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Prewvoe: The Girr or SeLr-KnowLenGe

PRELUDE:
THE LIFT OF
SELT-KNOWLEDLE

Jing sat quietly in front of the TV as the video tape
rewound. The static hiss of the snow-filled picture tube
mixed with the whirring of the tape, forming a sort of
white noise that drowned out everything else.

He could have faked it —all of it. It would be just like
Lang to do that, too. But as Jing looked around the hotel
room, the physical evidence was too overwhelming. The
pictures that lay spread out on the table in front of her.
The large bloodstain by the bed. The blood-encrusted
knife that she had found in the garbage can when she
rushed into the bathroom to vomit.

When she had first gotten the letter, she thought it was
ahoax. Lang was dead. He had to be. Ithad been over seven
years since he disappeared. If he was still alive, she had
thought to herself, he would have contacted me. But there was
always that little voice whispering in the back of her head,
telling her Lang didn’t give a shit about her. She'd long
since learned to ignore it — but it was always there.

But then the letter had arrived. It was Lang’s hand-
writing, Lang’s signature, and more than anything else, it
just sounded like him. It hadn’t said much, just some

veiled references to “something incredible” that he had to
tell her. That, and a room key to the hotel.

The packet accompanying the letter had been no
great help either. She had dutifully read it as Lang re
quested, but hadn’t been sure what to make of it. It was a
bizarre piece of writing, not really a story but obviously
fictional. Bodies rising from their graves and walking
around? Entire courts of dead creatures secretly ruling the

night? Demons, devils and vengeful gods from the Thou-
sand Hells? It read like the script to one of those ridiculous

wuxia films that Hong Kong turned out eve

y year.
And her brother expected her to believe it was all
true. It was pretty clear from the video that he believed it,
at least. The tape was so strange — impossible, even —
but why would he lie now? Everything he said fit so well.
She had always felt that there was something strange
goingon, but had never been able to put herfingeroniit....
Jing still faced the static-filled TV screen when the
police ram drove the hotel room door out of its frame,
slamming it open with a crash. The room was almost
instantly filled with the hulking forms of police in full riot
gear, armed with small but lethal automatic weapons.

“Getyour hands up!” one screamed at her through his
helmet’s face mask. She complied meekly, rising to her
feet, her hands on her head like she had always seen
people do in movies. The cop moved in close and swept
her feet out from under her, dropping Jing to the floor.

“What's going on?” she asked as the officer’s knee
pinned her down. No answer was forthcoming, but her
hands were roughly pulled behind her back and secured
with handcuffs. “You can’t do this! 1 haven't done
anymmmphhh!” Her last words were cut off as a piece of
duct tape was slapped over her mouth.

The pressure on her back relaxed as the police officers
swept the room, communicating only with hand signals.
Jing watched helplessly from her position on the floor as
all signs of her presence in the room were removed. The
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video tape, the bloody knife, her purse — the cops stowed
it all in a duffel bag. One of the cops even pulled out a
bottle of some sort of solvent and scrubbed the bloodstain
from the carpet by the bed

That completed, they hauled her to her feet and
manhandled her out into the hallway. From there it
was a rough trip down the back staircase, which ended
in an alleyway behind the Kowloon Hilton. The sun
was overhead, shining directly into the alley; Jing
winced involuntarily as the light fell across her face
The open doors of a police paddy wagon awaited her
She was hustled inside, accompanied by six of the
officers. The doors slammed shut, closing out the
afternoon sky, and the other two officers climbed in
front. With the screeching of tire rubber, the paddy
wagon pulled out of the alleyway and onto the streets
of Kowloon

Jing sat sullenly on the hard bench in the back of
the paddy wagon, sandwiched between two of the
police officers. The vehicle was moving as fast as
Kowloon’s midday traffic allowed, siren howling. The

passengers jerked back and forth as the driver swerved

around other cars

“Why did Zhuo have to drive?” one of the cops said
wearily after about five minutes of herky-jerky travel. “I'm
going to lose my lunch back here.”

That seemed to break the ice among the officers, who
gan to relax. “I hate operations like this,” one of them
g gas mask off. “They never
tell us a damn thing about what's going on.”

ywled, pulling his helmet anc

The other officers similarly doffed their riot gear,
wiping sweat from their faces.

“Liao Xi, the orders came straight from Beijing. You're
betteroffnotaskingquestions,” repliedarangy copashe pulled
abottle of water out of a cooler in the back of the wagon

‘I know,” Liao Xi grumbled. “But look at hei

glancing over at Ji

" he said,

She shot him an angry stare. “Does

she look like a heroin smuggler to you?”

1heroin smuggler look like, Liao

“And just what does

Xi?” The other cops laughed

Liao Xi didn’t look convinced. “I just hate it when we
have to be so secretive is all. I don't like secrets. I mean,
taking her out to a safe-house instead of down to the
station is pretty damn irregular.”

“You think too much. We're just here to do a job, right?”
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The cops lapsed into idle chitchat, and Jing tuned them
out. What was she going to do? The police were taking her
someplace — who knew where, or for what — and there
didn’t seem to be a damn thing she could do about it!

