei don .
change from oné age to the next. Before rufininga Blood
& Silk chronicle, take the time to review Chapter Seven:

of Kindred of the East. The ‘material below covers the*

problems and opportunitiesunique to theFourth Ag&and
how to handle them'in your chronicle.

SETTING THE SCENE
_settings. They also provide a series-of vignettes, quick
scefiesythar you can use as ready-made story seeds or

You've decided ro undertake aBlood & Silk chmmcle

Your players like the idea of playing in a different part of e

the World of Darkness, removed in both time and space
from the usual setting. Everyone’s willing to make the
effort to play in another culture. How.do you help yous
players (and yourself) get a feel for the setting?

Ithelps to do a little study of the time'and place you
choose to start your chronicle. You don’t have to de
homework — nobody’s going to come around and make
yourtake a test. [€'s just that the more you know, the more
you can improvise. Players.always think of something you
didn’t, and you should feel ¢onfident in youfability to
caver the plot holes, The better a“feel” you can get for the
setting, the better off you'll be. Keep in mind, howevet,
that this is a game about:vampires, not a high schdol
history project.

*If you want to do some fése'arc}\ the Bib]idgraphy in
the Inttoducuén is a good place to start.

Some parts of Asian socletv change very little through- P
out the centdries of the late Fourth Age. Each of the
following sections provides youwith some generalizations
onlife at the time; to-help you portray these major

simply as a source of furtherinsight.

Cimjes anp Viilages

Except inthe immediare aftermath of war, plague and
other disasters, settlements of all sizes arecrowded. People
swarm the streets on their yarious errands; Social distinc-
tions manifest themiselves at every turn. Peasants defer to
soldiers and-merchants, often‘with a show of contempt
along with fear or envy, Everyone gets out of the way of
rich people and officials. Within@aeh'class, finer grada-
tions emerge. Low-ranking bureaucrats yield to their
superiors, and this-often means-old men who lacked the
right connections yielding to young men who had better
fortune, The ties of children to parentsand théirextended
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“families show when responsible adults try to round up

their various (and at times wayward) charges.
Strangersseldom find much in the way of welcome.In -
small villages, most of the people are related, one way or
another, and strangers immediately stand out. Children
gather to stare at them until the local civil authorities

&oonl?lt(

some part of the annual farming cycle. Whatever the =
oceasion, it letsthe characters see townspeople at their
best... and lets unserupulous people examine the rest of

who cannot take part in the festivities. :
e After a character bungles some social inferaction

arrive to demand information about the strangers’ identi-~ ‘with local officials, let her allies study the situation.
ties and business. In big cities, people simply ignore the - Observation (and perhaps Diseiplines) leads to the in-

. strangers, unlesslocal conmvers see a chance for proﬁt Cbe* ~sightthat the current magistrate isof lower social stand- .

it honest or not).

Peasants build with whatever materials near at hand
wood, mud and stone, most commonly. Keep inmind that
long-settled areas often lose all their native forests and
that, thereafter, wood buildings are marks of status. All
but the very poorest family homes consist of a square or plex as the Wan Kuei prestation system and mcludes_
rectangle of buildings set around an interior courtyard. A+ ma.nv more participants. :
blank or nearly blank wall faces the public street; the *,/®~The charagters find a town being igindolied:

' ‘ﬁ;g than his seq;erarv, who used to be the magistrate
ntil getting demoted for some offense. The offending

“might be untied to the advantage of the wu. Keep in

: family’s personal affairs go onvat a bit of removeﬁ-&.q; Theré’s.]gcen one too many wars, famines or floods (or. -
" dwellers build larger, more permanentstructures —often’  perh:

- relying on stone quarried some distance away from the generat}ms of the town’s families drag their precious -
*city. City homes and businesses sometimes rise two or * possessions, weeping and wailing over what they must

ind. Sometimes a govemor imposes abandon- -

__leave behi

three stories above ground level.

character stumbled unawares into'a tangled knot, which *

mind that the network-of mortal obligations is as com-

s allthree) and other calamities as well. Three

the town unseen by anyone except the aged and infirm, : s
1
|

Some cities and towns are very clean, when the
people and authoritiescare about it. Others are just filthy:

A

ment as' punishment for a town’s misdeeds. Do the
characters sympathize with the beleaguered innocents?

A dirty village often signifies -trouble — some local Dothe characters approve of righteous justice n'the face -
of manifest wickedness? Do the characters try to steer .

the effort to clean up. Chinese and other cwihzedpeoples clear and risk offending any watching anéestors or ger

circumstance makes people feel uncertain that it’s worth

tend tosee all barbarian settlementsas dirty, whether they “involved and risk offending. thie mortal bureaucracy .

actually are or not.
Vignettes of City and Village Life:
e A small shrine on the road carries a sign with the

name of the next town. Plaques commemorate honors

" _given to inhabitants of the town and usually (but not

always) identify high-ranking officials. The guardian spirit,
- or god of the town receives sacrifices here.

N,
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® The town cemetery occupies-a hill a few. minutes

g walk away — an artificial mound, if the surrounding land

A% is flat. Are the graves well-tended? Have families been

performing the properritesto honor their ancestors? Wan-
Kueican see the ghosts. Do they seem content, or do they
have complaints? If the ghosts do complain, are then:
~objections serious, or is it just the whining of bored souls
seeking something to fill the time?

¢ One of the characters demonstrates asupernatural
power. Nobody visibly recoils (unless'the poweris overcly:
destructive), but bystanders find reasons to be elsewhere

— immediately and in all future encounters with the

uncouth stranger. Thereafter, that character and any-
ane known as his associate faces a +1 or greater difficulty
penalty on social interactions; unless somehow he can
earn back the favor of the townspeople.

® The characters find the outskirts of town deserted.
There’s afestival going on in the center of town. It might

“honor the birthday of a.prominent inhabitant of the

town, celebrate some great event in the town’s history
(like victory over invaders) or mark the completion of

through somt madvertent Slight? T : {

' Many_ people iaust lab}:r in the fields to support
themselves and the city folk. Rice is a staple crop every-
where there's enough water for it, but its cultivation
_tequiresan enormous amount of labor. Therice sprouts iny.
“Speciallytended beds. Laborers use mattocks and plowsto
break up the.ground of the rice paddies, then flood them. 3" Y
Women transplant the seedlings to the drammg paddies.
~This is stoop labor and contributes to earlyback failure: e
takes a day’s labor (or even more) to.plant rows longer 2
than the womanis tall. The wholetown turns out dunng

~these crucial days to get the paddies seeded. ,

The rice then grows for th:eg months (more or less = J
depending on how favorable the local climate is). At 3
hatvest time, women and men use knives to cut the rice i %

“stalks. Bundles of stalks go to the threshers, who grind the e "_1_‘
stalks to let the heavy seedsfall and the lighter chaff blow .+
away. Harvesting requires the wholé village’s effort, just |
like planting; a few days’ error can lead to the loss of much. |

of a crop. Once threshed, the rice dries-for a few days. | \ ‘?
Millers then pound the grains to split open-the brown | 4 \..‘
hulls and extract the white rice within. More pounding |
produces rice flour. X

Most parts of the Middle Kingdom produce a single.st
rice crop. Very rainy and warm areas-get two crops per_ A

'\_ "'J' e e

year. (Some exceptionally fertile areas get three, at.a -

ferocious cost in labor.) In between crops, villagers must __':' i
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maintain the irrigation systems that keep the paddies
moist and must store and spread fertilizer regularly. Pad-
dies mustbe level; and claiming new paddies out of hilly
land requires constructing terraces. There’s never much
time off for rice growers.

Disrupting this cycle atany point means losmg some
or all,of the haryest. Only the most thoroughly callous
bngands do that. Most banditry takes place in the weeks
after harvest when the bandits can claim their share of
the newrice grains. Incountriesso full of people, it’s easier
to find more laborers than it is to get more land under
cultivation, and only great magic can répalr a crop once
damaged along l;h&wav -i

Orther crops a;ao grow, everything from wheat+to silk.
Rice is the umve!ssalcmp. howeve:, the ohethat formany
philosophers marks the presénce of cwﬁl ‘humanity.

'Vignettes of F,arm Life:

* While on some other missio the wu finds devas-
tated rice paddies: dikes’ brokmi\g 1elds pollutéd, no one

L\ working. It’s either planting or harvesting time, one of

those critical moments when the work must. get done.
' Without help, the, villagers will die. Do ‘the characters
help?lsit ajust punishmentoran evitwarranting Heaven's
wrath? Where is duty when'suffering calls? Do the charac-

| ters even care about mortal pain and starvation?
* The wu passes a series of healthy fields on its way

to the nexttown. Many opportunities forsmall encoun-

ters arise along the way. Farmers often work before dawn

and after sunset. Children tend the gates of irrigation

~systems. It’s a standard of romantic stories for apassing

* | stranger to fall in love with a beaqtlful maiden working
Py “in the fields; creatures as-driven as the Wan Kuei may
*well fulfill the cliché — at least until thg,nr monsrrous :
nature comes-to the fore. ol =

Wuymm o

In some parts.of the Fourth Age Middle Kihgdgm
~wilderness presses ¢lose, such as in the mountains of
}apan and Korea. In others, it’s far from anywhere the

“characters might go. Almost all of eastérn China, for ™

instance, has been settled for hundreds or thousands of
years,jand the landscape is altogether tame. Wherever
the land«is wild, it holds a combined fascination and
terror for.civilized mortals.

Chinese-influenced notions of “wilderness” usually
feature mountains. The steep-sloped;. round-topped
mountains of Chinese painting aren’t just séylized —

8 \ they really exist high up'the great river valleys. Beyond
~ them, the Himalayas, Tien Shan and other mountain

ranges separate the Middle Kingdom from the barbarian
Sowvorldbeyond. The pea;kabold the ruins of ancientcities,
* human and otherwise, and : awide variety of monsters, in

raddition to the purely naturﬁ:L terrors of desolation,

exposu.re and the like.-
ey .

Lo
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eWET O ters, bujg'ﬁe things that rise

ep warrant 4ll the dread they inspire. In
_ «ma;k a boundary as “strongly as the

i’ "3 nsdo. Explordﬁons'éidom occuts ta,leaders'inﬂua
e 3 y the Chinese classics and their counterparts in
Y r kmgdoms ane f the great; philosophies place
s : %ﬁlw,yhaxmw.gnhwhdels

1 énzbnform\"afa

knowh to thé

1 ed belongings ina namow
the characters investigate? Were the
ndits or something rfﬁ?l*@f’ol:rn_ldal:tle'2
n thearea demand attention?

@ d.gh%‘ _hiﬁeathat forces the
te Sld h ells in this

{;ﬁnslder worthy?
j seem — solitary..

C_anh:,_deteot l.Les? What does
. Many old hermit just what tl
"4 men

'3 women of advanced years — but some are
.+ substantially mcmv?hmﬂd of Blood ‘€ Silk holds.
. many sorts of shen who may not advertise theirpresence.

& Nor should any Wan Kuei underq,sungte the Qower ofa
% mortal driven by True Faith. ¥+ o NN, 3

5 \;‘ ® The chgracters Cross h‘anuem hattleground in
M some - distant desert, where an_oasis once. brought wa
ds together for-control of a trade route. Whlle
ymfg thefemains of the fallen, they suddenly con-

ont one or more chih-méi, who fecognize in the Wan

ihsomething Jof kmshlp ‘What is_the characters’
ion to these unfortunates, r ,uﬁ'led tothe world
barrem,spot’? ,f" g
R S § ok D

tflemes presenfed it Kiudugd of theEast
he. ou:xh Age envnonméht
' present some

< Tl;le W Kuel .‘r..."' Age have 2
. easier time maintaining internal } é’ﬁ'ﬁonv‘thm their
_ _ . successors of the thth Age. They . face, if anything,
e Tl Ereater %
™ \ -+ because the societies they live in haven tyet collapsed
“7 " dnder the weight of outside pressures, The emperor
mamtams\prder much of the ﬁme. and the institutions
that preserve* tradition function as well as.ever. The
 great court purges&ld theformation of the Quincunx lie
in the futureof & Silk, appearmg only as dlsturb
ing dreams for the prophetic. = - |
. o~ W \ . The prgyallmgmortal“aq:gptance of the super-
< 4 natural allows Wan ﬁuel more latitude for self-indul-

mptations to stasis and mental ossificationy

Broop & _Slln

gence. Wan Kuei in an isolated region can set them-
selves up as veritable gods and feed dark passions for
years on end before justice comes, if it ever does. In
the face of such license, the great courts intensify
their demands for conformity. The extremes feed
each other. In the end, these tensions help set the
scene for later tragedies.

" Yraojrjon Versus New Ways

_Any chronicle featuring innovative ideas in the
- Foutth Age likely includes crossovers with Western
mortals and shen; there’s little in.the way of deliberate
" social innovation in China and the surrounding lands,
only improvisation in the face of hardships. Asian
‘tradition says that anything of value was originally
discovered by the ancient sages, to whom all athers
‘compare unfavorably. A' Westerner with a valuable
technique or idea can scarcely have invented it him-

. self. Either it's the descendant of an original Asian
‘version;or it's anoveltyof less value than it seems. The
-~ notion that outsiders really bring tools that Asians

must take seriously won’t settle in for centuries yet.
The major clashes in the Fourth Age pit existing
phllosophies against each other. Should the emperor
sponsor a scholarly-effort to produce a new grand
synthesis of Confucian ideas so that he may govern
more virtuously, or should he embrace the Legalistic

wview of arbitrary and constructed law? Should a new

settlement on the frontier carry its inhabitants’ old
shrines or adopt the gods of the new land? Should
military governors impose the conquerors” ways on
their subject people, or should the subjects be left to
their ignorance, unfit for anything better? These are
the'issues that divide the mortals and shen who debate
how to rule.

GRoUP VERsUS JuDjviDUAL

Fourth Age Wan Kuei can exercise temporal power
_over mortals, if theyso choose. All the major ph1 losophies
‘and folk religions make allowances for rulers in “unusual”
circumstances. Mortal assistants help cover their superi-

.-0rs infirmities, motivated by anything from selfish power-

lust to the belief that the Wan Kuei really do rule better
than mortals. So, the question of whether to take part in
society, as oneself or in disguise, or ta opt out for solitary

“pursuits is one with meaningful consequences.

The coutts do not directly engage in mortal leader-
ship, but the ancestors advise Wan Kuei who choose to
take up power. The risks are formidable; it’s very difficult
to make Dharmic progress in the midstof the clamor of
mortal concerns. On the other hand, some Dharmic
steps can’t be taken in isolation, either. Hermits as well
as kings face stasis if they bind themselves too tightly to
one social role.

Characters who' choose to participate in mortal
institutions face few of the threats later eras present. The
Shih and other potential huntérs strike only when they

S S
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see horrendous abuse of supernatural advantages. Folk
tales prepare people, with accounts of kings and priests
who come from the mysterious realms beyond theworld.
Unfortunately; most such inhuman rulers eventually
come to a bad end, as pride and carelessness,set them up
for a final fall. Sufficientlyself-critical Wan Kuei with-
drawfrom power when they detect the early signs of self-
deception, but more or-less by definition, it’s hard to
notice one’s own blindness: Nor do criticisms from their
fellow vampires necessarily help, as there’s always room
to attribute a warning to jealousy or ambition rather
than legitimate concern. Dharmic enlightenment is
ultimately focused on the self and lar@ly mcompatlble
with day-to-day rule. '

It’s actually easier to hold | power in mortal s society
than to try to blend inas justanother person.In time, all
Wan Kuei reveal themselves, deliberately or acciden-
tally. Bystanders are more likely to regard a vampire.

hidden among them as'out to dohem hariethan if the *

vampire openly acknowledges her specnal status and
seeks their obedience. A righteous vampire, ‘after all,
may make a formidable magistrate, execut .her owni
sentences in addition to using her powers to ferret out
the truth. A dedicated wampire priest has the unique

* advantage of being able to go speak with the spirits.in.

their native lands. These things are strange but not

131
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theirexistencebecause they must and simply choosenot
to dwell on what it implies. Vigorous denial encourages
Wan Kuei to become new devil lords; while more pas-
sive denial leaves Wan Kuei 6pen to'the manipulations
of their more drivenkin. On the other hand, overzealous
acceptance of the notion of karmic debt makesit easy ff;tw
Wan Kuei to decide that anything and evx:rytj'ung goe
in pursuit of theirtespective destinies. The Yama ngs ;
feast richly on the suffering that all these yarioussorts Of._, 3
fools.create. . i
Is there a hope in Heaven, Earth or Hell forthe Wan = =
Kuei? Yes. Enlightenment is real. Mastery overone’sown. -~
limitations and progress toward the truth can happen. Bue.
‘the road is so long and'so hard, and so many stumble on
“it. Qut of the gap between pOSSlbLlltY and likely realiry,
“tragedy springs.

I.ESOER AND ("num\ _ :

All the societies of the Fourth Age acceptasocial —
“hierarchy in which leadership is amatter of meral cruth /=
as well as political expedience. Princes prevail because
Heaven/wills that lesser souls'submit to greater. Only
lunatics apd visionaries suggest otherwise, and society.
rejects them both: Wan Kuei participate in their own
h;eparclw as well as” r,he socnal pyramlds that order
_merml fife. T

—

g

necessanly fearsome in the way that a deliberately con- f" 5 fm:heory, the Wan Kuei courts all elevate the most.

cealing “average” life is. LA 4

_Repevprjon VERSUS Dmpou > ,;,;;

The Wan'Kuei stand poised on the brink of?edm—
tion or damnation and scarcely realize the.full dimen= *
sions of their situation, After millennia of laber, they

possess reliable guides to conquering theii inner wea}; ks

nesses and earning Heaven’s favor. The societies aro
them receive them with few-questions. As their/prede-
cessors did long ago, they prepare to toss it all aw&im

“indulgence. This is a time when the Wheel of theA'ﬁes
" could roll one way or another, and the Wan_ _Kue1

collectively help steer the world toward sorrow.

Is the Cycle of the Ages foredoomed? Can it-be
changed? Sages argue the matter, and in the face of the -
August Personage’sisilence, there’s no way to know for
sure. Fate issurely a convenient justification forone’s own

failures. Yet fate demonstrably does exist, pushing souls of -

all sorts in accordance with directives the pattu:lpants
may never know.

Karntic debt brings Wan Kuei back into the world.

~Karmic/debt drives them to acts of blindness and to

enlightenment.lt should be clear and obvious what to do

b . and what torefrain from doing, butfew Wan Kueiever get

it'fight: The sun has fotted away the corpses of ‘many
vanipires who came to take theirown will as the sole guide
to proper conduct, They chose their damnation or at least
refused their salvation. :

Many Wan Kuei, having faced the truth of Hell

* once, prefernot to face it again. They accqpt the fact of

rdh ER
- cient number to help sm.ﬁslgzall the ancient courts, in

.covers a multitude of sins.