The driver slammed on the brakes, and the paddy
wagon lurched first one way then the other. The whole
world turned upside down as the van went into a violent
roll. The sound of tearing metal and the screams of the cops
filled her ears. Then it wasover. The police officers groaned,
all of them bruised and battered nearly to unconsciousness.

Jing landed hard on top of a burly officer, his body
cushioning most of the blow. Sunlight streamed into the
back of the van as the doors fell open, the force of the
impact disabling the latch.

Jing crawled as best she could with her bound hands.
She expected the pain of broken bones or strained muscles
tostop her, but she’d come through the crash with barely a
scratch. Too busy to count her blessings, she crawled out
the back doors of the paddy wagon over the groaning cops.
As she tumbled out into the light, she saw a familiar pair of
feet. She looked up to the smiling face of her brother, gazing
down at her with that incredibly smug look on his face.

“It’s good to see you, Jing,” he said, helping her to
her feet. He seemed oblivious to the traffic surrounding
them, the people scattering from their cars as the front
end of the paddy wagon burst into flames. The vehicle
had come to a crashing halt next to a filling station —
from which the patrons were exiting quickly at the
sight of the lanky man toting the automatic. Black
smoke was billowing up from the paddy wagon and from
the cars it had used as brake pads.

Langreached into the open wagonand quickly stripped
the handcuff keys off the officer near the door. Her hands
free, Jing ripped the duct tape from her mouth as her
brother led her toward the gas station, presumably to the
alleyway beyond it. People screamed and scattered as he
dragged her, and Lang fired a few shots into the air to keep
them moving.

“What did you do to the van?” Jing managed to
wheeze out as they crossed the parking lot.

“I didn’t do anything,” he said. “I just followed you
and trusted that something would happen.”

“What are you talking ab—"

Jing’s question was cut short by a shout and a burst of
automatic fire. Lang jerked as the bullets to his back.
Even as he fell, Lang reached around and fired blindly.
The police officer who had extricated himself from the
back of the van and brought his SMG to bear spun around;

7

Jing's gorge rose as a red mist sprayed out the back of the
cop’s head to decorate the windshield of a nearby car.
Lang collapsed.

“Lang!

Jing dropped to her knees next to her brother. The
smoke from the burning vehicles stung her eyes. She
couldn’t tell if she was actually crying or if it was just the
smoke. Lang’s breathing was ragged and wet. She hefted
his shoulder, helping him sit up. She counted ten bullet
exit wounds in his chest. He shouldn’t even be breathing!

Jing... you've gotta go. My luck’s running low...."
He coughed and spat blood on the pavement. He reached
into a pocket of his bullet-riddled jacket and pulled out a
white business card. “Gai Sen will have. .. will have all the
answers you need,” he wheezed, pressing the card into her
hand. He smiled at her, his lips red with his own blood. “I
hope you believe me now

He cast a quick look over his shoulder at the smolder-
ing wreck of the paddy wagon. His smile faded when the
flashing lights of other police cars announced the arrival
of reinforcements. He whipped his head around to stare at
Jing. “Now go! Go, Jing! Run! You can’t let father’s
people catch you!”

“But what about you? I can’t just leave you!™

An unnatural glow came to her brother’s eyes.
Jing! I'll stall them! Don’t make this all for nothing!” He
shoved heraway, and with a last look at her dying brother,
Jing turned and headed toward the alleyway.

Kao Lang leaned up on one arm, gasping with pain as
the cops moved through the blac He laboriously
brought his good arm up, holding the pistol steady. “All
right, you dark fucker, I need you now. I'm yours. Just
guide my hand,” he whispered to himself. Something hot
squirmed in his brain, and he felt unnatural vitality and
strength filling him. The wounds on his chest closed with
hellish speed. He struggled to his feet, his face a twisted
sneer. As the first police officers came through the smoke,
Lang casually raised his pistol and took aim at an undam-
aged car sitting right next to a fuel pump. He grinned and
ezed the trigger.

moke:

Jing didn’t see the cloud of orange flame that blos-
somed behind her, but she heard the sound. She felt the
heat. Running on some crazy instinct, she twisted herself
into a ball as the shock wave picked her up and threw her
down the alleyway, slamming her against a pile of crates.

She curled herself into a little ball, the heat of the fire
intense even this far away. “Lang...”

Then everythin,

went black.
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‘but your father is
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Being the child of one of the Hungry Dead is not an
easy experience. One (or even both) of your parents is
quite literally an inhuman monster, returned from Hell,
no less. Although you are blessed with some astonishing
abilities, you are also cursed with a whispering Demon in
your subconseious. You can-expectto live for centuries,
but that also means watching your friends die. You can
accomplish great things, but you will always be compared
to the deyils who birthed you.

Some whisper that you have a greater destiny. Can
you live up to it?

Tue NaTURE OF THE BeasT

Dhampyrs are the offspting of Kuei-jin who have be-
come infused with excessive amounts of Yang Chi. Bursting
with the energy of life, these vampires can mate with mortals
or evenvother Yang-addled Cathayans. Their unliving es-
sence mixes with their mate’s life-force to create a child with:
very special characteristics. These are the dhampyrs.

Their basic abilities are as follows:

* Longevity: Not immortal like their unliving par-
ents, dhampyrs nevertheless can expect to live for several
centuries.

® The P’o: Like their parents, dhampyrs have a
writhing Demon soul within them. It is not as powerful as
that of a Cathayan and cannot quite usurp control of the
Shade Walker’s body and mind, but it is always there,
whispering and taunting.

’“‘t.~

© Chi: Dhampyrs may tap into the Yin and Yang Chi
in theirbodies. Like a Kuei-jin, they can use it for healing
andtopower certain Disciplines. They regain Chi through
rest and meditation — or through cannibalism.

¢ Disciplines: Dhampyrs have access to some of the
Disciplines used by their parents: Mostly they may use the:
initial levelsofanyshintaiorDemon Art. Anelderlydhampyr,
or one with a truly raging P’o, can access highet levels:

 Joss: Dhampyrs have tremendous joss. The very
fact that they were born atallissounlikely that they walk
through their long lives with incredible luck. This allows
them totake frightening risks and survive “certain” death,

“their offspring. Less formal
de Walkers” and “Twilight Chil-
G5t frequently. by

=



butitalso ensures that their lives are never quite stable —
anything can happen. Some dhampyrs learn to tap into
their joss to accomplish superhuman feats.

QuesTjons oF StTvie

Half-Damned: Dhampyris a bit of a departure from
previous Kindred of the East material. Despite their
parentage, Shade Walkers have not risen from Hell and
donothave crimes to atone for. They have a dark side, but
they are less hormific than the Hungry Dead themselves.
Because of this, the elements of personal horror inherent
in Kindred of the East are muted in this book (although
not wholly absent).

ThEME
Freedom is the thread that runs through Half-Damned.

It is the call that resonates in most dhampyrs’ hearts.
Traditionally, Shade Walkers are servants — laboriously
bred by their parénts as agents and assistants, underesti-
mated and overlooked by the Kuei-jin. Shackles of tradi-
tion and prejudice keep them down.

And yet, the times are changing. In Hong Kong and
Singapore, more and more Shade Walkers are gathering.
They operate largely free of the courts and haye plans of
their own. Some work with (or for) the Kuei-jin of the
Bamboo Princes, trying to bringdown the archaic manda-
rins of the Hungry Dead. Others operate strictly on their
own, trying to find their place in the night or just enjoy
their longevity.

In the twilight of the Fifth Age, the dhampyrs’ free-
dom is meeting new and greater challenges. The Yama
Kings, feeding off the discontent of the half-damned,
promise them power in exchange for service. Not a few
akumaare dhampyrs. Destiny also rears its head to shackle
the Twilight Children. They have a role to play in the
coming storm; whether they can'embrace their fate re-
mains to be seen.

Moop

Dhampyrs can appear in chronicles with almost any
mood, but they are most suited forstories with a cinematic,
frenetic feel. They live in a swirl of wild coincidences and
monsters from beyond the grave. They dive from buildings
while firing twin handguns at Yakuza thugs; they bluff their
way through encounters with demons from Yomi.

Maintaining a cinematic: mood doesn’t mean going
completely over the top, however. Character interaction,
intrigue and other “quiet moments” are all necessary and
appropriate — things don’t have to be exploding all the
time. The key is to keep the stakes — and hence the
tension — high. Start sessions with aburst of action and
keep the prospect of more dangling in the background.
The characters may be manipulating a politician to fur-
ther the power of a Scarlet Screen, but if they know an
akuma is out there gunning for them, their hands will
never be far from their Sig Sauers.
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Tue Power oF joss

The greatest blessing and curse of the Shade Walk-
ers is their phenomenal joss. More than simply lucky,
dhampyrs are nexuses of coincidences and outrageous
probabilities. They win in casinos and always seem to
get away from pursuers. Those who study their own
half-dead nature can even learn to focus this luck to
accomplish amazing feats. Dhampyrs lead high-speed
lives of dazzle and excitement.

But it all has a price. Joss brings lucky breaks, but it
also brings instability and danger: The half-damned are
drawn into plots both human and Cathayan; they don’t
need to look fortrouble because it finds them. Most Shade
Walkers accept this “interesting life” and trytosqueeze all
the good out of it they can. They embrace instability and
jump into the fray, determined to get-asmany thrills as
they can.

Of course, deep inside them, their Demon soul pushes
and prods. It’s so easy for a thrill to become a sin, for luck
to becomeabuse. That doleful whisperisalways there, and
all too many dhampyrs eventually give in.

How 10 Use Thjs Boox

Half-Damned: Dhampyr is a complete sourcebook
on the half-dead children of the Kuei-jin. It is intended
both for players and Storytellers, although some of the
material might best be withheld from players so as not to
ruin any surprises. See “Chapter by Chapter,” below, for
indications as to whichsections you might want to avoid
or withhold.

The main function of Half-Damned is to sell
dhampyrs as characters for players. Hopefully the
cinematic possibilities-and their unique role in the
Middle Kingdom will make you want to play them on
a regular ‘basis — or run a chronicle of dhampyr
characters. But this sourcebook also gives you every-
thing you need to use Shade Walkers as Storyteller
characters. Certainly they can be servants and agents
of the Kuei-jin, but they can also play all kinds of
unique roles.