Nl

~perceptive, most spiritually advanced vampiresto po- .
“sitions of leadership. In practice, corruption takes its * = &
toll. Ambitious schemers wmthe places that rightfully A%
belong,\to less brutal or driven vampires. Once estab-
lished, a single morally dim leader can advance many

cronies. At the end of the Fourth Age, this happens ©

- repeatedly, with on€ whole court falling into darkness.
Along the way, petty injustices accumulate in suffi- =

varymgﬂegree _
“Playing the game of Wan Kuei politics takes care.
Young vampires who think that a good line of patter “_,;-;u

~“"and a few impressive shows of Chi will win them high

_status face harsh correction. Clever'sc'hemers need to
-statt-by.identifying elders willing to put morally flex-.
ible. students to,use and-then gradually carve out a’ C
niche for themselves:’ Remember that some vamplres Tl .
see very clearly indeed and that a purge may begin at
any moment: Would-be schemers must stand ready to
account for their actions. Keep in mind that one of the
best explanations is the truth; doing 'some genuine
good deeds and hélping advance the grand march of |

the Wan Kuei toward perfect harmony and ‘mastery

5o

The TORNNG AGE

The exact tugning of the Age is deliberately vague

. — it is onlydnretrospect that the'key events in the

change will bécome clear. As Storyteller, this gives you '
‘the' leeway to determine dates that best -suit your

!



P chromcle The Age may change in 1197 itself or not for
centuries: Jemay be a sudden shift or a progressive affair
wlth{:ertatn courts (or individuals) “debasing” them-

/selves long béfore othets. Once you have adate in mind,

of course, wrap the truth in as many layers of in-charac-

_ter speculation and dissension as you can muster. The
players should never be certain.about such things —at

east not until far into the-chronicle.

¢ ¢ A chronicle focused on,the change of the Age
“should evoke a certain: “fatalism. Characters face the
tanglble fact that thie worlddrifts ever further from its
creator’s dream of harmony. Whether they embrace the
darkness themselyes or try to hold-it.off, there ¢can be

little questim'i'that the bottom of the Cyele of history

draws neatr. Whatever victories the characters win for

iy enllghtgtkmen’t larger failureés loom.

The characters.may be among the few woices of

Wlsdom in a cortupt and decaying court. They may be

o
E'i" s ~ part of a court where the ancient truths. still earn
-’«_ ':, respect and stand alongside ancient vampires against
..~ encroaching horrors. They may try to step away from
. Wan Kuei society'to promote their goals, wicked or
otherwise, among mortals. The changing Age-affects
themy all. The world’s decline will, sooner or later,

reach inside to change their own souls, as discussed in

the mechanics for the Age’s change. Beyond some

threshold, it doesn't matter how they feel about.it:
They have to deal with it anyway.

This doesnot meanthere is no room forhope. You

can judge that the characters somehow forestall or

* even avert the shift in the Ages if you want (although

that is pethaps too grand for a horror game). More

- plausibly, the characters can achieve personal victo-

¥ * "nes in the face of universal degradation. In a crum-
R blmg eourt, preserving some traditions; staving off
% _.j.;z. - akuma and laying the seeds forafuture renaissance are

e '-.all gmg&wctorlea

World of Darkness: Blood & Silk is principally a
~ historical supplement for Kindred of the East, and so;
mch of the advice in this chapter deals with chronicles
centered almost exelusively on Wan Kuei. The Middle
Kingdom has a diverse supérnatural population, how-
ever, including powerful spirits, ghostly armies of the
dead, shape changing Ferocions People and nefarious
wizards. The nextchapter provides a greatdeal of insight
on these various supernatural creatures, called shen.
They can appear ina variety-of roles, as allies, enemies
or contacts.

But a broader crossover .is possible. Wan Kuei

Vcharactersof Fourth Age'can — in'some circumstances
— find commen ground with characters drawn from
 Vampire: The Dark Ages,Mage: The Sorcerérs Cru-
% sade or Werewolf: The Apocalypse (using material

LS from the Werewolf: The Dark Ages or Hengeyokai

Buoon E: Six

Long TerM PLay

Like Vampire: The Dark Ages, Blood &
Silk lends itself to chronicles that span the cen-
turies. Of course you cannot roleplay every minute
or even every decade of such a chronicle. The
best bet is to have long periods of down time with
unique events drawing the characters together
for a story every few decades or centuries.

To cover the extensive downtime, you should
allow for character development along the same
lines as during a prelude. Let the characters
pursue personal goals and achieve things. Back-
grounds can shift based on the events in down-
time and your approval. Use the following simple
mechanic for other Traits: Award 2 experie
points for every 10 years of downtime (these can
be spent on Traits or saved up as normal), and
have the player make one auspicious occasion
and one act of blindness roll for each period of
downtime, regardless of its length. You can ad-
just the difficulties if the character has spent the
downtime doing especially appropriate things
for his Dharma or in activity likely to engorge
the Demon.

NCE

Those who want a more detailed system for
dealing with downtime may wish to consult any of
the Transylvania Chronicles series or the Vampire
Storytellers Handbook.

When running a long-term, chronicle, you
will also have to deal with the effects of chang-
ing to the Fifth Age. See page 107 for determin-
ing when individual characters start to use mod-

ern Disciplines and Dharmic rules. Page 25 also
provides a variety of portents of the change of
Age, which you may use in your chronicle as you

supplements for that game). Having players portray
differentdenizens of the World of Darkness can be very
tricky, however. Keep the following advice in mind
when going this route.

JUSTIFjCATION

Monstets donot easily find common cause. Wan Kuei
and Cainites do not understand each other, and what they
do understand, they dislike. The same can be said for
Xiong Ren shapechangers and most othershen. Mages are
likely to see all other creatures as ingredients or subjects
for experimentation. And most every creature competes
for power at dragon nests.

To create an enjoyable story, you and your troupe
must create a plausible reason for a_gagglé of shen to
cooperate. The easiest solution is to come up with an
extraordinary circumstance that justifies a short-term

il



g

o

Cuarrer Fivi: Taues o Six _'

alliance. Imagine’that the elder of a Xiong Ren Beast
#  Court has goneémissing'in a city. The ancestor of the Wan
Kuei-coust, to avoid a war, pledges that some-of his
followers will find the elder weretiger. The Beast Court
- agrees, on the condition that a few of their own accom-
. pany the vampiric investigators. 5
This options, stretches credibility less' than a wu
including four different monstrous species; and it allows
you to put a time limit on tiee cooperation. if the troupe
manages to build paths to cooperation during the initial
" story, you can continue. If not, you have an easy way to
\  break o&m\d move oq,m other tales.

-

i- ComQY TR E ? '

A The World ¢ fo{)arknesginciudes many d:fferent
~ sorts of spiritual powers. When the prayers fly and the
. spells circulate, 1t’ac€ual,[y matters who or what is in

~charge of the spot the characters now occupy. Do Wan
Kuei Disciplines workoutside ghe boundaries of the
Middle Kingdom? Does the ritual whxch determines
"\ casual and vain magic in theMiddle Kingdom (see p.
148) apply in your chronicle? How do local'paradigms
matter! Can Cainite vampires Embrace in a realm that
rejects Caine’s curse? need to think about these
" matters before players mand or invent answers of
& theirown.
i- © The simplest app;oach (and-the one followed in
. official releases) is to say that each sort of character
follows his own tules wherever hé is. You should not

-

~-think of this as a cop-out answer,.amc&dwfoq@:that'
define the different sortsfivamplre andmagb are gl_&;al,

by Lyat least in part

hy &
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Add cosmological compllcatmn only when youfeelit
will enrich your chronicle. For instance, Wan Kuei DlSle o -\
plines may depend on the expressed, albeit distorted, will i':“-;- &
of the August Personage in Jade, whe holds no authori b
in the West except insofar as Wan Kuei settle and invite
the spirit worlds close to Earth beyond the bounds of t;h@
Middle Kingdom.

Ruies
The Vampire Storytellers Handbook offers a very
comprehensive set of guidelines for adjudicating the in- A
terplay of vampiric disciplines with magic and other = "
forces. If you don’t want to rely on the answers there, you

can-apply a modicum of common sense to settling most ="

=

‘disputes. The most probable source of complications is

the ease with which Mage spheres can affect Wan Kuei.
The answer is a simple one: Require Spirit, and perhapsw
also Prime, for effects targeted at Wan Kuei. Afterall, the
Wan'Kuei draw on a process established by the August -
Personage in Jade himself and are anchored verydeeply in .
the universe of the Middle Kingdom. 3%
Cutrure A A 4
Social issues matter at least'as much as. mechamcai £ 7%
ones. Above all, keep in mind that Eastern characters .
know very little about those in the West, and vice versa.’
It can all very easily degenerate into a mindless brawl. 1

Prepare matters of common interest for characters com-
-ing form different cultures — a rare scholarly work for « ™« %

‘intellectual characters, perhaps a sanctuary in the midst
of war or wilderness for more physical characters.
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The flow of the river is ceaseless and its water is

never the same.

— Kamo no Chomei, Hokoki

THE SHEN

The Wan. Kuei are far from being the Middle
Kingdom’s only supernatural inhabitants. Beyond the
many spirits of the land, they share the might with
shapechangers, displaced demigods and tireless hunters.
A Blood & Silk chrenicle need never include these
various shen, but they can add a whole other dimension to
play. The following sections provide brief overviews of
the shapechangers, hsien, mages, ghosts and demon hunt-

ers of the late Fourth Age.

XjonG ReN

The Xiong Ren — the Ferocious People, the
shapeshifters of the East — spend their days in the
Middle Kingdom with an innate:balance that other
shen'can only envy. While the Wan Kuei struggle
between the demands of ¥in and Yang, Hun and P’o,
the Ferocious People tie togéther wital energies, hu-
manity and beast, with seemingly little éffort. It is the
gift of the Emerald Mather to her people.

Their shen peers have not always held the Fero-
cious People in such esteem. In the days of the late
Third Age, the Ten,Thousand Immortals, full of
overweening pride, looked down from their-gaudy

Tue Meanjng oF “Xjong Ren”
) Throughout this book, the shapeshifters who

will by the modern day be called hengeyokai, “Chang- %
t ing Phantoms,” are referred to by the Chinese name
Xiong Ren. The phrase translates quite literally to
“Ferocious People,” emphasizing their dual natures
as man and beast. The majority of the Beast Courts
of the 12th century use the Chinese language as their
common tongue, as geography dictates. Because the
Beast Courts include many different types of !
shapechangers, using breed-specific languages is
imprecise at best; thus, the name Xiong Ren is
considered the most appropriate and the least likely
to offend. |

S,

palaces and bloody temples and decided that the
werectreatures were too crude and too dangerous. The
Wan Xian came down to walk among those who were
once allies and spread rumors of corruption and dis-
sent. They fanned the flames of the skirmishes that
followed and returned to their strongholds as all-out
war enveloped the Beast Courts of the Emerald
Mother. This bloody ¢onflict is remembered as the
War of Shame.
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Though fooled once, and at extraordinary cost, the
Ferocious People would prove the Wan Xian the greater
fools. The Xiong Ren looked up from their internecine
ﬁfgi'll:ing, they sawithat the Okuma bear-shifters were
" gone foreverand the Nagah snake-people nearly extin-
gmshed They saw dragon nests ravaged, while guardians
avenged imagined slights. Their rage knew no bounds as
they turned on the Wan Xian, their betrayers. Led into
battle by the noble Hakken general Chi Youy who
claimed. descent from the August Personage of Jade
hlmself the reunited armies of the Ferocious People
fﬂﬁght the treacherous Wan Xian to a standstill; then,
the heavens opemd and Gaia delivered her judgment
on the Ten Thousand Demons.

The Xiong Ren did not escape judgment, however.
. The Wall dividing the spirit world from the physical
““world cemented them permanently in their fleshly bod-
ies— some of the shapechangers lost their ability to step
into the spirit world entirely. Chi You, the Hakken
general, knew well the laws of Heaven and accepted
punishment on behalf of hissarmies for the crime of
taking up armsagainst :heappmntedmunsters of Heaven.
No matterhow corriipt and unrighteous the Wan Xian

had become., mwasmtthe plaeeof the Ferocious People.

to strike'them down.
General Chi was sent to rhe hell ruled by Pl
this, thglheawms howed compassion, as Yen-Lo alone of
4 oi:e-;ed his dm:y to cle;mseand purify

m1llenniuin 0, hoy
with Chi Y ;@E -'

Ancestors amoag\ﬁwYangwms

The Ferocious People foday are still dmgamzed
and fractious. The wounas inflictedéwhen Beast Court
fought Beast Court were: M sand the scars are stillraw.
On the one hand, the»,Man&ates of the Emerald Mother
require peace and coop’e‘t&ﬁon among,the Xiong Ren’

On the other hand, angry ancestot spirits and tales

handed down for generatlomdemaﬁd that the atrocities

of the past not be forgotten. Not all pay fealty to'the
Beast Courts of the Emerald Mother preferring to re-
main among their own breed and to follow théir own
litanies and paths — this is the:simplestiway of dealing
with the breach opened so long ago. However, through
strength of purpose and an unswervingsense of duty, the
Beast Courts are slowly regaining their lostpower. Young
Xiong Ren gather under their banners to form sentai in’
honor of Gaia and Luna.

While the return to power and prominence may

seem slow to the hot-blooded Xiong Ren, it has hap-

Bioop & Sjx.

pened with disquieting speed in the eyes of the Wan
Kuei. The Ferocious Peopleé somehow remember, in
alarming detail, events that no being still living wit-
nessed. The vast majority of the tales from the turning
of the Age speak. of bétrayal and corruption, but some
very few tell of acts of valor and sacrifice by the Wan
Xian. In the few places where those stories are still told
with reverence, the Wan Kuei and the Xiong Ren can
exist side by side. Where such uneasy peace exists, the
wise ancestor keeps Running Monkeys on a short leash
and limits their contact with the Beast Courts. The
ambitions of the newly dead erode peace treaties with
alarming speed.

Thewildsofthe Middle Kingdom — the deserts of the
northwest, the mountains and jungles of the south, the
steppes of the north — provide vast areas where the Xiong
Ren and the Wan Kuei can coexist relatively peacefully.
Dragon nests are comparatively plentiful, and Wan Kuei
willing to live rustically and simply are seen (correctly or
incorrectly) by the Ferocious People as wiser than their
urban counterparts. In the central and eastern areas, the
risinghuman population hashemmed the Xiong Ren into
small areas around their sacred sites. The Wan Kuei grow
inpower and number with the swelling tide of humanity,
making the Ferocious People wary and angry —and often
spoiling for a fight.

Harren WEREWOLVES

Other breeds may lay first claim to the title of
warrior, but the Hakken are without question the sol-

~diers of the Ferocious People. They are suited to serve in

any role asked of them in the Beast Courts and do so

smwithout hesitation. The Way of Emerald Virtue dove-
tailsnicely with their native Litany, and so, they quickly

gain Honor and Glory in their chosen cousts.

And yet, so many Hakken choose not to. Were it
not for the demands of duty, most Hakken would

| .

choose to remain within packs and septs of their owns

kind. It wasnot always this way==the Hakken, while
not the first tosee the horrible truth behind the War of:
Shame, were in the vanguard of the army that battled
the Wan Xian across the Middle Kingdom until. the
intervention of/Heaven. In the last 100 years, the
Hakken have retreated from the mainland, taking
mates among the peopleofthe islandsef Nihon, thereby
tying their fates to their new home with the bonds.of
kinship. Their name itself — Hakken — is_newly
acquired and still fits as uncomfortably as a new shoe.
Perhaps the Hakken are still smarting from ‘the two
bloody wars, or perhaps the judgment of Heaven upon
their ancestor, Chi You, has caused them deep shame.
The Ferocious People of the mainland prefer to assume
that it is the second; it would be disgraceful to consider
the sons and daughters of the wolf cowards.

The Hakken have donewellin theirnewhome. They
have nurtured the warriors there along a path 6f hénor
and duty, until the best of these human samurai rival the

gl g

il:
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DiscipLines anp Girrs

The sample Xiong Ren characters given in this
section are listed with their appropriate Traits —
Rage and Gnosis — rather than the Hun, P’o and
Chi traits possessed by the Wan Kuei. If it is neces-
sary to convert these Traits, Rage can become the
P'o score, and Willpower the Hun; Gnosis can
become a balanced Yin and Yang Chi rating. The
sample characters below are listed with Gifts (from
Werewolf: The Apocalypse, Hengeyokai:
Shapeshifters of the East and the Werewolf Play-
ers Guide) rather than equivalent Disciplines,
mainly because it is incredibly difficult to represent
the life-affirming aspects of the Ferocious People
through the ¢old, dead arts of the Wan Kuei.

If you would prefer to consider the Xiong Ren
in strictly Kindred of the East terms, see Chapter
Eight of that book, p. 201, for a summary of
hengeyokai powers. The destructive abilities com-
mon to all Xiong Ren in greater or lesser degree
can be simulated by the Demon Arts of the Wan
Kuei: All shapeshifters have the ability to spend

Rage (as per Demon Chi) to gain extra actions as
per Black Wind and to assume animal or half-
animal war forms with characteristics such as the
claws, wings and fangs detailed in Demon Shintai.

Ferocious People who have taken on the role of
warriors can be designed with the warlike
plines of Iron Mountain and Kiai (from Kindred
of the East Companion).
People may have mastered the Yin or Yang Pranas,
Chi Disciplines like Equilibrium or the Soul
Discipline of Chi'iu Muh. Scouts benefit greatly
from the abilities granted by Godbody of Earth.
All of these Disciplines, when used by the Xiong
Ren, are divorced from any demonic taint; while
the Xiong Ren have both Hun and P’o, theirsouls
are not divided as those of the Wan Kuei, and the
P'o cannot take over. Other abilities will com-
monly include the ability to heal, to talk with and
invoke spirits, to read or speak to minds and to
influence emotions.

Jisci-

gacious Ferocious

Storytellers and players who plan to extensively
include the Xiong Ren in their chronicles will ben-
efit greatly from picking up a copy of Hengeyokai.

werewolves themselves in devotion. They have fought to
keep the islands safe from the incursions of Yomi, and for
the most part, they have been successful. The greatest
threat to their lands is the Kumo, and the Hakken have no
mercy to spare for their fallen shapechanging brethren.

The Hakken share auspices, breeds and forms with
the Garou werewolves of the West. Those who choosé to
joinsentai and unite with the Beast Courts of the Emerald
Mothermay also choose Xiong Ren gifts.
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Starcazer WEREWOLVES

Werewolves of the Stargazer tribe are as com-

mon in the Middle Kingdom as they are everywhere

- that is to say, not very. Stargazers travel singly
and in mentor-student pairs, with the reputation of
bringing interesting events in their wake. Most
Stargazers are not part of the Beast Courts, although
t}’lc_ € ucﬂcl‘;l”\' treated ["\!Ii h"l‘_\' and welcomed for
short stays. In times of great need, available Stargaz
ers may volunteer for places in wave sentai — they
do not make such offers lightly, and the offer is
usually seen ¢ n that the road ahead is
rough. Those few Sta rs who have permanent
places in the Beast Courts have generally been
found as lost cubs and taught the ways of the Emer-
ald Mother from their earliest changing days. Even
if these Garou leave the courts to embrace their
Stargazer heritage, many return and are welcomed
back in the name of the Emerald Mother. For more
information about the Stargazers, see Werewolf:
The Apocalypse and Tribebook: Stargazers.

Kuan WERETIGERS

The Khan@re the warriors of the Ferocious People;
only the Hakken werewolves of Nihon and the north ¢an
mateh their ferocity on the battlefield. The weretigérs are
the only ones of the great cat-shifters to pledge their
allegiance to the Beast Courts in any number. The others
are too solitary or their kinfolk are too rarely seen in
China for them to promise theiz lives to the Beéast Kings
of the East; the few Bagheera snowleopardswho grace the
mountain topsofthe west are the next greatest in number,
but theyseschew even the rudimentary politics of the
Beast Courts. The Khan serve the Courtsloyallysindeed
a few Khan stand.as kings.

For the most part, the.Khan eschew weaponry such
as klaives; they prefer to fight'with fist, tooth and claw.
Butafew of them wield powerful relic weapons, such as
the Hammer of Zhao. No Khan will.wield a fetish
weapon that was not created for a weretiger's use; his
pride is too great tolet him accept hand-me-downs from
Hakken or Same-Bito.

While the Khan of China are loyal first and foremost
to their liege lords, they remain on good terms with the
Khan of the distant West. Periodically a great summons
will eccur in one 6f the kingdoms of India, and all Khan
are expected.to attend these convocations. They are
usuallyan excusetosocialize and exchange stories, as well
as catch up with old acquaintances, but the Khan also
share battle tacticssand intelligence on the activities of

the Great Centipede.

The Khan cannot enter the Yang Realms on their
own; only through the use of powerful Gifts from the
Emerald Mother or with the aid of a sentai-mate can
they be pulled across the Wall. However, weretigers do



maintain their own “Den-Realms,” which are small
pockets of the Yang Realm that they have extracted
through the Wall and made their own.

Kirsune Wereroxes

The Kitsune are a strangé new breed among the
Ferocious People. They were brought into existence by
Gaia’s hand in the throes of the War of Shaméand grew
up as a race in the chaos that accompanied the turning
of the Third Age. They did not fight the Wan Xian;
foxes are not made for fighting, and they were little
more than pups atthe time. The Kitsune have spent
long years derided for having come too late, but it is
beginning to become clearer, perhaps, why Gaia sent
them when She did.

Itis true that the Kitsune did not fight the Wan Xian.
Burthe Kitsune alsodid not fight the Hakken or the Khan
or the Nagah or the Tengu — they alone, of all the breeds,
carry no blame for' the War of Shame. In the Fourth Age
that followed theé War, the Kitsune who chose to join the
Beast Courts of the Emerald Motheroften serve asambas-
sadors to neighboring coutts, and as peace-keepers within
their own. /The scars and slights, wounded honors and
egos of the Ferocious People recover slowly from such

transgressions; the werefoxeshave been busy for centuries

as intermediates. That role is diminishing now, at last, as
the tales of betrayal are generations old and the ancestor
spirits finally seem placated.

The Kitsune, for their part, seemhappy to no longer
be needed in that role. While perfectly eapable of being
charming, kind, understanding and unfailingly polite;
the years of keeping their trickster natures and glib
tongues under control have weighed heavily on_the
werefoxes. Many acourthas sealed a treaty of peace with
a long-aggrieved neighbor; only to watch their Kitsune
ambassadors dissolye into arolling pile of pranks, double

entendres and ‘waving foxtails’ at the @ccompanying

celebration.
While theymay be ambassadors among the Ferocious
People, the Kitsune bring death to thethumans‘of the
Middle Kingdom. The werefoxes are énjoined from kill-
ing the innocent, butthose humanswho abuse theirstatus
to cause suffering may taste the steel of a Kitsune assassin.

In a world full of conniving warlords, corrupt ministers;

jealous consorts and even the occasional emperorlacking
in virtue, the Kitsune find enough work to keep them—
selves busy.

Kurio WERESPIDERS

The Goblin Spiders have embodied.evilin all the
lands of the Middle Kingdom singe the Second Age —
the very first sign that perhaps something was not
entirely right with the Ten Thousand Things. They

profess loyalty to the entity the Beast Courts know:as

the Centipede and the European Garou as the Wyem;
outsiders, caring little for the werespiders’ philosophi-
cal leanings, see the carnage and corruption wrought

Buoop & Sjix

by the Kumo and can only conglude that they serve the
Yama Kings.

The Kumo do not join the Beast Courts. Notene has
ever made the offer; if one were to; it would be turned
down. Goblin Spider ambassadors ‘are tolerated at the
courts, where they are neither trusted nor trusting. While
occasionally the Kumo will make pacts with the Beast
Courts to fight offa common enemy, it is just as common
that the Spiders will choose to'befriend the enemy and
turn on their shapechanging cousins. It matters little to

the Kumo where the blood that bloats their bellies comes

from.

. SomeGoblin Spidéss, in confirmation of the worst
fearsof theirshapechanging cousins, have stepped away
from serving abstract forces of destruction and formed
distifict arrangements with very concrete forces of cor-

ruption, the YamaKings. These Kumo make theirhomes
in the jungles along the Scarlet Path from Yomi to the

Yang World. In exchange for safe passage and hunting
grounds, the Spiders setve as soldiers and spies for the
Yama Kings.Because they have no good reason to leave
Yomil — the least troublésome thing a Scarlet Path
Kumo could be up to is kidnapping a mate — these
Goblin Spiders are not even trusted by their own kind in

the physical realm. They are often seen in the company

of Wan Kuei, akuma and worse.

Kumo prefer to live in the erumbling habitats of
man — ruined palaces, decaying temples. The deserted
towns arrayed along the Silk Road have, of late, be-

come a favorite haunt of the Kumo. Many a traveler,

weary from a long day of sand and heat, has stopped at
a quiet hamlet seeking shelter — and never left. The
Wan Kuei and the Goblin Spiders do not often.come
into direct conflict over habitation, as Wan Kuei usu-
ally prefer to live in places that have been'kept up; the
occasional vampire has returned from a long journey,

‘however, to discover her home run down and webbed

and its new occupant hungry.

" The Geblin Spiders sharé breeds; forims and gifts
with the Western Ananasi. The birthing of a metis kills
the mother as the young spider eats its way out of her
womb; perverselyy the metis are honored, and their
bitths celebrated. The Kumo have only four forms,
including their human form. Their war form is an night-
marish, bipedal horror the height of two men, with six
clawed arms, glowing eyes and a grotesquely distended
torso. The Goblin Spider form is four feet tall:at the
shoulder, possesses fangs dripping with venom and is
capable of spinning webs that can entrap the fiercest
weretiger. Their finial form is a nigh indestructible mass
of hundreds and hundreds of spiders — even one surviv-
ing spider will eventually reform into the Kumo.

Nagan WERESERPENTS

The Nagah have always:been blessed. They were
blessed before their birth, when Vishnu rested in the coils
of the Great Serpent before the universe was formed.

__ b
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They were blessed at their making, to be chosen by the
River, whom they revere as a Third Mother. Sadly, this
eternal blessing has had seemingly little benefit to the
Nagah'’s worldly existence.

The Nagah were early targets of the corrupt Wan
Xian, who feared their discetnment and their.ability
to smell out deceit. The Wan Xian whispered, of
corruption among the judges of the Emerald Courts —
after all, who was there to judge the judges? The other
Ferocious Peoples listened and grew suspicious; the
Nagah do not blame the others for their féar, for a
traitorous wereserpent would be, and once was, a
terrifying thing indeed. But they do blame the other
breeds for their clouded sight, for failing to look for
themselves and for failing to see the corruption that
took hold of the Beast Courts as the insinuating
whispers did their work. Still, when the treachery of
the Wan Xian was discovered, the Nagah did not
shirk from the battle that followed, fighting with
venomous fangs and razor-sharp claws alongside those
who had sought their blood.

After the turning of the Age, the Nagah pulled away
from the society of the Beast Courts, retreating to their
ancestral rivers. They have allowed the shen of the Middle
Kingdom to believe them dead — and, in truth, there are
less than 200 Nagah alive today. They watch the affairs of
the Ferocious People from a distance; giving anonymous
assistance where they can. They hide in their safe places
— rivers, Ananta spirit-realms, temples of Vishnu — and
husband their strength.

Some of the Nagah will clearly never trust_the
Ferocious People, or any shen, again. A small group.of

individuals ealling themselves the Scarlet Hood, their

number and identity unknown even to other Nagah,
punishes offending shen and mortals with.a growing
lack of discretion. The penalty for offenses ranging
from cheating at dice to high treason is the same — a
brutal death. The Wani, the spirits who guide the
Nagah, speak of their displeasure; the Nagah brace for
the day that they must show themselves in the Middle
Kingdom again or deal with the Scarlet Hoods among
their own kind.

The Nagah are capable of assuming five forms: a

human form, a near-human form, the forms of normal
and giant serpents and a terrifying, cobra-like war
form. In their war form, the Nagah can crush oppo-=
nents in 20 feet or more of serpentine coils, bite with
incredibly toxic venom or rakerat foes with their
brutal elaws. The Nagahdo show one clear sign of
their blessed nature; their metis are untouched by
deformity and fertile. It is‘certainly possible that,
without this slight advantage, the Nagah might have
perished as did the Okuma.

Nezuvj WeRerars _
The Children of Rat are more often found on the
islands of Nihon than on the mainland, but they are
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common to cities on both sides of the water. In China they
are called shubei, which literally translated means “ratlike
scoundrel.” The Nezumi are the Ferocious People who
most regret the passing of the Impergium; their skills at
stalking unseen through cities give them a huge advan-
tage in the game of killing masses of mortals. Even now,
the fires that spread through coastal cities such as Linan
and Shanghai can sometimes be traced back to a frus-
trated Child of Rat. :

The Nézumi are masters oftheat: of Low War: They
dig labyrinthine warrens under ma ot cities and use
those places to practice stealth, spymglm;natlon
and 50 on. These passageways frequently pass tﬁmngh
what sewer tunnels exist in the ancient coastal cities;
they do.not mind the filth or stench, and some of them% s
even cultivate the diseases such foul spirits bring.

Nezumi are divided into four castes: Seers, who b
mystics and the’mastérsiof magical ritual; Tunnel Run— .
ners, who actas mﬂmmngers, Skulkers, who are "f,;;:'-n
silent killers; and Warﬂa:s. who are noisier killers. {\}

$ame-Bjro an

The Wan Kuem‘fefemﬁeally ignorant of the Samig
Bito; most of the demons of the northern and wes&mq
courts do not even kaew such things exist. However,
those vampires Who dwell in the watery kingdoms of tlm ,-."3‘:':'-.
Azure Dragon and Scarlet Phoenix Courts tell cautlonﬂ'y "
tales of the Sharks of the Dragon Kings. &

Since the dawn of the Fourth Age, the San!e Blto
haye gradually grown more civilized. Their earliestprede-
cessors were mad with blood lust and were consiﬂered to
be one of the greatest dangers ofthe sea. But Mﬁlchl, t_he
well-tespected elder wereshark, long. 'r )
Tiandi, Lord6f Thundeér,andhis people have slowly com‘e
around.to following Sensei Mizuchi’s Code. y

TheCode is asimple one, for the Sam; m&t&not
acomplicatedpeople: Respect your ekﬁélss and trtbemre&.;g‘m!ﬁ
fight with honor; learn afm_ yous
Same-Bito, who call themselves E;?akea, ignore the
Codeof Sensei Mizuchi and live inthe bloody, un-
thinking oldways. The Rokea are seen&css and lessjin
the Fourth Agejthey claim much of the gteat@asten
sea as their'own ‘and speak of enormous uncharted
expanses of free oceanyin all directions. Honorable

*

‘Same-Bito, of course, mie concerned only with the‘ﬁ

territory of the Dragon Kings and ignore the call of the ™
open ocean and their oné-time tribesmen. When Same-
Bitoand Rokea do encounter one another, the result is
a bloody, rotlmg mess; it is not uncommon for only one
wereshark in fouf to survive the meeting of Same-Bito
and Rokea packs.

There are otﬂytwo breeds of Same-Bito: The rarer
rongo are bred of human stock, while the far more
commen tangaroa ara:bred of shark. Only the rarest

“wereshark can cross the; Wall into the Yang Realms;

others must learn high- teyel Gifts or be led through the
Wall by others. The Sam/g -Bito have three auspices: The

h?’
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Karui are warriors, born during daylight; the Koshuku
are speakers, born during dawn ortwilightyand the Irono
are scouts, born at night.

Tengu Wereravins

No race of the Ferocious Peoplesave the Nezumi can
match the Tengu'’s ability to fefret out humanity’s secrets.
But while the Nezumi paw through garbage and listen
through basementwalls, the Tengu fly above the humans’
filth and observe the grander pattern. The Emerald Mother
commands the Ravens of the East todearn all things and
steal all secrets, and they happily obey Her dictates.

The Tengu are incorrigible gossips; no rumor spreads
faster than one disseminated by a wereraven. Their
best gossip comes from one particularly disturbing abil-
ity: By plucking out and eating the eye of the recently
deceased, a Tengu can see what the corpse last saw in
life, thereby determining the immediate circumstances
of the person’s death. This is not a trick they are often
invited to play at parties, but.it is rather useful for
spying. Legend tells of Wan Kueiiwho have died par-
ticularly inauspicious deaths rising from Yomi to find
an eye missing; due to the mystical nature of.the
Tengu's eye-theft, the eye is gone forever. Sadly, these
rare Wan Kuei are rarely satisfied with a trade of, for
example, some tail feathers.

Wereravens are not warriors; they would rather fly
than fight, and their man-raven war-forms are frankly
ridiculous to behold. Their ability to escape trickysitua-
tions, however, is known throughout the Middle King-
dom. The wit of the Tengu isalso renowned; only the very
cleverest of the,Ferocious People are able to render a
wereraven speechless. Tales abound of Tenguwho talked
their way out of an impossible situation and made a profit
in the bargain.

The Tengu do not breed like the other Ferocious
Peoplejtheir offspring are never born Tengu (though
they are Kinfolk), and they are not fertile among
themselves, evén to create metis. Their breeds are
homid and corvid, as with the Western Corax. To
create a Tengu child; the prospective parent wereraven.
must undergo a wrenching rite and create a spiritegg.
This egg is then affixed to/the child of the Tengu's
choice; that child becomes a Tengu and is typically
spirited away from hissmertal family in order'to learn
the truth of the world.

Znong Lung Werenragons

The Zhong Lungare theeldest of the Emerald Mother's
creatures; she sculpted them only moments after the
Scarlet Queen breathed her into existencein_the First
Age—or, as some tales haveiit, the Emerald Motheris the
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Scarlet Queen herself. Regardless, the Middle Dragons
were made before any other. The Zhong Lung say they
remember the days before the sundering of Heaven from
Earth; they remember the heroics of the Second Age and
the hubris of the Third:

Or at least, that is their claim. Many Wan:Kuei say
they remember the Tang dynasty, yet at least a dozen
mandarins honestly claim to have been Empress Wu’s
primary advisor during her as¢ént to power. Do they lie?
Do they simply remember incorrectly? Memory is fallible.
The mind fills in absent facts. The Middle Dragonshave
millennia of memory to tap into and often can recall the
same event from many different perspectives, but each of
those perspectives is clouded by personal experience.
General facts and circumstances are reliably available
through the Mnesis ability to tap the Zhong Lung racial
memory; but.details, names and faces are frequently
muddled by the passage of time.

The Zhong Lung are the sages and scholars of the
Ferocious People; though their Archid war-form is ter-
rible and awesome, they rarely resort.to its use. Each
Middle Dragon's war-form.is unique and displays the
individual’s personality and heritage, in addition to pro-
viding great strength and an arsenal of combat abilities.
The Homid form is that of an ordinary human being
(though often one with the mien of a great teacher); in,
China, the Suchid form is typically thatofa great alligator
(though in some areas, crocodiles and even Komodo
dragons are more common).

As sages and scholars, the Middle Dragons prefer
thestability of a mountain sentai (a long term war party
with a common totem); they most often chodse o
settle in near a dragon nest and then work as defenders
and scholars-in-residence. Mote than one Zhong Lung
has a Same-Bitoas her champion and shark=at-arms; in
return for the weresharks’ protection, the Zhong Lung
help to guide the Same-Bito along the Code of Mizuchi
as best they can.

The Zhong Lung find themselves in an unusually
indecisive position with regard to the Wan'Kuei. In
all practicality, there oceasionally comes a time when
the vampires must be trusted. The Middle Dragons
know far too much about ancient'or even merely
elderly individuals to be comfortable trusting'them,
however, and the young among the Wan Kuei seemito
be becoming more brutal and cruel as the Age
progresses. When the choice of allies must be made,
the Zhong Lung often choose thé young and untested,
in hopes. of receiving a pleasant shock rather than
inevitable disappointmént.
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The Wan Kuei knew the hsien well ifi the time
before the August Personage of Jade turned his inef-
fable face from the Middle Kingdom. In those long-ago
days, the Wan Xian and the hsien worked side by side
under the Mandate of Heaven, if not exactly in unison.
While the Wan Xian were endowedwith great freedom
of action, the hsien worked within the Celestial Bu-
reaucracy, performing tasks assigned by their superiors
and appropriately supervising their undertlings. They
had no envy for the Wan Xian; the immortals were
simply fulfilling their appointed tole under Heaven,
and the hsien would likewise strive to fulfill theirs. In
the course of their duties, the hsien traveled at will
among the Celestial Courts, the Yang World and the
Middle Kingdom. They wore their celestialformswhen-
ever and wherever they pleased; the humans who saw
them knew they were privileged to glimpse the servants
of Heaven. The nobles and magistrates of the hsien; the
kamuii, were given charge of the five elements them-
selves. Their servants, the hirayanu, took the forms of
animals as necessary to carry messages and perform
other required tasks.

Irrevocable changes followed the Wan Xian’s,un-
thinkable abuse of their power and position. The hsien,
hobbled by their position within the bureaucracy of
Heaven, were forced to make impossible choices between
protecting their mortal and environmental charges and

disobeying the orders passed to them to make war on the
Ten Thousand Immortals. Andso, the hsien warred among
themselves, against the Wan Xian and even against the
humans they were charged to serve. Sages and scholars
among the hsien have debated the rights and wrongs of the
matter since the turning of the Age, but.even the most
meticulous divinations and impassioned philosophical
maneuvers canfiot determine what course of action, if
any, could have averted the tragedy that was to come.