Use the half-damned asyousee fit, but ignore them at
your peril.

CHAPTER BY CHAPTER

Chapter One: Children of Light and Darkness is the
heart of Half-Damned. It consists of a series of documents
written by and about the Shade Walkers that uncovers their
nature, theirrole in the Middle Kingdom and some far deeper
secrets. Each document is more revelatory than the last, so
Storytellers may wish to dole them out to their players one at
a time as the chronicle dictates. The main documents are:

® Kao Lang. His Sister (transcript of video
tape): In aftie-in with “The Gift of Self-Knowledge”
(Half-Damned’s fiction prelude) Kao Lang lets his twin
sister in on the truth of their parentage. Her life is never
the same again. This document is ideal for a handout toa:
player starting a dhampyr character.

 RE: The Half-Damned (email): A member of the
Bamboo Princes, an antiestablishment underground
among the Kuei-jin, reports on the status of dhampyrs
across the Middle Kingdomand their potential as recruits.
This text can serve as a handout once dhampyr characters
get to know. the courts or become involved with the
Bamboo Princes. In a Kuei-jin chronicle, it can serve to
introduce the half-damned. (For more on the Bamboo
Princes, see Shadow War.)

o The Final Testament. of Jin Kai Wai (letter): This
letter from an elderly dhampyr to his fellow Shade Walk-
ers reveals mach about the secret history of his kind. The
courtstof the Kuei-jin actively suppress it. The letter
serves best as a handout midway through a chronicle,
raising the stakes considerably.

Chapter Two: Dead Alive is the “game speak” counter-
pat to Chapter One. It provides you w1th all the rules and
adviceyou need dhampyrs in your chronicle. B
and revised rules for character creation and many other
syuems appear in this section, as do detal].s about several

pyric offshoots introduced in Chapter One:

Chapter Three. Children of the Ten Thousand

withaseries of ready-to-play dhampyr
templates These can also serve as Storyteller characters or
simple inspiration for your own Shade Walkers.

Appendix: Twilight Warriors details some of the
most prominentdhampyrs in the Middle Kingdom —for
Storytellers only.
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CHAPTER ONE:
ENICLDREN OF
LIGCHT AND
DARKNESS
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Mas Li \Wen,

Here are the Avcuments wve Aiscussed Anving your visit to my
humble home. They shonld answver many of the guestions you have
AaA abont yourself and your role in the world. There are matters
ferein that J regret, put J /w)vz you can M(p me make amends.

T look forevard to your next visit.

— Ti Feng
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Transcrier of Vipeo Tare Recovirep rrom Hong Kong Potice

BEGIN TRANSCRIPT

Subject Kao Lang is sitting in the same hotel room from which the tape was retrieved,
Room 405, Kowloon Hilton. He switches the camera on, then settles into a chair set directly
in front of it.

Ahh, good, it’s you. Long time no see, huh?

Hey, don’t look so spooked. It’s really me, okay? You look kind of pale — sit down. Have
a drink. There’s a bottle of your favorite Chardonnay in the little refrigerator. Don't
worry. It’s paid for.

“How does he know my favorite wine?” you’re asking yourself. Well, because I've been
watching you, sis. I look out for you.

I know what you’re thinking: “This is impossible! He’s dead! No one could’ve survived
that fall.”

No one normal could have, you're right about that. But I'm not a normal person, and
neither are you. Have a cigarette if you like, by the way. There’s a pack of Gitanes Blondes
in the drawer of the bedside table along with a lighter. You sure like French shit, sis.

T'll wait.

Subject pauses, lighting a cigarette himself.

Back? Good. Look, Jing, it’s me. I survived, okay? The phone call must have convinced
you, or you wouldn’t have come all the way down to this part of town. I disappeared seven
years ago. So there were about 50 witnesses willing to attest that they saw “Lucky” Bao's
men drag me out of a Hong Kong nightclub and stuff me into the trunk of a car. The police
never found a body, did they? Please, just get it into your head that yes your brother the
“master criminal” somehow managed to cheat death. If you listen to me long enough, I'll
tell you how. Okay?

Good. Let’s get down to business.

Now, you should have read the packet I sent you before you came. I hope you did,
because I'm not going to repeat much of it here, and some of this stuff won’t make a lot
of sense unless you already know the basics. Well, to be honest a lot of it may not make
sense in any case. But it's the best I can do given the circumstances. And while you may
have thought that it made for a pretty entertaining read, you'd better take it seriously
if you want to stay alive. It’s no story. It's real.

You’re probably yelling at the TV right now. Not a very productive thing to do, Jing.
' Just sit down, shut up and let me talk, okay? There’s a lot to cover, and Mother would

never forgive me if I didn’t prepare you.

Lets start with the basics, shall we? You and I aren’t like everyone else, Jing, and I
think you know that. I think you can feel it. You know what I'm talking about. You used
0 tell e about it back when we were in school. How you had trouble talking to the other
kids, felt like they were always watching you, making fun of you behind your back. I
remember once you said you felt like you were some sort of alien, trapped in a human
body. To a certain extent that’s exactly right.

You see, you and I aren’t completely human.

You read about the Hungry Dead already, I hope. Well, guess what? Way back in 1968,
one of those walking corpses got a little too high on life, so to speak, and got our mother
pregnant. After a few months — before we were born — he went on his merry way.

I can hear you laughing, you know.

‘ This should shut you up. Look in the top drawer of the bureau. Careful, there will
probably be a nice bloodstain on the carpet right there by the bed. We'll get to that in a few
minutes. You see the envelope? Ignore the gun for now — we’ll get to that later, too. The
envelope is marked “photos,” like this one.

Subject produces a manila envelope from beneath his chair.

Open it. That first picture there is that one Mother showed us of Father all the time.
Hong Kong, 1968. Mother looks so happy....

Now look at the next picture. That one’s taken in Beijing, 1952. And the next one,
Shanghai, 1927. Beijing again, 1904. And that next to last one — that’s not even a
photograph, technically. It’s called a daguerreotype. Kowloon, 187R2. You see the man in
each of the pictures? See how he looks?

. ———
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Our father’s name is Li Shang Lu. He
was a dishonest merchant and con man,
killed outside Beijing in 1335 by bandits.
He came back and has been moving
around Asia ever since. Want more
proof? Look at that last picture. You
recognize me, right? The other man is
our father. That was taken in Taiwan,
1998. Doesn’t that suit look great on
me?

Subject pauses again, grinding out
his cigarette. He lights another before
he continues.

Here’s the bottom line, Jing: Our
father is what Westerners would call a
vampire — but that’s a clumsy and
inaccurate term. A better term for him
would be one of the Hungry Dead. He
was killed over 600 years ago, but he
couldn’t leave well enough alone and
came back. He'd say he had a karmic
debt to fulfil; I say he was just a bad
enough mother fucker that even Hell
couldn’t hold him.

He's one of the Ten Thousand De-
mons, magnificent monsters stalking
the night and feeding on the living. On
3 his positive side, he doesn’t make apolo-
j gies for what he is. He once said that his
whole existence was already an apology
for the misdeeds that brought him back
from Hell. That was before he wanted
me dead. But I'm getting ahead of my-
self.

As his children, you and I carry half
of his essence in us. Our fatheris damned.
) You and I are half-damned. We're called
\ dhampyrs, Shade Walkers, Twilight Chil-
dren — and sometimes far less pleasant
appellations, like half-breed.

Subject pauses, rubbing his eyes and
i forehead with his hands.
|- Ready? This is pretty fucked up.

i Things like Father are sort of one
step out the grave, stuck between life
and complete death. To keep going they

e e AW e ARSI P oottt

suck the life out of breathing folks,
through their blood, their breath, or even
by eating them outright. Yup, cannibal
time.

Anyway, Father and his buddies are
really into all that Taoist shit Mother used
to spout. Now, don’t look at me like that!
You know I've never been religious. Any-
way, Father says they suck “Chi” out of

: people and that it can be one of two flavors:
f black or red. The black stuff is cold and
dark, all about decay and depression. When
they chow down on it, they get even deader




Cuapren Owe: Chioren oF Likt awo Dasewess ® 17

than they already are — they even look like corpses. Creepy.

The red stuff — what Father calls “Yang” — is hot and alive. It’s all about urges and
action. When they drink that, they get sort of drunk and unpredictable. They also get almost
alive: warm skin, flush cheeks, a beating heart, and well, quite the hard-on apparently.

Yup. Drunk on Yang, they get just enough life to do the deed and plant the seed. Maybe.
If they're lucky — or unlucky. That’s where the two of us come from: long odds and a horny
va.mpire.

Yeah, I know I'm a crude bastard, but so what?

We dhampyrs are rare creatures, as I have found out — there are probably less than
1,000 of us in the world all told. I've met about 26 or 30 of our kind myself, and I've been
running in circles in which they are considered relatively common. This is mostly due to
the unusual circumstances of our births. A Yang bender isn’t something that most Kuei-
jin endure lightly. Obviously I've never experienced it myself, but Father told me that it
is a precarious state, physically and mentally. Killer hangover, I guess.

The Kuei-jin parent in such a union is usually male, impregnating a female mortal.
If you meet another dhampyr, it’s probably safe to assume that their parentage is
the same. I've only met a couple of us whose mothers were Hungry Dead.

1 guess the reasons for this are pretty simple. As you should have figured from the
notes I gave you, living in Kuei-jin society is sort of like being a shark: if you stop
swimming, you sink to the bottom and drown. For male Wan Kuei — that’s another word
for the Hungry Dead — impregnating a mortal is no big deal. They can pretty much rut
away without having to worry about the consequences of their actions. Most of the time,
the pregnancy doesn’t even take and the woman miscarries. No big deal to an immortal
demon, right?

As always, women have it tougher. Pregnant Kuei-jin have to keep themselves filled with
life-rich energy for the duration of the pregnancy or they miscarry. I mentioned how
uncomfortable that’s supposed to be, right? Well, mix that in with morning sickness and
the like and you can believe that nine months of pregnancy lacks much appeal to the typical
Wan Kuei. Not only is the situation uncomfortable, it can damage a Kuei-jin’s place in society
if she’s laid up vomiting every evening instead of attending to the important maneuverings
and plots that characterize a court of the Hungry Dead.