The judgment of the AugustPersonage of Jade:was
notswift, but itwas final. He further sundered the realms
of the spirit from the physical world and removed from
the hsien their ability to eross over from the Middle
Kingdom. To theeternal shame of the hsien; the August
Personage also required that the hsien wear forms taken
from mortals;sentwining their fate with that of the
humans. The hsien remain effectively immortal, bug
when their current body dies, they must enter another
human corpse as their home. The terrible justice of this
decision was not immediately clear, but the hsien soon
realized that to protectithemselves from attack they
would also need to protect the humans. This was a more
difficult task than'‘ever; the Ten Thousand Demons
joined the list of humanity’s predators.

And so, the hsien and the Wan Kuei parted ways.
The hsien have divided -themselves into.three groups
identifiable by vampires; in the time after the meting of
punishments, all of these groups struggled to find their



Cuatmt Six: Barsarjans anp SHEN

own ways of dealing with their stranding and dimin-
ished power. These groups are the Shinma, the Daityas
and the Kura Sau. (Though technically a term that
encompasses all hsien, Shinma is often used to refer
only to those who accepteédthe punishmentof Heaven.)

Wu Tan Mape Easy

For those who would rather not refer end-
lessly to Land of Eight Million Dreams to create
hsien for your wu to encounter, there are conve-
nient equivalents right here in this book. Each of
the elemental Godbody Disciplines listed in
Chapter Four can simulate the appropriate Al-
chemy quite admirably. The Storyteller may
choose to adapt the difficulty numbers required
to use the Godbody powers to reflect the hsien’s
nature; lowering the difficulty for a Komuko
using Godbody of Earth is certainly reasonable,
as is raising or lowering the difficulty of invoking
Godbody powers depending on the amount of
the corresponding element nearby.

The hsien can also use a sixth Alchemy, de-
rived from their philosophy of Tao Te Hsien.
Called Nei Tan, the “internal alchemy,” it focuses
on matters of the soul. The Chi Discipline of
Tapestry does a good job of simulating it.

The hsien's ability to communicate with the
elements does not require extensive documenta-
tion. Quite simply, elementals are inclined to be
polite and friendly to the Shinma in the absence
of a compelling cause for hostility. Shinma with
even one level of an elemental Godbody can
communicate with sentient elementals from the

spirit worlds or, to a lesser degree, with the el-
emental substances that make up the natural world.

alsocommand elementals into service, in addition
to the other powers provided by the Godbody.

Storytellers who plan to include the hsien in
their chronicles should pick up a copy of Land of
Eight Million Dreams. For a quick summary of
hsien powers and abilities, check (_'.‘.}'m;‘l_cr Eight of
Kindred of the East, pp. 208-209.

Toe Sujnma

The Shinma accepted the punishment of the August
Personage of Jade as graciously as could be expected.
Bowing their heads under the great weightef the respon-
sibility given them, they turned-immediately to work,
stanchingthe earth’s wounds and answering the prayers of
the multitudes suffering in the wake of the Wan Xian’s
depredations. The kamuii nobles and hirayanu common-
ers alike took the misery of the humans upon themselves
quite literally as they moved to inhabit the too-plentiful
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bodies of mortals on the brink of death, as the August
Personage of Jade commanded.

Hampered in their new forms and beset on all sides
by old enemies sensing weakness and new enemies
desperate for sustenance, the Shinma struggled always to
fulfill their duty first. This cost them dearly; while ahsien
does not die when her physical body is destroyed, her
memories and purpose are almost always forgotten as she
takes a new humanform. With every minor destruction
of form came an incaleulable 1oss of precious memory —
anothet hsien who could'no longer remember the glori-
ous days of the Second and Third AgesiWeorse yet, a
hsiendrained of all her Chi energy truly dies — thewery
energies of her soul have been sucked away, and there is
no retusn.

Others among the hsien abandoned their duties, turn=
ing to the Yama Kings for protection in a mad reenact-
ment of the fall'of the'Ten Thousand Immortals. The
Shinma, convinced that the punishment handed down
from the August Personage of Jade was just, held fast to
their convictions and continued with their duties, even as
more and more of theirfellows were destroyed forever by
the claws, teeth and twisted magics of other shen.

The faith of the Shinma was rewarded, at least in
part, when the monkey-spirit Hanuman was allowed to
glimpse the secrets of the universe through the teach-
ings.ofan itinerant Taoist monk. Capitalizing cleverly
on his luck, the Monkey King stole into the Celestial
Palace and brought back the secrets that the Shinma
neéded to survive. All of the hsien, still spiritual crea-
tures even when lodged in mortal shells, were greatly
Chi imbalanced. This left them nearly defenseless
against'attacks made with opposing Chi. The secrets
that Hanuman shared allowed every Shinma to incor-
porate some of their opposing Chi, Yin or Yang; into
the fabrie, of theipfbeing. In addition tosthis basic
survival tacticyimastered quickly by force of sheer
necessity, Hanuman delivereduifito the hands of the
Shinma scholars the seeds of what would become the
Tao Te Hsien, a newly discovered ability to work the
naked Chi forces of the universe. Mastery of thése
forces is incredibly difficult but holds the promiise of a
welcome return to the heavens, if not to the Celestial
Courts themselves.

The Shinma nobility and commoners represent
and embody the five elements, one kamuii kwannon-
jin (their word for kith)and one hirayanu kwannon-jin
to each.element. The hou-chi and the fu hsi, the
serpent hirayanu, are aligned with wood. The chu-ih-
yu'and the tanuki, the badgers, represent metal. The
chu jungiand 'the nyan, the cat hirayanu, wield the
power of fire. The komuko and the hanumen (so named
in honor of the Monkey King) represent earth. The
suijenqand the heng po, the carp hirayanu, are the
guardians of water.
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The elemental nature of the hsien forms the basis of
their more common magics. Each of the Wu Tan, the
Five Alchemies, pertains to a single classical element:
garth, fire, metalywater or wood. To affect a combina-
tion of elements requires some degree of ability with
each. The elemental Alchemies do not simply control
the physical manifestation of the elements. They also
command symbolic representations of the élements,
whether the denizens of the spirit worlds or the el-
ementalsouls of humans — or shen. The virtuesof the
soul correspondto the elements: earth as wisdom, wood

as self<¢ontrol; fire'as propriety, metal as honesty and"

water as faith. In all uses of Wu Tan, Yin Chi is used for
destructive effects, while Yang Chi is used for construc-
tive effects; for example, Yin Chi would be used in
conjuniction with Fire Alchemy to douse flames, while
Yang Chi would be used to summon fire, even for a
harmful purpose such as burning an enemy.

Though the Shinma are capable of wielding great
power, individuals only seldomattain such lofty heights.
The Shinma have duties to perform, duties that very
often lead them into physical danger or conflict with
other shen. Their human bodies are fragile, and they no
longer have the freedom to travel the Middle Kingdom
in their celestial forms. Each death wipes the slate clean,
requiring the hsien to strive once again to understand his
place in the universe.

' outright monstrous. The Shjmha putdown chih-ei ruth-

m&m

The kamuii nobility are ofuen mvolved directlyin the
Celestial Elemental Ministries, still fulfilling their ap-
pointed roles after centufies of banishmént. The com-
moners are no longer theirs to commiand with-impunity;
unless anoble hasgreatpower, she musttreat thehirayanu
as honored associates who simply have & talent for dirty
to'do it. Qutside the Celestial
Bureaucracy, othiers have chosen tg take a more individu-
alistic, proactive approach to protecting the natural and |
human worlds, traveling the \cc-untrymde as itinerant j
warriors and monks or adopting villages to'watch over

without the need- iﬁrﬂr&m&amghove As a group, the
‘Shinma all temain m.mMﬁf:ﬂwit.ﬁaee under Heaven

and stfive tofulfill that role with varying degrees of
suceess.
" There are more than half a dozen smaller courts

arranged within the Shinma court itself. Individuals

joinone or more courts accordmg to personal philoso-
phyand connections: Themachinations of these courts
are arcane and gubtle; the least powerful members of
the court likely have no idea/as to what plots are
unfolding or what the cutrentgoals of their leaders are.
Only very rarely are humans directly involved in these
plots, and even more rarely do they involve other shen

— Wllluxgly It is_not unusual for the Wan Kuei to

attempt to use. the genteel squabbles of the Shmma
courts for their own ends. "

The Shinma are. ‘ﬁhdetstmdably =X of the Wan b

‘denounced the Mandate o’FHhav&i and caused the sun- .- 7

dering of the spirit world from th Middle Kingdom. The
youngest among them are often vicious, cruel;callous or -i

lessly, hold the young Wan Kuei at arms’ length and
regard the elders from the time of the turning of the Age

. with the utmost bitterness~— and not a small amount of'
 fear. Trust between Shinmaand Wan Kuei, like the most :
precious jade, memmﬁy rare and exqmsu'e MAnd it isd

also camly bra&en

The 'attyas and the Shinma are not very dxffexent -
from the perspeeﬁ-*v*e of the Wan Kuei; yet/in the ways
that matter most to the hsien, it would be difficult to be *
more unalike: The;Damya& left theirdaties in the chaos
that followed the judgment of the August Personage of
Jade. Noble and commoner alike, they found the/pun- P
ishment meted out to be unfair and the discernfent of
the August Personage of Jade to be flawed. As the
creator of the TensThousand Immortals, it'was his
responsibility tofoversee their actions. A wise. ruler
would have seen the immortals begln ro fall; if heidid
not, he could no. lenger be called wlse If he did see, a 1
benevolent ruler meld have intefceded; this he cer-
tainly did not do, ﬁmd,tensﬁof housands suffered as a_
result. Just as a human;"""' 3 responsible for the 1

“well-being of his subjects — _their bounty is brought by
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S
the virtue and wisdom of the emperor, their suf-
fering caused by his foolishness and greed — so,
too, the August Personage of Jade must be held
responsible for the well-being of all creation. And
50, to punish the hsien, the Ferocious People and
those still virtuous among the Wan Xian for his
own blindness was at best unjust and at worst....
The very earth trembled under the weight of the
accusations.

Philosophical fervor alone could not protect
the Daityas from the enemies arrayed throughout
the Middle Kingdom. Like all the other hsien
stranded in the physical world, the Daityas were
utterly spirit-imbalanced, easy prey for creatures
balanced in Yin and Yang. In desperation, the
Daityas and other harried hsien turned to the
Yama Kings for protection. Bargains were made,
and dealswere struck. As the corrupted power of
the Yama Kings began to writhe through the
spirits of the , many found themselves unable to
pay such a dear cost for their survival. Willing to
die rather than serve the Yama Kings in a mockery
of their formet state, they threw off the demonic
investments and canceled the transaction. This
has earned them the unending ire of the kings and
queens of the hells.

Unlike the Shinma, who took the stolen fruits of
Heaven from a monkey-spirit as their protection, the
Daityas struggled to find a way to protect themselves
through their own efforts. When their survival looked
bleak, they at last mastered the art of Chi Equilib-
rium, which allowed themtoripple Yangand Yin Chi
through their spirits as the need arose.

: Dajrvas Mecnanjcs

Tosimulate the Daityas form of Chi Equi-
librium, use the Wan Kuei Chi Discipline
} Equilibrium from Kindred of the East, with {
the following change: Because the Daityas
store Yugen (undifferentiated Chi) and not
Yin and Yang Chi separately, the first level of
Equilibrium allows the hsien to temporarily
shift his permanent Chi virtues without the
listed three round activation time. The player
rolls Wits + Meditation, and each success
allows the hsien to shift one dot. The effect
lasts for a number of turns equal to the number
of successes.
The Daityas kept their elemental affilia- |
| tions; their nobles and commoners still align
themselves with the five elements. The Wu
Tan the Daityas use is indistinguishable from
that used by the Shinma, except by the most
erudite of Taoist scholars. (See the Shinma
and the Wu Tan sidebar above for a brief
discussion of the Five Alchemies.)
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Once survival was not their only immediate con-
cern, the remaining Daityas gathered to decide what
they should do. The Shinma, now their enemies, had
already laid claimstosthe wild places and the lightly
populated‘aréas. The Daityas made their claim for the
cities; unwilling to serve either'Heaven or Hell, they
would make their way among the humans, walking
among the mortals as gods. The worshipessinthe temples
and shrines of the cities provided more than enough Chi
for the Daityas. Protecting the people and answering
their prayers inathe old-fashioned style promised to
continte the bounty.of Chi. Those Daityas less inclined
to present a stoic front admitted a fondness for the
humans, many of whom had fought just as bravely and
desperately for survival as the hsien.

With their goal established, the Daityas set out to
achieve temporal pawer. Their methods were, by neces;
sity, distasteful. A Daityas with the good fortune to take
the body of a dying aoble or a rich merchant would
firmly establish/himself in the dead man'’s role; then,
quietly, murdérously, he wouldunvite other Daityas to
join the family in the bodies of freshlyslain kin. Once
this bloody work of genérations was accomplished, af-
fairs wentsmoothly. The humanimembers of the families
adopted’by the Daityas know the sourée of their remark-
able fortunes, and most go willingly to the knife:when
great-grandfacher’s body becomes too frail to contain
the godlike benefactor.

Other Daityas, those with the greatest ability to
remember their identities between bodies, struek out
more boldly for power: The hsien chose as targets minis-
ters, imperial concubines, princes orother highly placed
individuals; they stalked, slew anid took the bodiesof their
chosen vessels. This was always dangerous — the timing
of the soul’s movement is both vitally important and
impossible to caleulate, and such_powerful individuals
were rarelyunprotected. Still, the rewards for a successful
attempt were worth the risk; the Daityashave never held
the imperial throne of Chinabut they are never without
a representative in the imperial courts.

The strong presence of the Daityas in the citiesof the
Middle Kingdom has.inevitably brought them into ¢on-
flict with the Wan Kuei. They have no quarrel with the
vast majority of the Ten Thousand Demens; they con-
sider the young among the vampires tohave been unfairly
treated by the August Personage of Jade; just as the hsien
were. Power struggles unfailingly arise when the Wan
Kuei victimize a member of the Daityas’ families, when
the Daityas assassinate and claim the position of a Wan
Kuei pawn and when the Daityas answer the prayers of
those in conflict with the vampires. When the Daityas
and Wan Kuei leadership in a city cafinot agree to leave
each other’s affairs alone, the citizens suffer greatly until
the clandestine war ends.

Dissension among the Daityas themselves is stir-
ring; now that temporal power seems permanently
assured, certain small but vocal factions are putting

Broop & Sjix

forth a new goal. The Emperor of the Middle Kingdom
cannot sit comfortably on his throne when he has lost
the Mandate of Heaven — the Mandate passes to
another, who will overthrow him. These Daityas feel
that the Mandate of Heaven rests now with the hsien,
demanding the overthrow of the August Personage of
Jade. They are ready to make war on the heavens and
to thwart the plans of the Yama Kings, as the universe
itself demands.

The Kura Sav

The Kura Sauonce rebelled against the punishment
of the August Personage of Jade because they believed
that it'was unjust. They turned their backs on the Celes-
tial Bureaueracy to make a statement; but the only state-
ments the Kura Sau are now capable of making are curses.
When the hsieriwent to the Yama Kings for protection
from the enemies that surrounded them, the Kura Sau
never looked back.

The Yama Kings have upheld their end of the bargain.
The Shinma and Daityas were forced to learn balance to
survive; the Kura Sau survive through raw demonic power.
Survival cannot have been worth the terrible price the
Kura Sau paid, however. Those who once walked as gods
through the spirit worlds now cringe and fawn before the
thrones of the Yama Kings. There is little left of what made
the Kura Sau unique individuals — all they have been
permitted to retain is raw.ambition, sickening devotion,
the ability to feel fear and the willingness to cause it. The
Wan Kuei of the Chinese mainland refer to the Kura Sau
as the Gou Zhang, a phrase loaded with contemptuous
nuances: war dogs, cursed swordbearers, mere thugs with
the backing of powerful masters.

T Way or Hac Tac

Hac Tao is not an evil, power-for-power rip-off
of Nei Tan. The prize for mastery — the Blood-
_I;ILIL' l‘
the Wall and rampage through the spirit worlds —
is for all practical matters the same, but the route
to achieving that degree of mastery cannot be
compared to anything this side of Yomi. Storytell-
ers can consider Hac Tao in terms of the Cainite

ger that allows its bearer to slice through

Discipline of Thaumaturgy — it allows practitio-
ners access to many dark paths of magic and ritual,
rather than a simple, straightforward progression

of power. Players should never be able to guess
exactly what the Kura Sau are capable of with their

rainted magic; but common uses include the ani-
mation of corpses, the defilement of Chi and the
summoning of demons. Storytellers should feel
free to include any particularly icky favorites —
fomori Gifts, vampiric Disciplines, Baali rites,
whatever fits the bill — in their own version of this
tangled black art.
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The Kura Sau are as removed from the natural flow
of Chi in the world as the lowliest of the Wan Kuei. Just
as a chih-mei gorges on human flesh, the demon worship-
ers can fill themselves with Chi by devouring corpses.
They prefer to harvest suffering — the Chigained from
killing a human ismore delicious than the cold, sluggish
Chi of a corpse: The amount of Chi a Kura Sau can eke
out of a dying human depends entirely on how long it
takes the unfortunate victim-torexpire; a quick thrust
through the heart or snap of the neck releases only one
delectable point of Chi, while a slow, thoughtful, tertur-
ous murder rends all 10 points of Chi available from the
vessel. The bodies of these carefully attended victims are
often put toanother use. The Kura Sau are only “reborn”
into the bodies of the ritually murdered; any spirit that
arrives to take possession of the body owes'the murderer
a favor for enabling his return to.the Middle Kingdom.
The Kura Sau know. this, of course, and take advantage
of this effect of their feeding to bolster their numbers
where the schemes of the Yama Kings permit. Some
humans have also learned this terrible secret and are
willing to sacrifice their fellows for the slim chance of
earning demonic favors. Any Wan Kuei who dares to

~summon one of the Yama Kings’ minions in this way

invariably puts herself on ashort list of potential akuma
recruits and blackmail candidates; those vampires who
have already joined the ranksof the akuma tread lightly
around the infernal politics inevitably involved.

The centuties in service of Yomi have mutated and
warped the forms of the fallen hsien. They have completely
lostatheir elemental nature — the five elements will no
longer pay heed to spitits so twisted — and cannot balance

Chi in their bodies. These Kura Sau in a constant state of

Yang imbalance overflow with.uneatthly beauty and vibrant
energy; those imbalanced to Yin seemilike shambling, rot-
ting corpses. The only thing they share in common is the
demoni¢ magic that holds them to their once-human bodies
and the scars those horribly murdered bodies bear..