So you see, it’s a rare Kuei-jin woman who’s willing to carry a child to term. Based on
those I’ve met, I'd guess no more about one in twenty of the total population of dhampyrs
has an unliving mother. Even those willing to go through with it and bear the child
sometimes get impatient. I met one dhampyr whose mother actually cut him out of her
belly at six months — and he survived! He showed me the birthmark he has on his back.
It seems his mother got a little careless and cut too deep.

Now, the Hungry Dead don’t only dally with the living. I heard that sometimes two Kuei-
jin decide to indulge in a little mattress mambo and have a child. Apparently, this is
incredibly rare. I can’t even truly confirm that it happens — I heard this secondhand.
Anyway, a child of two Kuei-jin would probably be significantly more in touch with his
“dead” side than the rest of us.

By the way, I hope you remember that you are included when I say “us.” He's your
father, just like he’s mine. Get used to it.

By now you’re probably wondering how I learned all of this stuff. Why, from Father of
course. I told you I work — worked — for him. Let me tell you about our very first meeting.

You already know a little about what happened before I disappeared, right? Somehow
Lucky Bao had gotten the idea that I was working both sides of the fence, playing him and
that worm Su Shan against each other. That was all bullshit, of course. When I'm bought
I stay bought, and I thought Bao knew that. I thought he trusted me. Ah, but what they
say is true — no honor among thieves, especially not with degenerates like Bao.

ay, I figured I'd just get out of Hong Kong for a few months until Bao cooled off,
but I decided to have one last night on the town before I left. Stupid me. Before I knew
what was going on, ten of Bao’s goons dragged me outside, shoved me in the trunk of a
car and drove out to the hills. Bao’s men yanked me out of the trunk, made me stand on
the edge of the cliff, and shot me four times in the back.

When I went over the edge of that cliff, I thought I was dead for sure. I remember hitting
the water, feeling the life ebbing from my body, sinking down below....
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Kao Lang gets a little pale, wincing a bit. He pauses to compose himself, taking a drag
on his cigarette.

You know, I still don’t like swimming. In retrospect, it's fortunate for me that Lucky
Bao has — had — a flair for the overly dramatic. If he’d just had his goons put a couple
of bullets in my head, I might not be talking to you today. And Lucky might still be alive.

I blacked out after I hit the water, so I don’t really remember what happened next. I
washed up on a rocky beach a few hours later — well, I guess it was a few hours. I could
have been in the water for a few years for all I knew. I dragged myself onto the beach,
amazed that I was still alive. Then I passed out again.

The scene that greeted my eyes when I awoke was a lot different. I was in a small
bedroom in a house — I had no idea where. I got to my feet pretty gingerly, expecting to
be in a world of hurt — a reasonable expectation for a fall like that, don’t you think?

Jing, there wasn’t a mark on me. It was crazy. I thought I was dreaming.

The only window in the room was high up on the wall, too high for me to reach. I could
hear city sounds — traffic, the occasional plane flying overhead, but it was way off in the
distance. I was naked, but looking around, I found some clothes that fit me — they were
exactly my size, in fact — draped over a chair. They weren’t my usual stylish attire. In
fact, the clothes looked like traditional Chinese court dress from several centuries ago.
You would have laughed to see me, Jing; I looked like something out of the history books!
It was either that or walk around naked, though. I may have had no idea where I was,
but let me tell you, I was determined to get the hell out of there as soon as possible and
go have a talk with old Lucky.

Ididn’t get too far. The only door out of my room led into a large chamber, lit by a small
oil lamp. A man sat in the center of the room with his back to me. It looked like he was
reading. Gauging how far it was to the nearest door, I figured I could make it past him
undetected — just like sneaking out of the house when we were kids. Anyway, I had barely
taken my first tentative step into the room when a voice stopped me in my tracks.

“Hello, Kao Lang,” the guy said without looking up.

Ithink I jumped about three feet in the air. I was feeling pretty disturbed by that point
— probably kind of like you feel right now, actually.

“How do you know my name?” I hissed at him. Still trying to seem cool, y’know.

“Because I am your father,” he replied.

Well, that shut me up. And you know how hard that is to do.

Then he goes into this recitation about me, in this creepy-assed monotone. Like a
teacher lecturing. “The other night on the cliffs above Hong Kong, you were shot four times
in the back, two of those bullets severing your spinal cord. You then toppled from that
cliff. It is now two days later, and you are walking around as if nothing had ever
happened.” I remember that he paused for a moment then, for effect. “I can explain how
you survived and introduce you to a world beyond anything you have ever known.”

He turned his head and fixed me with a stare I'll never forget. If ice burned, it would
have been his eyes, Jing. And sure enough, even in the dim light I could make out the face
from the old pictures — our father staring at me in the darkness.

I was seriously losing my cool, almost yelling. “What the hell are you talking about?”
I was looking around the room, placing the exits and getting ready to make a break for it.

“You know nothing of Hell, Kao Lang. I have been there and returned. Do not speak
lightly of things that you do not truly understand.” We stared at each other for a long
minute, then he looked back down at whatever he was reading. “If you really wish to forget
everything that has happened, to go through the rest of your life walking among the
squalid, teeming masses, playing out your pathetic little dance with death, then you may
leave,” he said to me, gesturing idly at the door. “If you wish to know who you really are,
stay. It is your choice.”

I thought about it. I stood there in the dark for a good five minutes. I stayed.

We talked almost until sunrise. To make a long story short, it turned out that Father
had been keeping tabs on me — and you — for years, ever since he learned that we had
been born. It seems that his little fling with Mother came during a period when he was
“not quite himself,” whatever that means. He never explained further. Lucky for me, his
agents had dragged me off that beach and contacted him. I guess he decided that since
everyone was bound to think me dead anyway, this was a good time to bring me into his
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world. It turned out we were actually inside the Forbidden City in the heart of Beijing.

That’s the seat of the Blood Court, if you did your studying.

There will be a test, Jing.

Six long years I gave that bastard, Jing. Six years. Actually, now that I know what I
know, it doesn’t seem too bad — but I still tend to think in terms of having a normal life
span. Those six years were the strangest time of my entire life — so far, at least.

I spent the whole first year learning about Father’s world, the one that lurks
behind what you and I grew up knowing. My education was like a college course in
high weirdness. I learned about who the Kuei-jin are, where they come from, about
Chi, the spirit worlds — yes, spirit worlds — and current events in Father’s world
— all the stuff that was in that packet I sent you. He had me recite names, titles, who
ruled where , how long they had done so, on and on and on. And all of this before
I even met another member of Father’s people. At the time I hated it, but I have to
say that almost everything I was taught came in handy. Whenever I complained about
the constant study and drilling he just smiled and told me that I was on an accelerated
program — the average time usually spent learning such things before entering Kuei-
Jjin society was over a decade. That shut me up pretty quick.

Father also taught me all about Chi. How to tap mine, use it to heal myself, go days
on end with sleep, food or drink. He taught me how to focus myself, to meditate to rebuild
the life-force within me faster. He even told me of a quick and dirty method to rebuild my
strength — but you don’t want to hear about that. Not yet anyway.

You're laughing again, Jing. I can almost hear you as if you were here in front of me.
Look, just take my word for it for now, and I'll prove it to you in a few minutes, okay?

I also learned that there were other things out there, too. Father calls them shen and
they’'re a weird bunch. Goblin Spiders, ghosts, sorcerers and spirits. I had to memorize
a bunch of names and titles, but I won’t bore you with those now. Just keep in mind that
there’s a lot of whacked-out shit out there. Father paid a lot of attention to what he called
Kin-jin, who are twisted and degenerate Western counterparts of the Kuei-jin. You
remember those Dracula movies you and I used to love? That’s them.

A year after my education began, I was finally formally introduced to Kuei-jin
society. I won’t bore you with the details of my presentation to the Blood Court and
the Bestowed Ancestor of the Quincunx. You wouldn’t believe me anyway. One day
you'll be impressed. Trust me.

Once I was in with the court, I actually played a role in its functioning. Father
familiarized me with the mortal resources that he controlled through various means —
Scarlet Screens, he called them. The next thing I knew, I was Father’s right hand man,
at least as far as the mortal world went. I made sure that everything ran smoothly. As
the years passed, and I began to understand the Hungry Dead, I was given more complex
duties. I acted as a messenger and occasional spy between the courts, traveling to
Shanghai, Changan — sorry, I mean Xi'an; Father always used the old name so I picked
it up — and occasionally Japan or Korea and even once down to Laos in what’s called the
Golden Courts. Now, that was strange, even for the life I've been leading.

Five years passed in what seemed like an instant. And you know what? In all that time,
I never really felt comfortable among the Kuei-jin. I was nominally part of their culture
and society, but only through my connection to Father. I was treated with a dismissive
air by the other Hungry Dead. I was beneath their notice. This was literally true more often
than you'd think — I overheard a whole lot of conversations I probably shouldn’t have
just because none of the Kuei-jin noticed the “help.” It was almost like being invisible.

At first I figured this was just because I was an outsider, not raised in the courts. But
as I got to know the few other dhampyrs of the Blood Court, I realized that this sort of
treatment was almost universal there. It was just the way things were. Normal folks were
basically ants to the Kuei-jin, and dhampyrs were pets.

One odd thing I noticed: While most court members simply treated us with careless
disregard at best, and contempt and scorn at worst, the few times I was with the real
bigwigs — the court’s ancestors and other “spiritually advanced” Kueijin — it was
different. It’s hard to put into words, and to the casual observer it probably seemed like
nothing. But when I was around some of these older Wan Kuei, they gave me this look.
It was more than just the casual contempt of the usual Kuei-jin. Their gaze held
something more. Sometimes it was sadness, as if I reminded them of something or
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someone long gone. Other times the look ‘
was one I was familiar with — pure, f
unbridled hate. Of course, I was never
really in a position to actually question ‘
any of these “August Personages” as to
why they were looking at me funny. I
was a minnow swimming with sharks
there, Jing.

As you can tell, I made a study of our ]
kind, at least as much as I could within i

the confines of my duties to the Blood
Court and Father. It wasn’t easy. You'd
think that the dhampyrs of a court
would have a tendency to congregate
together, right? Well, we had time to
hang out together. It seemed to me that
the Kuei-jin — Father included — did as
much as possible to keep us from con-
gregating. I never figured that one out.