Kura Sau filled with'Yin Chi wield a warped equivalent
of the Wan Kuei¥in Prana Discipline, while their Yang-

imbalanced counterparts utilize an equally twisted Yang
Prana. In both cases, the stylized movements and katas
typical to the Wan Kuei are optional for the Kura Sau; the
cursed hsien do notneed to evoke and cajole the Chipowers

that are theirvery nature, but the focusing effects of the

appropriate movements can be beneficial and are certainly
stylish. The Kura Sau may also have access to any or, often,
all of the Demon Arts. Their Yang.or Yin Mantle always
appeéars to those with supernatural perception in the form
of the hsien’s Godbody of the Demon avatar.

The black arts of Ha¢ Tao are unique to the Kura Sau;
the apotheosis of the form seems to be the unfettered
access t0 the heavens promised by the Shinma’s Nei Tan

Alchemy, but the path to the Kura Sau’s celestial freedom.

is strewn with €orpses and gruesome shortcuts.
Itis unclear precisely which of the Yama Kings warped

the KuraSau and which of the YamaKings theynow serve.
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Outside the Yomi World, the only beings who might know
the terms of the bloody contract that created the Kura Sau
are the Daityas — and they are not approachable on the
matter. An individual may once proclaim to be in the
service of the Yama King Emma-o and on another meeting
sing hymns of adoration to Mikaboshi. While clearly the
self-proclamations of the Kura Sau cannot be trusted, it
seems entirely likely that servants with such easy access to
the Middle Kingdom are prized trading chits amongst the
Yama Kings and Queens: The missionsof the Kura Sau are
often brief and violent and end with the destruction of the
agent’s form. This matters little to the Kura Sau or their
masters; between sallies to the Middle Kingdom, the Kura
Sau bask in a hell designed for their pleasure. Their masters
know that it can only be a short time before another
mangled body appears for the plucking.
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find each other useful for a few decades and then part
ways — each feeling he manipulated the other.

For more information on the Wu Lung, see The
Sorcerers Crusade Companion.

The Wu Lung are far from the only magicians in
Asia at the time of Blood & Silks A variety of wise
women, tribal shamans and ancient wizards litter the
supernatural landscape, although they are never truly
numerous. Some are capable of minor blessings and
curses, while others can wield spectacular effects on par
with the Dragon Wizards. With rare exceptions, such as
the (supposedly) Yomi-tainted wise-women of the Wu-
Keng, these magi do not belong to large-scale societies

and follow the principals.of their.own system of belief.

Most register with the Ministry of Works and pursue
their own isolated goals. They deal with the Hungry
Dead and other shen when the need arises;.although
rarélyon anything like an equal footing. Most are either
reverential (using their skills to honor deceased ances-
tors and nature spirits or to appease the Hungry Dead) or
confrontational (trapping spirits for their own uses).

The Sorcerers Crusade Companion has more infor-
mation on mages in the Middle Kingdom, although set at
a later date.

Wrajas

Assuming she isn’t bound for Yomi, when a mortal
dies the Hun and P’o go their separate ways, reaching
Heaven and fading into theoblivion of the deep Yin
World, respectively. For a minority, however, the two
souls remain together in the Yin'World and the departed
becomes a ghost. Such a state usually reflects some
lingering attachment to life and identity, often on par
with the obsessions that force Wan Kuei out of Yomi to
take the Second Breath. Ghosts are not vampires, how-
ever: They have no physical selves and live entirely in
the Yin World. They can observe and affectthe physical
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Middle Kingdom, and physical beings — both mortal
and shen — can affect them. Mortals influence ghosts
indirectly, through offerings and rituals that honor them
(or inauspicious acts that anger them), but many shen
can see ghosts and enter their world.

Doing so, however, can be risky indeed.

The Yeuwow SprjNGs: Evpjre oF THE Deap

Throughout much of the Yin World associated with
the Middle Kingdom, a single empire holds sway. Qin
Shihuangdi, the first Emperor of China, spent much of
his adult life in the pursuit of immortality. He failed to
finditanywhere in the living world, despite an exhaus-
tive search and vigorous persecution of everything he
thought might help. (Elder Wan Kuei still remember the
pyzes built to burn their wu-mates alive, the stakes set
out to greet the sun and all the other torments of the

& time.) In his texmiinialdecline, he turned to study of the

afterlife. Assisted by a motley crew of magicians, west-
facing Wan Kuei and other advisors, he succeeded in
transferring his own soul and agreat many guardians and
servants into the Yin World.

Chinese tradition refers to the Yin World as the
Yellow Springs, the wells underneath the earth where
the dead gather. Whenhe arrived there, Qin Shihuangdi
adopted the new name Yu Huang and set about building
a new empire. It took him centuries, but he and his
Imperial Guard had centuries to spend. His living advi-
sors had helped him create a small army by working
special rites on the terra cotta statues set to guard his
tomb; when he died, they emerged as active souls with

distinctive powers and formidable raw strength. The

Imperial Guard became the nucleus of his empire. Yu

Huang declared himself emperor of all the lands of the

dead, master of his new Jade Empire, and proceeded to
turn declaration intereality.

The Jade Empire covered all of the Chinese lands of
the Yin World by the end of the Han dynasty. Yu Huang
took great satisfaction in continuing to hold his empire
intactwhile the living dynasty that had displaced him
crumbled. I the centuries that followed, the Jade Em-
pire continued togrow, to take over communities of the
dead who came from other nations. Chinese ghosts
received generally careful attention from Yu Huang,
since he wanted to rule them, not destroy them. The
ghosts of the Conquered Territories fared worse: To Yu
Huang they were (and still are) so much raw material for
his loyal servantsito soulforge.

Yu Huang’s greatest strength is probably his aura
of invaulnerability. During the Han period, when he
was still laying the foundations for his Jade Empire, an
unparalleled threat faced the entire Yin World: an
invasion from Yomi. The Yama King Lung Wang
came.out of Hell to make the land of the dead his own,
and it seemed that no one could stand against him.
The Imperial Guard fared better than most, but even
they could only slow him down. Yu Huang could do




more. Armed with a great sword of jade, he
faced the Yama King in single combat deep in
the raging Tempest of the Yin World and
emerged victorioussThis triumph is still lauded
and studied by the dead—and the Wan Kuei.

Yu Huang set about building a new.palace,
aJade Palace to the rule the Jade Empire, in the
Tempest. He also authorized the Great Impe-
rial Highway to connect the new palace with
the old.ene in Changan’s Mirror Lands and
followed that with an artificial hell called Ti
Yu. It stands on @ huge rocky outcropping
protruding from Yomi into the Yin World.
There, Yu Huang can arrange for souls to face
eternal torment without losing control of them
to.thé Yama Kings. (See Doomslayers: Into
the Labyrinth and The Thousand Hells for
complementary portrayals of the Yomi World,
the realms beneath the Jade Empire.)

The Conquéred Territories— foreign lands
brought under Yu Huang’s rulé — now stretch
from Tibet to Japan, from Siberia to Annam,
and have for centuries. Revolts break out peri-
odically ~ three Great Rewvolts have posed
serious challenges to Yu Huang's.rule, along
with scores of less significant ones. So far, Yu
Huang has managed to regain control each
time. There are plentiful enclavesin the Con-
quered Territories that exist largely free of his
rule, however. By remaining hidden and foster-
ing alliances with Yin-aspected Wan Kuei,
these free ghosts manage to surviveand honor
their own traditions. The greatest of these
enclaves exist in Nihon, in¢luding Kamakura,
the seat of the shogunaté (described in the
Appendix,see p. 165).

Seecies oF THE Deap

The spirits of the departed come ina wide
variety of shapes and sizes. Most appear-as
wraithly versions of their living selves; made of
Yin matter, they still seem likefarmers, soldiers
and kings, usually dressed in'ways appropriate to
the time of their deathssBut wraiths are made
from a form of Yin, and some of the dead learn
to shape that material in many ways: Some
ghosts appear very inhuman, either because of
their savage nature (such as the mindless kuer)
or because others have reshaped them toserve
some inhuman function. In fact; ghosts are even
“forged” into White Jade, a ghiestly material
used for many functions in the Yin Werld. The’
conquered dead of the Conquered Territories
are often fodder for the forges.

Those ghosts who do not suffer such an
abysmal fate usually organize themselves into
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extended families. Kinship relations from life survive
in death, and distant cousins become close allies in the
Yellow Springs. Beside the imperial bureaucracy, these
families are the main social structure of the afterlife.
Confucian sentiments about filial piety strengthen the
families, and various forms of ancestor worship allow
the living to aid their deceased kin in thé afterlife.
Chinese families are in a much better position than
foreigners and are able to rise.tepositions of prominence
and influence in the empite. For example, the Qieming
family currently enjoys a virtual stranglehold onithe ranks
of the Imperial Censors in the area of Yellow Springs
bordering on Linan. The Censors are respomsible for
keeping track of new arrivals.to the Yin World, and the
Qieming have an understanding with some local Wan

Kiei to allow for easier access in exchange for payments
of jade or various favors. Nihonjin and other “foreign”
“families are less lucky, but they too exist, often as the

underpinnings of anti-Chinese resistance.

Pages 214-216 of Kindred of the East detail several
types of ghosts from the Middle Kingdom. These are still
viable in the Blood & Silk era. Page 217 of that book
also summarizes the basic abilities of wraiths, for those

5  whodonot wanttouse the full rules available in Wraith:

The Oblivion.

Wan Kus; anp e Yewow SeriNGs

Yu Huang does not approve of the Wan Kuei. While
he lived, many of them challenged his authority and ideas.
Now, those skilled in the ways of Yin have a frustrating
ability to come and go through the empire. The Jade
Emperor does not like those who flout his authority.

The Jade Censors are responsible for regulating the
Ten Thousand Demons” access €0 the Jade Kingdom.

Wan Kuei who wish to travel the Yellow Springs legally

must petition a Censor and receive proper documenta-
tion. In‘most areas, the proper way to do this is.to enter
the Yin World through a powerful Yin-aspected dragon

nest (such areas are-monitored by the Censors).. The.
-applicant must then seek permission and pay awvariable
quantity of jadé. Ease of access varies wildly fromarea to
‘area and from Censor to Censor. Some have longstanding
arrangements with well placed Wan Kuei — especially!

Bone Dancer mandarins — and grant access to those

‘who come with' a recommendation from those elders:”

Others apply a harsh egalitarianism and insist that the

petitioner prove that her journey is necessary. It'is, of

course, altogether possible to enter the Yellow Springs
without permission, but imperial law mandates a death
sentence for Wan Kuei traveling without proper papers;
the imperial authorities have to catch up with such
criminals first, of course.

In the Conguered Territories, the situation is theo-
retically much harsher. Yu Huang’s law demands an

‘imperial escortaccompany any Wan Kuei in these areas

of the Yellow Springs, and the Jade Censors grant very
few permissions. The reality, however, is that imperial
authority is less secure here than in China. Wan Kuei
who deal with local wraiths regularly slip into the land
of the dead without drawing attention to themselves.

Wan Kuei also have another way to deal with
ghosts without risking imperial ire. Using their
Ghostsight and spirit speech abilities, most Wan Kuei
can communicatewith ghosts who lurk near the living
realm without themselves entering the Yellow Springs.
This communication, while somewhat frowned upon,
is notan imperial crime. Most Wan Kuei whodeal with
the ¥in World do so in this way, unless they truly must
access the Springs themselves. Note also that, much as
he would like them to, Yu Huang’s laws do not apply to
the other Yin Realms.
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Morrais anp Devion HunTERS

The shen do not rule the night unopposed. Mortal
men.and women can and do resist the predations of
Wan Kuei; the rages of Xiong Ren and the whims of
ghosts and Shinma. Most commonly, humans deal
with shen through ritual. They honor their ancestors,
they have a care to avoid a cursed temple or forest,
they pray to the gods or spirits of the area. These are
not hollow rituals — Xiong Ren and Shinma' take
such respeetvery seriously and as indications of which
humans deserve their protection and which deserve
theirdre. Ghosts detive direct sustenance from many
of these actions, feeding off the emotions of those who
pay their respects and gaining material benefit from
items left for their use. Even the Wan Kuei see respect
from mortals as proper, and it can curb excessive
feeding or violent outbursts.

These daily rituals and behaviors do not entail a direct
understanding of the shen, however. The farmers in a
village may knmow that local spirits or gods inhabit a
mountaintop and expect respect from:the humans who
cultivate the land it overlooks: They do not know that the
mountaintop isa Yang-aspected dragon nest guarded by a
Thrashing Dragon or a Hakken.

When humans need a more direct or complex inter-
action ‘with the supernatural, they usually turn to a
monk or priest (or sometimes a wise-woman or shaman,
depending on the area): These men and women of faith

M&Su_t.

——

usually have a better understanding of the shen and their
behavior. They will realizesthatr a new rice paddy has
disrupted the flow of Chi'and angered:the local spirits,
for example. In general, it is knowledge of proper behav-
ior, not supernaturalpower, that enables these holymen
and women to act. Some do have accessuto special
abilities, however. ' :
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The SHjH

Beyond the abilities of a local priest exist the Shih,
an ancient order of demon hunters. The Shih trace
their origins back to Yi, the Execellent Archer, who
imposed the curse of sun-roton the Wan Kuei. Once,
the Shih even stood as an army of demon hunters, but
this led to cofruption and failure. For the last two
millennia, the Shih has been a mendicant order. Lone
demon huntérs wander acr6ss the:Middle Kingdom,
trainingOne or two disciples and acting against shen
who step out of line. |

The Shih are not fanatical iﬁquisrtors Insuead they
act only against:shen whomithey feel have overstepped

~theif'bounds. Cannibalisticchih-mei_and raging kuei
_ghosts who soiehow affect +the mortal realm are com-

mon prey. More insidious evils — suchf@s the Scarlet

1 Screens of Wan Kuei or the plots of the Yama Kings —

are largely beyond theirputview. If such activities come
to.their attention, however, they will act.
The Shihisense the turning of the Age. For some, the

Dmslow slipinto the Fifth Age isal gteatdefeat for an order

bent on protecting. humanity from menstrous attacks.
Reports of demon hunters committing suicide — either
in quietisolation o by attacking overwhelming odds —
have surfaced amongithe otder.and.iri the gourts of the
shen:Most Shih, however, see the change of Ages as
another’challenge they must fage =='they fear that the
Wan Kuei and Xiong Ren will go mad in the years to
come and are watching them closely. A good number of
Shih have taken @muthis special duty, observing an area
of supernatural activity and reporting their findings to
others. Whereas a century ago, a Shih might occasion-
ally wander\into a Wan Kuei’s_territory, now; most
ancestors have at leastone défion hunter hangingaround
taking notes. Lashing out at these watehersonly tends to
attract more of them, so most shenelders do their best to
guard their secrets from prying eyes and hope. the Shih
wxll wander off eventually

; Smlmuﬂu

8 Shih are all fearsome, lf mortal, warriors. In

game terms, they all have Melee, Martial Arts and 4

I ¥ Occult of 4, at least. Watchers have similarly high

* observation Abilities. The Shih can also tap their
Chi through the use of arts known as Qiao (or
Bridges). A simple way to represent the Qiao is to
give Shih the three or four dots in Wan Kuei Chi or
Soul Disciplines; they may also have a single dot in
Black Wind or Iron Mountain. Kindred of the East,
. p- 217, provides other guidelines.
Much more complete information on the Shih,
and complete rules for their Qiao, appears in World
of Darkness: Demon Hunter X. ‘

e — p—————
Barsarjans anp FORE/GNERS

At the time of Blood & Silk, the Wan Kuei and their
fellow shen can exist under the illusion that they stand
alone in the supernatural landscape. There are stories of
barbarian vampires and other Night People who live in
the wild lands far to the west, but actual contact is rare. In
India, actual intermingling occurs, but that is a border
areaseen as lessthancivilized bymost “proper” Wan Kuei.
Occasional wisitors do pop up, but they are oddities from
foreigndlands, nothing more.

This delusion of isolation cannot last, of course. The
rise of the Mongol Empire in the years to come will spread
the shen across the Old World. The countervailing rise in
European fortunes during the Renaissance will bring
Cainites and others into Asia in increasing numbers.
Conflict (and even some cooperation) is inevitable.

Most of the Wan Kuei greet contact with such
“debased” creatures as highly inauspicious (and a sign of
the Fifth.Age), but for Storytellers, such encounters are
rich with potential. This section provides you with an
overview of East-West contact (the framework for su-
pernatural encounters) and notes on the supernatufals
likely to journey to the Middle Kingdom in the twilight
of the Fourth Age. Thissection extends its focus forward
in time from the basic Blood & Silk date of 1197 CE
both. because the majority of East-West contact oceurs
after that time and to make the section more useful for
Storytellers of Mage: The Sorcerers Crusade, which
deals with the Renaissance.

Contacr with THe WeEsT

The:Middle Kingdom has neverstood in splendid
isolation, removed fromvall contact with the outside
world:"Merchants, missionaries and other travelers
crossed the. interior'wilderness of Asia and‘made their
way by sea around the continent. Popular awareness of
these contacts varied, from total disregard to widespread
fascination; in some ages, almost all knowledge of the
world béyond the mountains and deserts disappeared,
while in others, it was the talk of courts and public
squares everywhere.

FroM THE BEGiNNNG

Maost contacts between Europe and China (and the

rest of the Middle Kingdom) took place at one or more

removes. At the height of the Roman Empire and the Han
dynasty; the easternmost marches controlled by Rome lay
only a few hundred miles from the westernmost Chinese
outposts. Throughout most of history, however, goods
and information moved through the hands of intermedi-
aries, particularly the Turkic and other nomadic peoples
of inner Asia. Greeks and Romans knew, for instance,
that silk'came from some eastern land but knew nothing
of how anyone made it and nothing about the people who
practiced such mysterious arts.
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Even the names classical and medieval European
scholars applied to distant lands came filtered through
multiple languages and lacked any real context.
“Seres,” “Sera” and “Sina” appear in the chronicles of
Pliny the Elder, Ptolemyand other scholars of the first
few centuries of the Christian era. Even the linguistic
roots of “Seres” and “Sera” are obscure. “Sina” can be
traced clearly from the Chinese. The subjects of the
Qin dynasty referred to themselves as Qin-jen; the
people of Qin. The name passed across Asia as “Cina”
to become “Sina” in the hands of European writers.
(Centuries later, Chinese translators of Buddhist docu-
ments from India failed to recognize its origins in
their own language and rendered it as “Chih-na.”) In
630 CE, a Byzantine author named Theophylactos of
Simocatta wrote an account of “Taugast” containing
details that can be confirmed as actual events of
Chinese history and details of Chinese geography.
Nobody realized that Taugast was the same place as
Seres or Sina. The name may come from that of a
nomadic royal family as filtered-through Turkish or
may come from somewhere else altogether. For the
next 700 years; Theophylactos’ account was the most
reliable available in the West.

Chinese scholars learned more about Roman soci-
ety and its successors. They filtered it all, however,
through the firm conviction that China was the center
of the universe and that no barbarian kingdem could
challenge its supremacy. Anything worthwhile in the
outer lands must have come from China at some point;
by definition there could be no fundamental innova=
tion among those so far removed from the center of All
Under Heaven. The name “Da Qin" somehow at-
tached itself to the general idea of a distant barbarian
kingdom, along with thenames “Li-kan” and “Fu-lin.”
Chinese writers didn't distinguish between them; vari-
ous accounts suggest stories ©of the Eastern Roman
Empire and various successor states.

Ideas in art and technology moved independently
of knowledge about distant lands. Paper, spices; bridge-
building techniques and many more skills gradually
ended up in the West, while Hellenistic art styles
passed through India and eventually influenced Chi-
nese schools of design.

The Darx Ages: Monks anp Kuans

It is the rise of the Mongols, initiated by their first
great ruler Genghis Khan in the early years of the 13th
century, that launches a new era of East-West contact.
The Mongols move into China (and eventually conquer
itall), but also move west. Under©godei Khan, Genghis’
son and successor, the Mongols move into the Middle
East and Eastern Europe. They turn back from Vienna in
1241 not because of European resistance, but because
Ogodei’s death forces them to fall back and deal with
matters of succession. Obviously, Europe can be oblivious
to the East no longer.

Biroop & _Sfu:

Wioc Knows, Who Cares

Always keep in mind that the vast majority of
Wan Kuei and other shen know little and care less
about the affairs of their Western counterparts.
The world is large, and supernatural beings are few,
and they all have plenty to occupy them close to
hand. Journeys of thousands of miles, only to con-
front strange creatures with bizarre ideas, hold
little appeal to beings who might live forever, if
they're careful. Risk-taking in general does not
fascinate most vampires, of any sort. Nor does
dealing with great uncertainty and confusion, and
every encounter between the vampires of both
continents brings plenty of both.

Players must work to separate what they know
from what their characters probably know. The slow
acquisition of knowledge and the separation of truth
from error should be major themes of a chronicle
concerned with interactions among the different
sorts of vampire. The mystery all goes away if players
point to this and other books and spout off statistics.
Characters who focus on the social (and mental and
physical, for that matter) aspects of contact give up
many of the regular concerns of their kinds. They
remove themselves from many usual factional dis-

putes and personal pastimes for the sake of knowl-

edge and exploitable opportunities. Such characters
are unusual in every era.

In 1245, Pope Innocent IV sends a Fran¢iscan monk,
Giovanni de Plano Carpini; to the court of the Mongol
Khan. Giovanni travels with two fellow Franciscans,
Lawrence of Portugal and Benedict of Poland, and carries
two papal bulls. One explains Christianity to the Khan
and invites him to convert, the other points out the
wicked folly of making wars on other nations.and com-
mands the Khan to cease. Guyuk Khan (Ogodei’s succes-
sor) responds with something short of delighted accep-
tance, telling Carpini that Mongol conquest is effectively
God’swill— if not, heweould it occur’—and invites the
Pope to submit.

The Pope finds the Franciscans’ reports discouraging
and alarming: In 1247, he sends a new.mission under the
Dominican Ascelin. Ascelin comes close toexecution for
insubordination but wins rescue and support from
Aljigiday, an emissary from the Great Khan. In the years
since meeting Giovanni, Guyuk Khan realized the impor-
tance of working with Europeans against their common
Muslim antagonists. Unfortunately, by the time Aljigiday
meets Ascelin, Guyuk Khan is alreadydead, on the eve of
civil war with hisbrother Batu. So Aljigiday lacks any real
authority for his assurance of protection for Christians
under Mongol rule and his offer of help in retaking
Jerusalem. Batu spends the next few years consolidating
his authority and arranging an appropriate puppet Great
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Khan. In 1248, another Dominican mission led by An-
drew of Longjumeau meets with Guyuk’s widow, Ogul
Gamish, acting as regent until a new Great Khan can be
chosen. She sends a short memorial to the Pope praising
peace and demanding tribute; which puts, an end to
immediate hopes of a new Crusade.

The various missions from the West confirmthe
existence of substantial Christian communities in"the
East, even if most of the Christians there are Nestorians
and other heretics. Indeed, some high-ranking Mongol
officials hold to Christianity, including the chancellors of
the Great Khans who receive Giovanni de Plano Carpini
and his suceessors. In addition, several of the monks write
widely circulated accounts of their travels, which keep up
public interest.in the whole matter.

In 1254, Franciscan William of Rubrick leads a new
mission east.-He meets with Mongke, Guyuk’ssnewly.
crowned replacement as Great Khan. Mongke and his
brother Hulagu listen carefully and not only express an
interest in Christianity but commit serious military forces
against Arab governments. In 1257; Mongol armies march
across Mesopotamia, smashing Assassin strongholds as
they go. The next year, the Mongols take Baghdad and
crush the Abbasid Caliphate. Hulagu leads his armies
through Syria in 1259. Nestorian Christians receive many
of the appointments to Mongol-dominated tegimes in the
conquered lands. The Egyptian:Mamelukes stand as the
only Muslim government anywhere in the Middle East.

From THE Darx AGEes 1o THE RENAjSSANCE

At that point, Mongol attention turns elsewhere. In
1260, Mongke’s younger brother Kublai becomes Great:
Khan and concentrates on conquests in China. In 1271,
Qubilai declares himself Emperor of China and founds the;
Yuan dynasty; in 1276 the last remnants of the Southern
Song dynasty fall before it. Qubilai orders two attempts at
invading Japan, in 1274 and 1281. Both fail; the second
ends with the ruin of the Mongol fleet in the original
kamikaze, or divine wind:

Mongol contaet with Europe also slows in the late in
the 13th century because civil wars tie up troops that
would otherwise reinforce and extend Mongol victories
in the Middle East. Furthermore, at the timies when
Mongol leaders call for Western assistance, the recipients

are distracted by their own rivalries. Civil wars, dynastie’™

strife and the untimely deaths of key visionaries keep
European armies from ever organizing to march in‘¢oor=
dination with the Mongols. Edward I of England devotes
himself.in the 1280s to.settling conflicts within
Christendom and organizing a new Crusade, but too few
of his peers care to join him. By a narrow margin, Islam
survives the Eastern assault: In 1291, the'newly chosen
Oljaitu Khan converts to Islam, and thereafter, the Mon-

gol presence in Persia, Russia and Turkestan becomes

increasingly Muslim.
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In 1291, Franciscan John of Monte Corvino sets out
to visit the court of Kublai Khan. He spends timeindndia
along the way, and by the time he arrives in 1294, Kublai
is already dead. Timur Khan listens carefully, and high-
ranking Mongols, including some members of the Great
Khan’s family, convert to Christianity. Deaths'in battle

and dragging the world |

and by disease cut short many of John's gainsy however.In

1307, Rome. notices John’s work and he is appointed
“Archbishop ‘of KhanbalikiHis successors carry on, build-
ing @ cathedral and.establishing secondary chiirches
throughout:China« Thaey continue to findinore suceess :
among Mongols and théwvery diversefforeign population i

than among the Chinese themselves.:

The early missions do not make it all the way to
China. Gieyanni and William write'about Kitai (the
name that provided the source for “Cal:hay )fas a
remote and mystetious place, home to the usual collee-

tionof facts, misunderstandings, rumors, legends and o —

outright fabrications.

Marco Polo does reach China. His father and brother - 'f:?-“}

win trading rights with Kublai in the 1260s; in 1271, they
set out again, takingiwith them the 17-year-old Marco.
Four yearsilater, they reach Kublai’s summer court in
Shangdu, northiof Beijing. Polo studies the languages of
the areaand actsas Kublai’s emissary on several occasions.
After the Song dynasty finally collapses in 1279, Khan
business takes Pole throughout China. In 1292, Polo
leaves China by sea, returning home to Venice in 1295.
He fights on the losing side in a naval battle between
Venice and Genoa, and spends several years in jail. In
1298, he dictates his memoirs to a fellow prisoner.



Polo’s Description of the World vastly multiplies the
quantity of Western information about China and pro-
vides the first eyewitness accounts. Unfortunately for
Polo’s reputation, translators and copyists add their own
embellishments, burying the amazing truths in falsehoods
of all kinds.

In the second half of the 14th century; the medieval
contacts trickle off. The collapse of the Mongol Empire
removes institutional support for missionaries in China.
In 1369, Christians are expelled from Beijing, not to
return for more than 200 years. Resurgent Islam cuts off
the land routes and makes the sea routes more dangerous.
The Mongol Tamerlane wipes out all the major strong-
holds of Nestorian Christianity in the 1370s. By the end
of the century, East and West have again drifted out of
contact.

The Chinese send out few travelers and have no
equivalent of Polo’s chronicle. Living in contact with and
then under the authority of the Mongols brings ideas and
information to China, however. Merchants and ministers
alike circulate in the Middle Kingdom; where native sages
study them. Chinese scholars show more interest in mate-
rial achievements than Western philesophy (which must,
by definition, be inferior). Chinese maps of the late 14th
century include fairly accurate portrayals of Europe and
Africa, with up to 100 European place names.

Heirs oF THE BrLoob: CajNjTES

Atthe time of Blood & Silk, contact between Cainites
and Wan Kuei is quite rare. Direct contact between
China and Europe is almost non-existent and few vam-
pires are willing to make this arduousjourney, even if they
somehow know there is a goal worth reaching at the.end.
Border areas like India and communities along the Silk
Road (like Kashi, see p. 167) do see some contact between
various types of vampires but not in sufficient quantity to
seriously affect the world views of either Cainite princes
or Wan Kuei ancestors.

There is no reason why a few hardy souls couldn’t
make the journey for the purposes of a truly global
chronicle, however. Although the natures of Cainites
and Wan Kuei are significantly different, caution on the
part of a traveler can hide these distinctions. After all, if
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it gets to the point where a vampire reveals that he burns
in the sun instead of rotting, he probably has more
pressing problems than culture shock.

Likely candidates for journeys into foreign lands are
scholars and refugees. Cainites and Wan Kuei have more
than enough ‘of both, from curious Cappadocians to
accused akuma seeking refuge. They all can end up in the
territory of a wholly other type of vampire, but they must
still deal with the barriers to understanding.

Tue View From tae East

From a Wan Kuei perspective, Cainites are almost
by definition lesser creatures. Vampires are not immune
to the cultural chauvinism of the era, and they look
down on foreigners. The Wan Kuei focus on Dharma
also creates a gulf between them and the Cainites. Other
philosophies=— be they Cainite Roads or mortal faiths
— are difficult to accept, and European attempts at
conversion only make matters worse. As far as most
Asian vampires are concerned, their Western “cousins”
practice debased or nonsensical beliefs that have no
hope of staving off Yomi; hence, they must be degener-
ates, at best equivalent to hin.

Meetings with Western Cainites only confirm these
impressions. The first European Cainites most Wan
Kuei meet are Cappadocians, Lasombra and Salubri.
The Cappadocians resemble poor imitations of the
Bone Dancers. The Lasombra seem like what the Re-
splendent Cranes might be if they wallowed in debased
doctrinal confusion for a few centuries. The Salubri
remind Wan Kuei of the hated Zao-lot and are obvi-
ously fit only for extermination. Some individual Wan
Kuei respond more favorably and quickly learn the
wisdom of keeping their interests concealed. Produc-
tive exchanges of information occur mostly on the
fringes of the courts and in the nebulous border regions
no court controls very thoroughly.

Contacts with some militant Assamites make the
Kin-jin seem even worse, confirming Wan Kuei fears
about Cainite destructiveness and ambition. The ances-
tors of the western courts set aside their grievances with
the Mongols long enough to provide enthusiastic support
forattacks on the Middle East. Thus, Mongke and Hulagu
lead armies that enjoy supernatural intervention as well as
mundane success on the battlefield.

‘In the late 13th and early 14th centuries, the Wan
Kuei meet more of the Cainite clans. Most Wan Kuei

‘couldn’t care less about the details and have no interest

in clans any more than they have interest in the
number of stripes‘on this variety of wasp versus that
variety. Wan Kuei scholars catalog the range of demon-
strated Disciplines and theorize about the true originof
the Cainites. (Most theories attribute the curse of
vampirism to Zao-lot.) A handful probe more closely,
but they generalize from limited data and produce
conflicting maps of the bloodlines.
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Tie View FroM e WesT

To the childer of Caine, the Wan Kuei pose no
particular mysteries. It’s a matter of common knowledge
that the clans scattered after the fallofthe Second City.
Obviously, some of theFourthiGenerationwandered very
far indeed and developed their own bloodlines with
characteristic Disciplines. No Cainite who's seen ‘ad-
vanced Vicissitude in action finds the Godbody of Metal
or the Godbédy of Wood patticularly. startling. Dragon
Tear resémbles Valeren or even a specialized forml of
Auspex/So it goes with theotherDisciplines: Yes;they're
unfamiliar, but then, Cainites leafn to deal with the
unfamiliar. dt.all fits into asingle master framework.
Neatly.all Wan Kuei Cainites,encounterdin _
these centuriésidrink blood;.it’s easy to
dismisssthe Dharmas'as Via that ;
make grandiose,claims. _

e is practlca]--%:,\.

encountering
their long-los&
Eastern kin.
Mosth. of the

-:

early on doiso for mis=\
siofiary reasons, joining N, Y
their mortal brethren in \ [
efforts to spread the Chris-
tian faith (and with it their
own spheres of influence). They
soon learn that whenever they
find enclaves of particularly hostile
resistance, th‘;y're sure to find mem-
bers of the last bloodlines lurkingin the
shadows. Likewises the politically moti=)
vated negotiators and economicallyoriented
dealers.who follow the missionaries find that™
the Eastern vampires often promote the most
zea,lémlyisolatioqiaggm&mphobic views. iy
“The term “Cathayan’ “¢omes into general Cainite

: usage in the 1270s ﬁ?'a:é:.o'rﬁé;ﬁent label forall the Eastern
- vampires. Crusading vampi

vampires;especially Brujah; Torea-
dor and Ventrue militants, thinksthat thesCathayans

0 should get a single chance to convert or be destfoyed.

ﬁ
k

Schemers amiong the Furores think the Cathayans could

makevaluable allies in the struggle against elders. (They’re,,
wrong, as all of the Dharmas inculcate a respect for age

and achievement and a lack of respeet for noisy young-
sters.) Commercially mindéd"vampires, iespecially the
ignoble, eeonomically oriented Ventrue (who will be-
come the main clan in cemturies to come), see the
Cathayansas exploitabletargets of trade.{They're wrong,
too; few/ Cathayans wish t@ accept anything but tribute or
to give anything but advice. ) Elders fear the Cathayansas

* theyifear all novelty and seek to use the Cathayans as
~ weapons in the Wanof.Ages. Few Wan Kuei oblige.

=
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SpranNjNG THE CHASM

So many factors contribute to antipathy between
Cainites and Wan Kuei. Must all encounters between
them therefore end in egotism and death? No. Under
various circumstances, Kindred of the East and the West
can coexist for a while, or even indefinitely.

Both communities of vampires include scholars, for
whom the pursuit of knowledge takes priority over con-
quest and the-assertion of kingly prerogatives. Vampiric
scholars séldom act for the sheer joy of knowing, of course
— they simply plan to assert their own claims based on

' superior insight and the advantages it gives
them. Thus, a Devil-Tiger who believes all
Cainites must be destroyed allies herself with
traveling Cainites for years on end, learning
their strengths and weaknesses by seeing
how they behave in various situations,
including what sorts of crises require her
intervention. It's all tactical intelligence

that a sensible general would wish to
know before advancing on the enemy.
4\ Similarly, a Thousand Whispers seeks
tomingleundetected among Cainites,

———————
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necromancers and death magieians
among the Cainites patticularly
interestingand adoptsan approach
to study ranging anywhere from

‘ concealed observation to open
trading of lore. Or a Resplendent
Crane decidesthat her duties as

judge require the fullest investi-
gation of the guilty party’s cir-
cumstances and.become en-
meshed in the ¢oncentric circlesof

Cainite society.

Only the Thrashing Dragons are
almost guaranteed to find nothing of
interest in the Cainite condition.

Many factions among
Cainites also have reason to
pursue study rather than con-
frontation, at least for the
time being. Cappadocians
and (later) Giovanni,
if they gain any
glimpse of the
vistas of grave
andspiritlore the
Bone Dancers pos-

sess, feel a pull to the East
like ammoth to the flame. Cainite aristocrats of Ventrue,
Lasombra, Toreador and Tzimisce descent all study the
means by which the Wan Kuei exert their authority and the
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SaLuBR; !
Saulot’s clan deserves special mention. With the
purges of their clan at the hands of the Tremere, the

Salubri are very likely candidates to flee east. In fact,

' Assamite allies of the clan have been moving small
numbers to distant “Taugast” (their term for the Middle {
Kingdom) for some time. Unfortunately, the history (or

| myth) of Saulot’s dealings with Xue means they have to

. be very cautious on Asian soil. By decree of many
ancestors, none of his offspring ever receive any hospi-
tality from Wan Kuei except for the offer of a quick
death. In practice, actual Wan Kuei decisions seldom
conform entirely to proclaimed law.

Salubri receive cold but essentially courteous wel-
come from Wan Kuei interested in studying the diffu-
sion of their lore. Salubri Disciplines are fascinating
perversions (or transformations) of the Wan Kuei heri-
tage, so scholarly inclined Hungry Dead who face north
or west find much of interest. So do center-facing Wan 1

| Kuei who seek to define their paths to enlightenment

partly in contrast with what they're not choosing to
incorporate. In turn, Salubri who show themselves
willing to learn receive assistance in understanding the
traditions which their founder so badly misunderstood

at key points. Rumor says that one or more Salubri

actually awakened their Hun and P’o to become full-

fledged Wan Kuei; however, details somehow always |
dissolve into “I heard it from the friend ofawu-mate.....”

intellectual legacy of debate over theory and practice of
rulership. To Brujah who cling to the old tradition of
philosopher-kings, the ancient depths of Wan Kuei lore
seem almost irresistible. Devout Christians (and Muslims,
Jews and pagans) who suffer from the Curse of Caine regard
the Wan Kuei as a missionary challenge, and while some
launch their missions in holy zeal and self-righteous igno-
rance, othersseek tostudy the beliefsand practices they want
to change. Artists of évery clan examine the styles of their
distant cousins in search of fresh inspirations.

Most vampires on both sides realize that their alli-
ances must be contingent and vulnerable. Nomatter how
much trust they profess, imperativés deeper and older
than this particular partnershipmay require action. There’s
usually nothing personal in it; it’s just that when the
Blood or Dharma demands action, the friendly stranger
may have to die. A vampire or Cainite who realizes he's
revealed the wrong secret or discovers that his study
partner has an end he cannot condone can and does act:
In addition, frenzy, fire soul, Rétschreck, shadow soul and
other vampiric disorders may drive partners toconflict,
even if their conscious wills remain in harmony.

A vampire’s age makes it no more.or less likely that he
will reach out to the other kind. Neonates and Running
Monkeys often explore every interesting lead, but then;
others turn to tradition and conservatism as a way of keeping
their mental balance after a painful and unexpected change
of condition. Ancillae and jina secure in their own situation
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turn outward in search of information they could use to
advantage in the endless nighestruggle for power. They may
justas easily decide that théoutsiders threaten all the mature
vampires have worked for and, hence; deserve nothing but
immediate destruction: Elders and mandarins seek advan-
tage in mastery of the outsiders or simply tounderstand them.
Like their younger cousins, however, they can also find the
unfamiliar merely threatening.

Mages

As the European Dark Ages give way to the Renais-
sance, mages from the West arrive in the Middle Kingdom
infar greaternumbers: The rise of the Order of Reason and
the Nine Traditions creates an increasingly global frame-
work of magical struggle, one that slowly draws in the
Middle Kingdom’s own magi.

Tue OrpErR oF Reason

When Westerners travel to the Middle Kingdom in
groups larger than a handful of monks, the Order of Reason
joins the unawakened majority. The Cabal of Pure Thought
comes to preach, following the path blazed by men like
Giovanni de Plano Carpini and deepened by men like
Matteo Ricei. The Celestial Masters come to study the lore
of other cultures and to examine unfamiliar skies. The
Craftmasons come to exchange knowledge. The High
Guild comes in pursuit of wealth. The Hippocratic Circle
comes to learn and teach: The Void Seekers come because
there are new lands and seas.

All the factions within the Order soon find the Middle
Kingdom troublesome. They don’t see themselves as magi-
cians (and aren’t, on any level except game mechanics), so
it never occurs to them thatthe Ministry of Works’ banion
unregistered magicians wouldapply to them (see p. 148). All
the Daedalians know is that they have unusually bad luck of
many sorts until they register as foreigners and agree to show
appropriate submission.

Submission doesn’t come easily to most Daedalians and
doesn’t comeatall to some. Thetraditional Chinese gesture
of respect to the emperor is the kowtow. The submitting
individualkneels on thefloorbefore the throne. He stretches
forward three times and with each prostration he toucheshis
head to the floor three times. The Wu Lungdemandjust such
an act from magicians appearing before the Minister of
Works. Gabrielites in. particular haye no interest in doing
this for anyone but a recognized saint; other members of the
Order also decline. In some cases they can work out a
compromise, given a great deal of delicate negotiation (and,
at the Storyteller’s discretion, a contest of Manipulation #
Etiquette against Ministry of Works officials’ Wits + Will-
power). When the negotiations work; the foreigners perform
a lesser act of submission — going downon one knee, for
instance — while ministerial officials record a properly
performed kowtow. When negotiations fail, the ministry
remains obstinate and nothing but abasement serves.

Most often, the negotiations do go relatively well. The
Wu Lung see in the Order of Reason a society of the
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quickly. The Akashic Brotherhood's common philosophi-
cal rootsand practices make it easier for Wan Kuei toaccept
the Brotherhood: different, certainly, but notalien. Akashic
scholars disagree on the extent to which the Wan Kuei bear
responsibility for erecting and strengthening the Wall;
even those who blame the Wan Kuei for it all often favor
a “know your enemy” approach.

sian werewolves

- W anKue: At the

approach to the Wan Kuei: If

oht, it’s a vampire. Vampires
. The Garou, as guardians
mpires. End of story. The Wan
very simple view of Garou;

e Garou and Wan Kuei actually ha ’
ts. Most particularly, the Warders of Men a
ed Wan Kuei meet in the cities and gath

enlightened brmgmgagrder to the barbarian West, just as
ral Asia. Both seek to protect humanity. If

theyhave to the Middle Kingdom. The Dragon Wi act 4
with full confidence that they are in the superior -
and that no consensus could ever ex,xst that doesn’t
their form of magic, A

The TRaDjTIONS

The magicians belonging to the Council
Mystic Traditions generally feel no great interest
Middle Kingdom. A few of, the trad1t1ons have
antipathies, whethe: Qf:

Ahl-i-Batin hate t
close to exterminatis
framework for theil

formation and

ei. Such associa-

any conflicting
li

even services ‘Wlth sou
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and priorities. Still, SilentS
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particularly when in permanent Yang imbalance.
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shapeshifters have a reputation for
iar code Wan Kuei don't understand
> and not for dead souls.
g to use an occasional Garou
guidelines for Xiong Ren (all
ke the Hakken). Those want-
_ 5 se of them should consult
information and WiSeIpre Werewolf: The Dark Ages.

from traditions that the Middle Kingdom frowns on; .
where they share common inspirations, the Chakravanti
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APPENDIX

FITIES

OF THE

DERD

If aman take no thought about what is distant,
he will find sorrow near at-hand.
— Confucius, Analects

The Middle Kingdom at the twilight of the Fourth
Age is quite far removed from the life experiences of
most Blood & Silk Storytellersand players, which can
make getting started a little difficult. In order to give
Storytellers some additional tools with which to
jumpstart a chronicle, this appendix coverssome of the
major cities in the Middle Kingdom at the time. Wan
Kuei are largely urban creatures, and these are some of
the centers of their unlives. Any of these locations can
be the center of a your chronicle or a port of call during
your wu's travels.

Crangan (CentraL China)

The city of Changan, once the imperial capiral, is
fading graciously. The attention of the Son of Heaven has
been drawn away to the southeast, to the city of Linan;
Changan waits like a privileged consort of the Imperial
City within her high stone walls, hoping to once again
draw the eye of the emperor before her beauty fades away.

Liu Bang, the first emperor of the Han dynasty founded
the city of Changan (meaning “long peace”).in 206 BCE
to serve as the capital of his new empire. The citizens of
Changan quickly became prosperous; not only were they
at the bureaucratic hub of a strong, growing empire, they

were also situated near the fertile Yellow River and at the
termination of a great trade route that stretched formiles
across Asia to Antioch, Baghdad and Alexandria — the
fabled Silk Road. Twelve crowded bridges erossed the
city’s moat, leading to 12 gates through the 40-foot walls.
Exotic traders from the West and the East met in Changan’s
nine hubbub-filled markets, bartering woods, spices, pre-
cious metals, gems, medicines and uncountable other
trade goods or selling them for coin. As many as two
million people lived inside and outside the great walls
during the Tang dynasty.

With the end of the Tang in 907 CE, the Silk Road
faded in prominence as the warring princes and tribes
attacked the merchant caravans to finance their troops.
Changan’s marketplaces dwindled in number to two;
several of the city’s gates were permanently closed for
lack of use: The gates to the vast Imperial City are also
closed; Changan houses no mortal emperor, and the
chambers that once sheltered the Son of Heaven grow
cold in his absence.

The chambers are not, however, empty. Upon the
death of the final Tang ruler, the ancestor of the Yellow
Emperor Court took possession of the imperial palace.
Mortals no longer pass through the majestic Chengtian
Gate into the Imperial City; only the Wan Kuei of the



city and those meéssengers or supplicants who bear ap-
propriately sealed letters of recommendation may pass
the silent guards. While the city slides into quiet de-
cline, the Wan Kuei have greater freedom than ever to
live and move about as they wish. The city’s wealth was
as much curse as boon to the scholars of the Yellow
Emperor Court; now, sageés and students may spend their
nights in study and impenetrable seclusion, untempted
by the boisterous sounds of a thriving city, the smell of
spiced foods and wine or the lilt of song.

Njgur PeorLe oF ChanGan

Many Wan Kuei left, of course, when the vicissi-
tudes of politics pulled the locus of power élsewhere.
Those who remained and those who now travel to the
Yellow Emperor Court are dedicated to the acquisition,
preservation and proper dissemination of the wisdom
and writings of the Wan Kuei. The Yellow Emperor
himself, Wang Hongben, and his wu-mates in the
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Golden Jade Society lead the/members of his court by

diligent example. He has pefsonally recorded commen-
taries on the Ki Chuan and other sacred works; in
recent years, he haswithdrawn into nearly total seclu-
sion, concentrating on the translation and commen-
tary of a new discovery — an ancient vampiric work
written in a primitive style-of kaja. In his consuming
pursuit of knowledge, Wang Hongben has delegated
most of the traditional duties of the ancestor, even the
greeting of visiting Wan Kuei, to the eager and indus-
trious jina and mandarins of Changan’s other wu. His
distinguished visitors are, for the most part, under-
standing — it is the wisdom earned from long study
that they have come to the Yellow Emperor Court in
search of, after all.

The composition of the court at Changan varies.
Students, both. these fresh from. the Second Breath and
those.who have come for long periods of study, are
organized into temporary wu. There are usually three or
four student wu at any given time. In addition to the
Golden Jade Society, there are three prominent wu of jina
and mandarins who reside in the city: the Amber Wren,
the Illustrious Scribesof the Yellow River and the Bronze
Pennant. Each'of these has the typical duties of instruct-
ing young vampires along their Dharmic path and outside
responsibilities assigned by the court. Lastly, there are
visitors and supplicants from all the lands of the Middle
Kingdom, who must seek the approval of the Yellow
Emperor before traveling on to entreat the Sages of the
Fivefold Way who reside in the Shaolin Monastery — an
additional journey of 300 miles to the east, and into Jin-
held lands. Many of these are turned back at Changan —
some of them having learned what they sought from the
sages of Changan, others instructed to seek further.en-
lightenment on their own before troubling the bodhisattvas
with unworthy requests.

Broop !t Six.
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The members of the Amber Wren wu are responsible
for overseeing the messengers utilized by the Yellow
Emperor Court and for authenticating the tokens brought
by those seeking to travel through or visit the court. The
court uses a small number of Wan Kuei who have under-
taken the Way of the Lone Walker as messengers, in
addition to an unusual number of mortaltraders and a few
dhampyrs. The wu has become quite wealthy through the
years, as their Scarlet Screen traders enjoy the benefits of
safe passage through the White Tiger-controlled lands of
the Silk Road. When messengers are in short supply, an
Amber Wren student — likely one who has been insolent
orinattentive to her studies— may be pressed into service
as a messenger.

The Illustrious Scribes of the Yellow River are
granted the great responsibility of recopying the scrip-
tures and works of the Wan Kuei for dissemination
throughout the Yellow Emperor Court and beyond.
When necessary, the members of thiswu attend to the
Sages of the Fivefold Way at.Shaolin, to record the
bodhisattvas’ infrequent sermons: A luckystudent who
has proven himself diligent may be permitted to ac-
company his sifu, to care for his brushes and ink and to
run errands. The students are more often kept busy
perfecting their kaja brushstrokes or, lately, learning to
carve precise characters in blocks of wood. The Illustri-
ous Scribes have become enamoured with the concept
of block printing, which has been in use by the mortals
for three centuries; as a test, they have carved and
printed the text of a short book of poems by the Grand
Arhat Xue, Footprints in Blood. The distribution of this
obviously “mass” produced work has provoked heated
discussion in courts across the Middle Kingdom.

The Bronze Pennant wu is led by the First Oni of the
Yellow Emperor Court. The members of this wu are truly
fearsome; they wield an impressive array of weaponry
with deadly skill, are trained in the att of mounted
warfare, and are practiced wilderness travelers. Fearful
rumors suggest that the Bronze Pennant wu even uses
hand grenades and rockets. They are commonly Yang
aspected, as even the best-trained horses fear the cold
flesh of those aspected to Yin. Membership in this wu
swells in number in times of trouble; those who survive
are granted permission to remain with the wu, should
they so choose.

Rjvairjes anp DjssenT

This is the face that Changan presents to outsiders.
Beneath the calm exterior, the city simmers with in-
trigue that might shock those expecting enlightened
detachment from Changan’s inhabitants. Observant
insiders have noticed the Amber Wren wu's coffers
fairly spilling over since its members have taken over the
Yellow Emperor’s communications with the other courts.
Wau Lishan, Southern Wind of the Amber Wren, has
publicly claimed great success in far-flung ocean trading
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ventures, but the wu’s detractors claim that the Amber
Wren is granting favors and promises that are not its to
deliver. The Illustrious Scribes have become the toast of
the town for their impassioned defense of their libraries
and printing facilities against unknown assailants. Frail-
seeming Bone Dancer Tan Xuan alone defended the
wu's printing blocks, the product of years of work, from
aflaming-sword wielding attacker. While not wishing to
seem ungrateful for the poems and dinners hosted in
their_honor, the Illustrious Scribes are beginning to
agitate for a full investigation into the attack on their
holdings. And finally, the Bronze Pennant wu has swol-
len to a full dozen members, much to the consternation
of more diplomatic members of the court. Devil-Tiger
Wei Anzang, the First Oni, points impassively to the
wu's long-standing tradition of allowing Wan Kuei
pressed into service to remain with the wy; meanwhile,
the court begins to wonder just how many martial
emergencies Changan could be having.

DujLLjca (MORTHERN jNDjA)

The fertile shores of the holy Yamana River have
been inhabited for millennia. In 736 CE, the Tomar clan
of the mighty Rajput family claimed the green hills as
their own. They built opulent stone palaces and
earthwork fortifications and called their stronghold Lal
Kot; among the prizes within Lal Kot’s sturdy walls was
the Iron Pillar, a relic from the time of Emperor Ashoka,
famous for its pristine surface after years of exposure to
the elements. They raised a temple to the sun, the Suraj
Kund, high above the surrounding countryside on an
earthen mound and piped in fresh spring water from the
mountains as a sacred offering. Less than a century ago,
the Chauhan Rajput took Dhillika and the surrounding
territory, pushing the Tomars back into the hilly wilder-
ness. The Chauhans built a fortress of ramparts around
their new acquisition and called it Qila Rai Pithora.

It was by no means unusual for the Rajput clans to
make war on each other; in fact, that seems to have been
the source of their greatest joy. The clans of the Rajput
staked a claim to nobility and the right to rule by claiming
their common descent from a mythical creature of flame
that rose from the sacrificial fire pits of Mount Abu; each
bore the name Agnikula, “fire family,” in honor of their
fiery ancestor. The other ¢lans and families of the area
(the Rashtrakutas, Pratiharas and Palas) were in no posi-
tion to dispute the Rajput claim to kingship, having
squandered their resources and manpower in decades of
internecine fighting. Sweeping over all resistance, the
Rajput clans claimed vast tracts of land, set up princedoms
and fiefs and proceeded to fight amongst themselves just
as their predecessors had done.

The Rajput brought the art of princely war in India to
new heights. The meanest of princes took on fabulous
titles, recording themselves in court documents as
Majarahadhiraja, “king of kings.” Stylized, poetic insults
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issued from luxutious throne rooms, and armies sallied
forth in reply. Muslim invaders from the northwest came
with astonishing regularity to loot andpillage richly
endowed Hindu temples and wealthy Brahman villages
— all_in the name of religious piety, of course. The
invaders were forgotten as soon as they were gone, and the
military games would begin again.

Only six years ago, in 1191 _CE; the game ended.
Muhammad Ghori, a Central Asian prince; brought his
armies south through the mountains. He was not inter-
ested in carrying home golden statues of heathen gods —
he came to build an empire. His armies consisted mainly
of lightning-fast cavalry; the Rajput forces sent6ut in
tidy lines and,grand regalia to meet the invaders were
mercilessly cut'down. By the time the guarrelsome
princes of the Agnikula perceied the danger,
Muhammad had claimed Dhillika and the Chauhan
region around it. His forces still occupy the city itself.
The invaders have dismantled the Qila Rai Pithora and
are building a grand mosque —4theé first in India— called
the Quwwat-ul-Islam Masjid infits place. Adding insult
to injury, Qutb-ud-din“Aibak, a former slave turned
general, has beguni€onstruction of a massive sandstone
edifice: the Qutb Minar, the Tower of Victorys

Tue Fiery Pammon

The Rajput clans, although as fractious as ever, are
not without considerable resources. The story of their
heritage is true: The four main clans, the Pariharas, the
Chauhans, the Solankis and the Pawars, are, in truth,
descended from a creature of fire— a venerable Wan Kuei
who is called Pariksit. Decades of meditation on the
nature of Yang and drinking in the fiery Chi from sacrifi-
cial flames came to culmination when the ancient vam-
pire descended from the mountain suffering from a nearly
human need — thedesiré forkin. There was no shortage
of chieftains willing to give their daughters as brides to a
being of such obvious power, and so, the Agnikula came
to be. Through the intervening centuies, Pariksit hasnot
lethis fields lie fallow; the continuing prominence of hot-
temperedyhighly skilled warriors among his descendants
— and a precious fewswhocall upon sorcerous might —is
a telltale sign of the presence of dhampyrs. Now fully
aware of the seriousness of Ghori’s invasion, the Rajput
warriors will fight as though possessed to regain their
kingdoms. '

Pariksit — an elder of the heretical Dharma the
Flame of the Rising Phoenix — is incensed by the inva-
sion. The Muslim for¢es threaten to destroy his grand
experiment; some Wan Kuei sages posit that the very
existence of such a multitude of descendents leading
focused, vibrantly entangled lives might create a reservoir
of Yang Chi for Pariksit to tap. The other Wan Kueiinthe
area have been reluctant to enter the conflict to this
point; the Ghori armies are disciplined and dangerous,
and what have they to gain from Pariksit’s continued
prominence? This reticence may change: Pariksit has




Appenpix: Cijes oF he Dead

made a handsome offer for assistance in defending his
children — the Iron Pillar. The Iron Pillar is his posses-
sion; although it stands in occupied territory, no other
shen would dare think to claim it. It is truly a remarkable
object; roughly 24 feet tall and 16 inches in diameter at
the base. Wrought from the purest iron, the pillar exists so
perfectly balanced in compesitioniand shape between Yin
and Yang that wind, rain, sun, and time itself have not
marred its surface. Pariksit, less interested in philosophies
of balance than in the raw power of Yang, cares little for
the relic but understands its value.

Dangerous NEWCOMERS

Pariksit is not the only supernatural being with a stake
in the invasion. Cainite vampires from the West have
long coveted the raided wealth carried north on horse-
back. The occupation of Dhillika has granted the most
ambitious Western blood drinkers the opportunity tograb
for that wealth — and power — at the very source. The
local Ravnos Cainites, whom Pariksit has long graciously
allowed to pluck scraps from his metaphorical table, likely
know more about these nighttime invaders than they
have chosen to divulge.

There are few Wan Kuei confident enough — or
desperate enough —to share territory with the oft-unpre-
dictable Pariksit. Of those few, the Thousand Whispers
currently known as Abhrayanti is most tempted to take the
risk of acting against the invaders in return for access to the
Iron Pillar. Abhrayanti has spent a full decade in her
current incarnation, however, and must soon choose anew
persona or risk falling from her Dharmic path.

Another newcomer to the area, the Godling
Harasekhara, has quietly set up a devotional cult among
the lower castes. His followers might best be described at
this moment as rabble, but their numbers are steadily
growing beneath the notice of both Pariksit and the
Muslim invaders. Such aforce could prove an unwelcome
surprise to either or both sides of the conflict.

Day-to-day life has changed little for the mortal
inhabitants of Dhillika. The palaces and temples that the
invaders demolish are places the lower castes were not
permitted to go. The caste system in force in the Rajput
kingdoms had become incredibly orthodox, placing more
restrictions on fraternization and occupation than ever
before. The lower castes farm, craft, herd — and avoid
armies of any stripe.

Kamaxura (Eastern jaran)

Nestled between Kamakura Bay and the Kiridoshi
cliffs, the city of Kamakura seems peaceful and serene.
Underneath its placid surface, however, the city isa balled
fist waiting to strike —and that fist belongs to Minamoto-
no-Yoritomo.

Yotitomo, Japan’s first shogun, settled into Kamakura
following the Gempei War. The city was wonderfully
situated in terms of defense: Enemies approaching by sea
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found their entrance to the harbor hampered by the
Wakaejima, an artificially constructed island of jagged
rock; enemies approaching by land were forced along
narrow, winding paths carved from the stone cliffs, in full
view of platforms hewn from the cliffside to accommodate
Kamakura’s defenders. Yoritomo made it clear that he was
in Kamakura to stay by relocating his family’s ancestral
shrine, the Tsurugaoka Hachimangu. The village made
way for the Minamoto shogun; Wakamiya Oji, the ap-
proach to the Minamoto shrine running straight from
Hachimangu to the sea, quickly became the main street of
the new cityof Kamakura. Samurai, those loyal to Yoritomo
and those visiting the city on the shogun’s business,
worshiped the guardian deity of samurai warriors at the
shrine’s Shinto and Buddhist ceremonties.

Three years ago, builders completed the main struc-
ture of Yoritomo's newest shrine, Yokufuji Temple. Hand-
somely appointed with ponds, gardens and extensive
grounds, the temple was built to provide repose for the
souls of fallen warriors. At the temple’s dedication; the
shogun burned incense in honor of hisbrother, Minamoto-
no-Yoshitsune, and the many others who died at his
brother’s side, fighting in the northern provinces. In
response, the spirit of his brother.came to reside in
Yokufuji Temple — but not in repose.

The Resniess Deap

Yoshitsune’s ghost was outraged. His brother, now
shogun, had been jealous of Yoshitsune’s military victories
all through the Gempei War. It was Yoshitsune, not Yoritomo,
who drove the Taira family’s warriors into the sea, and for
this, Yoritomo sent men to kill his brother. They failed.
Although he fled to the north with his wife and children,
Yoritomofound him and again ordered his death. Yoshitsune
gave his wife and children a kind death, then committed
seppuku. To find his soul, not five years later, drawn to
Yokufuji Temple by his brother’s deceit was more than
Minamoto-no-Yoshitsune could take. The ghost of
Yoshitsune filled the grounds of Yokufuji Temple with
unease by dint of hisunquenchable anger. Seekingout others
among the dead with cause to hate his brother, he gathered
to his side dead samurai of several families: Fujikawa, Taira,
Yasuda, Minamoto. All of them had died as a result of
Yoritomo's jealousy and arrogance. Several of them had been
granted the fortune to return to their own bodies.

To gather in this'way was dangerous; the growing,
palpable aura of darknesssurrounding Yokufuji Temple was
frightening the local populace, who stepped up their sacri-
fices in an attempt to appease the angered spirits. More
significantly, any large population of Japanese wraiths
might draw the attention of the Jade Emperor of the Yellow
Springs. Lastly, this “rebellion of the dead” could not fail to
catch the eye of the shogun’s own unliving champions.

The gaki of Japan’s Bishamon uji split violently over
the Gempei War and its outcome. Like the mortal samu-
rai, the Bishamon fought on both sides of the conflict,
facing each other on darkened, blood-slicked fields after
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the human armies were forced to rest by the coming of
night. To the Bishamon samurai aligned with the Taira,
Minamoté-no-Yoritomo is a bad seed that would have
been culled in childhood but for the mercy of the Taira
family; for such a man to commit these dishonorable acts
while bearing the title of shogun is a disgrace to the entire
Japanese empire. To those aligned with the Minamoto,
Yoritomo is the inheritor of a legacy of military conquest
who has proved his strength and capability by attaining
his current position. The shogun must be ruthless in
defense of the empire.

All unknowing, Yoritomo has gathered a super-
natural guard around Kamakura — a full wu of his
Bishamon supporters. Under the leadership of Miura
Yasutami, the Blackest Night wu hasssworn itself to
protect the shogun from his otherworldly enemies.
They keep to the shadows out of/necessity, but they
have carefully placed retainers in Yoritomo's entou-
rage. And at night, of course, the shogun is never out of
their sight. The guardian wu has skirmished with
Yoshitsune's rebellious followers, but both sides chose
the option of survivingto fight another night, having
gained valuable/inférmation about the enemy.
Yoritomo's vampire defenders cannot entirely protect
him from his ghostly harassers — evenwith Ghostsight,
the skilled wraiths are difficult to detect.

Buoop & Sjix.

NjGHTMARES OF THE SHOGUN

For Yoritomo, the pressure is growing. The great
supernatural presence around him is'becoming impos-
sible to ignore. Voices come to him in the night, mur-
muring curses and imprecations. Shadows blacker than
black dance across hispaper walls in the absence of light.
Barely glimpsed figures disappear just as he turns his
head. Paranoid by nature, Yoritomo'’s response has been
to become increasingly irrational, lashing out at minis-
ters and samurai for imagined slights. He has continued
to build temples in the Kamakura area in an attempt to
remedy his situation, to no avail. He has employed
Buddhist and Shinto monks and priests to exorcise the
demons that haunt him, threatening execution for those
whofail —and all have failed. The villagers of Kamakura
remain quiet and respectful, giving the shogun’s resi-
dence a wide berth to avoid drawing his ire.

Atthe moment, the Bishamon wu does not know who
Yoritomo's assailants are, only that the shogun must be
protected from a malevolent supernatural force for the
good of the empire. Should Miura Yasutami learn that the
insurgents are led by Yoshitsune, the man who led the
Minamoto to victory, and the circumstances of
Yoshitsune’s death, the balance of power in Kamakura
may shift decisively.
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Kasj (Western Cina)

The city of Kashi, known as Kashgar in the Turkic
languages of the area, is balanced precariously among
cultures. Founded in ancient times by a Persian prince,
the Huns overran the ancient city in their second
century BCE surge westward. In'the first century BCE,
the region came under Western Han centrol, but by the
second century CE, it had fallen to the Uzbeks. The
Tang dynasty regained controlin the seventh century;
but when the dynasty dissolved, a succession of Ti-
betan, Uighur and Arab armies overran Kashi. The city
is now technically under the control of the Xixia
kingdom, but that state has little actual control over
Kashi — the nomadic tribes of northern China are
spoiling for war in the absence of a strong imperial
presence, and Turkic princes beyond the mountains
are also amassing armies of their own. To any aspiring
tribe, Kashi is a prize, a dusty gem by the side of the road
that will grant its finder incredible wealth.

Every successive group to control the city has left its
mark on the culture and the people who live there. Along
Kashi’s winding, hilly streets, it is possible to find Bud-
dhist pagodas of wood and tile next to buildings con-
structed from brick and sandstone. The majority of dwell-
ings are made of adobe covering crudely baked mud
blocks; these buildings are often two or three stories tall,
built out over the narrow streets until the upper stories
nearly touch in the middle.

The city itself has seen better days. In the haleyon
days of the Tang dynasty, Kashi was arguably the most
important stop on the Silk Road. Merchants bearing the
treasures of China had already traveled hundreds of
dusty, dangerous miles around the Takla Makan Desert.
Those coming from the West — laden with glass, ivory,
gems and exotic herbs — had come just as far, and
pushed through icy mountain passes. Both Eastern and
Western merchants were ready to sell their goods, make
their trades and return home. The vast bazaar of Kashi,
a great plain filled as far as the eye could see with donkey
carts, camels and tents swathed with bright fabrics, was
the place where they would meet. The bazaar still exists,
but the crowds are not so large and boisterous — the Silk
Road is a dangerous place to travel in these days, and
those who brave it are fewer and more desperate.

The vast majority of travelers and merchants never
explore further than Kashi. Those who do are not in
search of money or trade; they are monks and missionar-
ies, spreading their scriptures or seeking enlightenment in
far lands. These travelers are usually welcome — they
rarely cause trouble, are usually learned and polite and
carry news of far-off lands.

NjgHmLy MarTers

Theaffairs of Kashi’s Hungry Dead are not so different
from those of the mortals. Kashi is the most likely point of
entrance into the Middle Kingdom for the supernatural
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creatures of the West and the most likely point of exit for
the intrepid Running Monkeys of the East. The city is
firmly under the control of the White Tiger Court — a
certain departure from mortal politics — yet the ancestor
of the city, Jiang Shahua, is willing to turn a blind eye to
discreet dealings with barbarian shen in public areas such
as the bazaar. This latitude is granted in service to her
greater charge: the protection of the Middle Kingdom
from unwanted supernatural incursions and the protec-
tion.of the secrets of the Wan Kuei from those who might
seek to exploit them.

The ancestor deploys the city’s three wu to this end:
the Ministry of Gilt Diplomacy, whose charge is to search
out those foreign shen who would enter; the Fragrant
Conflagration, who interview those who seek to leave;
and the Talons of Jasper and Gold, whose grim task is to
eradicate the unwanted who refuse to turn back.

The role of the Ministry of Gilt Diplomacy is often
easy — Western vampires have a charming tendency to
introduce themselves to nearly any being of power they
might encounter in a strange city. Themembers of thiswu
traveled extensively themselves during their Running
Monkey periods; its members are traditionally chosen
from those who gained permission: to'leave the Middle
Kingdom and survived long enough to return. The ances-
tor watches them carefully, as it is possible that, in the
course of their travels, they have become infected by
inappropriate ideas or, worse, incurred inappropriate debts.
Jiang might wish to employ more circumspect, orthodox
Wan Kuei in this role, yet those without a certain appetite
for risk rarely have the skills required.

Staid and reserved Wan Kuei instead find a place in
the Fragrant Conflagration wu. Their job is to thoroughly
examine the vampires who wish to leave: checking over
the tokens and letters from the ancestor of the applicant’s
court, interviewing the would-be world trayeler in person
and reviewing the extensive essays often required from
the applicant to reach an accurate appraisal of his or her
Hun and P’o. The members of this wu do a very good job
of portraying the journey west as dangerous — some have,
in fact, made the trip themselves and barely survived.
Their horror stories have convinced not a few young Wan
Kuei to abandon their rash plans.

The third wu, the Talons of Jasper and Gold, are
never mentioned to travelers. When in the judgment of
the ancestor, as advised by the appropriate wu, the
traveler is judged unfit to be permitted to leave (or, in
other cases, enter) the Middle Kingdom, it is the task of
the Talons of Jasper and Gold to inform him that he
must turn around. Often, this news is not welcome, and
the traveler is likely to take out his hostility on the
messenger. The responsibilities of this wu were recently
held by the Darkness Eaters, a strong group gathered
from fierce nomad tribesmen who had drawn the Second
Breath. The Darkness Eaters performed their tasks with
grim skill; it remains to be seen how the Talons, their
replacements, will fare.
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It is possible, of course, to bypass the eruel judges of
Kashi. The greedy, arrogant or unbalanced traveler can
turn south, round the Himalayas'and enter India. Sea
vessels make the stomach-wrenching journéyaround the
Indian subcontinent to Chinaand Southeast Asia. [t may
also be possible to bribe the guardians of Kashi; Jiang
Shahua.and her court enjoy precious or exotic gifts as
much as the next vampire — and a suitable gift demon-
strates a grasp of culture that may redeem the traveler in
the eyes of the watchers of Kashi.

The ancestor herself deals with a very small frac-
tion of travelers — those who come to Kashi with the
name Zao-lat on their lips. These travelers, both Cainite
and'Wan Kuei, meet with the ancestor in her private
quarters, behind closed doors. Those who walk out of
this meeting are invariably discreet; it is whispered that
Jiang slays outright those who would speak of what
transpires in her chambers. In the last decade, no fewer
than three travelers from the West have arrived in
Kashi, all bearing the third eye that is the mark of
practitioners of Chi'iu Muh. All three of these Cainites
have been permitted to travel within the White Tiger
Court withdiang’s token. Courtiers in Urumgqi gossip
openly that Emperor Da will call the ancestor of Kashi
to account sometime soon.

P’yonG’ Yang
(NlorTHwEsT Korea)

The city of P'yong'yang in the Kingdom of Koryo is
located on auspicious ground. The geomancers have pro-
claimed it so because of the meanders of the river and the
patticular green of the surrounding countryside. The
kings and emperors of Koryo have known that it is so
because it is strategically located at the last navigable
point of the Taedong River, 30 miles inland from the
Yellow Sea, and for many years; it has servedto protect the
kingdom's northern border.

The city bears the scars of its duty. The first settle-
ment was built by the legendary King Tangun as the
. - .. heart of the first Korean kingdom. It served as the
T ESEFTNTA o 5, ; Z#. capital of the Koguryo kingdom from 427 CE until the
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kingdom was defeated in 668 CE by an alliance of the
Silla kingdom to the south and the Tang dynasty of
China. Nearly deserted after the fall of the Koguryo,
the population and prestige of the city languished;
Pyongyang’s few residents lived in ramshackle build=
ings among the tumbledown ruins of the city walls.
This situation remaineduntil King Chongjong, grand-
son of theé founder of the Koryo dynasty, rebuilt the
grand fortifications. Thécity received the designation
of Western Capital; schools and governmental palaces,
theaters and temples were erected as befitting such an
illustrious title. The city took up once again its role as
guardian of the northern border, with the added bless-
ing of a wealth of culture.
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The impressive ramparts of P'yong’yang held off the
besieging forces of the Liao Emperor Sheng Tsung in-
vaders in 1010. Twenty-five years later, betrayals from
within brought the armies of Koryo within the walls of
the city, not as defenders but as attackers. Seeking to
consolidate aristocratic control of the throne, a small
cabal of P’yong'yang natives led.by a Buddhist monk
named Myoch’ong plotted rebellion::Myoch’ong used
his position as a monk and a geomancer in the court of
King Injong to push the youngking to move the capital
of his kingdom from Kaesong to P’'yong’yang. Impatient
when years of subtle maneuvering appeared to fail,
Myoch’ong and his fellow conspirators retreated in to
P'yong'yang to set up their own “kingdom,” Taewi. The
rebellion was crushed quickly and decisively in early
1136; Myoch’ong was beheaded, and the city of
P'yong'yang went up in flames.

The beleaguered city has had little oppertunity to
recover. A military coup instigated by the abuses of the
civilian bureaucracy rocked the entire country in 1170.
Bloody conspirators, having achieved power through
assassination and regicide, turned on each other again
and again in a raw struggle for power that lasted for
another 25 years. Thousands of peasants and escaped
slaves roamed. the countryside in gangs, desperate to
find food ‘and safety at any/cost. When joined by
disaffected foot soldiers, these de facto armies poseda
serious and continuing threat to the government and
ordinary citizens.

In the midst of this chaos, General Ch’oe Ch’ung-
hon and his brother Ch’oe Ch’ung-su rose to power last
year by the now-accepted means of assassination and
intrigue. Although P'yong’yang has been spared the ter-
rifying bloodshed witnessed in the capital, the effects of
General Ch'oe’s purges are still easy to see. The aristo-
cratic households of the Western Capital seem silent,
even deserted; many who might present a rival claim to
the throne are in exile or dead. The garrison forces have

been cut as the best soldiers serve in General Ch'oe
personal guard. A small number of the general’s elite
Night Patrol soldiers have replaced army forces:

Pamroring THe NjGHT

The presence of the Night Patrol is somewhat ironic:
While certainly one of the patrol’s intentions is to harass
the populace in order to beat dissenters. out of the
bushes, it also serves to protect those same citizens from
the denizens of the night. The conflagration of 1036
either destroyed the ancestor of P’yong’yang or sent her
into hiding from which she has yet to return. A relatively
young Wan Kuei, Wang Kyu, stepped immediately into
her place. One of the founding fathers of the Koryo
kingdom, Wang Kyu had a difficult time quashing his
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own desire to rule after the death of King T'aejo. He
plotted the assassination of two kings before General
Wang Sing-nyom, commander of the P'yong'yang Gar-
rison, hunted him down and executed him. On drawing
his Second Breath, Wang Kyu made his way to
P’yong’yang to wreak his vengeance on General Wang
and his family.

The Court of the Azure Dragon, still recovering
from the chaos in mortal Koryo, has yet to confirm Wang
Kyuas the Ancestor of P'yong’yang. He knows that, due
to his “youth” and lack of Dharmic progression, it is
unlikely that the court will ever sanction his position.
Wang Kyu is as ambitious in death as in life, however; he
has resorted to his old tactics of sowing dissent and
murder to consolidate his position as best he can in these
chaotic times.

He is not without local oppesition:, A Buddhist
monk mamed Hojil, once a disciple of the. agitator
Myech’ong, has appeared in P'yong’'yang —spated the
flames of 1136 by way of a side trip to Hell."He has
established a wu in the Taechwa (“Great Flowermg")

Palace at Imwon, near Plyong'yang, built by King
Injong at Myoch’ong’s urging.and abandoned after the
failed revolt. While he is as ludierous a candidate for

ancestor as Wang Kyu, he has advantages. Most signifi-

cantly, he has successfully appropriated the name and.

position of his one-time mentor, Myoch’ong. The face

Hoijil presents to the city is horribly scarred (from the
fires\set by the invading armies, he claims); in his, =~

monk’s robes and bearing Myoch'ong’s talismans of =~

rank, no one has thought to challenge his identity. He: ~'I?;
also has the strength of his Buddhist learning to support
him — while he obviously fell from the Eightfold Path'.:."

in life, he has the theoretical underpinnings t0 nse
qmckhr along the Way of the Resplendent Crane.
P’yong'yang's potential ancestors, and alliof itsshen,
are faced with an lmmedlate, non=political threat to
their existence. Decades of peasant rebellions and mili-

s tary revolts have slain thousands of the deprived, poor

and hungry. Most of the dead simply pass on, but even
the fraction of the fallen that have taken the Road Back
has overwhelmed the peninsala. Treated as barely hu-
man in life, they become monsters in death, hungry for
the flesh of those who lived in Juxury while they starved.
These chih-mei frequently greep over the city walls,
keeping the Night Patrols and the city’s shen on their
guard. The monsters attack with an eerie coordination,
yet captured specimens demonstrate no intelligence,
only animal cunning and rapacious hunger. Most shen
behind the city walls assume these chih-mei to have
retained some small amount of soldierly training. Pessi-
mistsuinsist that it is far more likely that someone, or

“something, has taken control of the cannibalistic hordes.
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