Anyway, after five years, it all
fell apart.

Here’s how it happened: I managed to
make this one close friend, a relatively |
young Kuei-jin named Gai Sen. He had
only taken the Second Breath — that’s
a fancy way of saying “came back from
the dead,” by the way — back in 1976.
He had been student radical, and he
probably knew right from the start that
he was doomed as far as making a home
for himself in Kuei-jin society. Still, he
stuck it out for over 0 years — just to
show them he could, I always thought.
Sen was a troublemaker around the J
court — always skirting the edge of
impropriety, making subtle jokes at the §
expense of some of the crustier manda-
rins —but he wasn’t all fun and games. 1
Sen’s a good guy, and he treated me just
like he treated everyone else.

Gai Sen had a serious side as well,
one that clashed with the attitudes of
the mandarins of Beijing. You and I
grew up in Hong Kong, so Western
stuff isn’t anything new to us. We eat
at McDonalds, we listen to rock mu-
sic, we wear Levi’s. Western culture
is meeting the East whether we like it
or not, right? Well, the “shadow world”
of the Kuei-jin is the same way, ex-
cept those ancient idiots that rule
things — the mandarins — are fighting
it, hard. Gai Sen insisted that unless
the court made an effort to move with
the times, it was going to be left behind
in the wake of history. The worlds of
the West and East are drawing closer
every day, and the courts are placing
the whole of Kuei-jin society in jeopardy.
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The mandarins and the Bestowed Ancestor were sticking their heads in the sand, he
said. As the years went by, Sen and I became better and better friends, and his
rhetoric became more strident.

The next thing I know, Gai Sen was standing in my apartment in the middle of the night,
telling me that Father and his buddies at the court have branded him akuma. That’s very
serious shit, Jing. Akuma are demons and demon worshippers, and the courts tend to put
them to death in nasty ways. That they called Sen an akuma for political reasons just goes
to show you that politics is politics, even if you're a vampire.

ay, I was pretty flabbergasted. I mean this is the one guy I sort of trust. Then
he lets the other shoe drop: The mandarins tagged me as akuma too for consorting with
Sen! Father could have spoken up for me, defended me to the other mandarins — but that
would have threatened his prestige. By defending me he would have been seen as
sympathetic to Gai Sen and his heretical ideas. He said nothing and hung me out to dry.

It was then that the reality of my situation hit home. I'd been used, Jing. I'd let Father
manipulate me, feed my ego, flatter me, make me want to be his dutiful son. I've since
figured out that he wouldn’t actually have let me just walk out of that room back in the
Forbidden City, but it sure was a great dramatic device. And I had bought it all.

I almost admire how he did it. Father is very good at manipulating people. Hell, he’s
been doing it for over 80O years. It was never really my choice whether I stayed; my
only decision was under what circumstances. I was a tool to him, a piece in his little
court games. And when the time came, he sacrificed me.

@Gai Sen and I took off that night, abandoning the stagnant world of the courts.

That was just over a year ago, and I've made some interesting new friends since then.
Friends who don'’t just want to meditate, have tea ceremonies and chart the paths of the
stars in the heavens to ensure that whatever change is coming works out in their favor.

You see, Jing, there’s a war going on. You can't see it most of the time, and the
majority of the people fighting in it don’t even know they are soldiers. On one side sits
the Quincunx (that’s Father and the rest of them), content to do things the old way, the
traditional way. Well, I've had a taste of the “traditional way” and didn’t much care for
it, thank you. Filial piety is all well and good, but I can’t just stand by and let Father
and his kind send the entire world straight to hell. We’re not going to make it through
the period of troubles that’s coming if those “enlightened” know-it-all eunuchs keep
sitting on their ancient asses.

On the other side of this conflict are the Bamboo Princes. Those are the new friends
I've made. They’re Kuei-jin, but they look to the future rather than the past. Gai Sen was
actually an agent for them, working inside the Blood Court. The sneaky bastard recruited
me and was so subtle about it that I didn’t even notice.

1 should probably hate the Bamboo Princes, you know. After all, if it wasn’t for them
and their big ideas, I'd still be sitting comfortably at Father’s side in Beijing, watching
the Minister of the Jade Portal and the Mandarin of Clouds and Doves argue over whose
mastery of calligraphy is more advanced.

But you see little sister, I have to back them. The stakes are much higher than just the
control of a place or group. It’s a fight for the future — a struggle to see whose ideas will
dominate. The winner determines the fate of the Kuei-jin, the other shen, and ultimately
everyone and everything in Asia.

Kao Lang pauses and lights another cigarette. For almost a minute, he looks into the
camera without speaking.

Sorry, this is all pretty close to my heart these days. Didn’t mean to get into too much
rhetoric just yet. Let’s get back to the subject at hand, shall we?

All right, now you know what we are and what kind of world we are connected to,
whether we like it or not. By this time you either think I'm crazy or that I've come up with
the most complex lie imaginable. I am now going to tell you — and show you — just what
you and I are capable of.

First of all, we're going to live for a very long time, Jing. The blood of our father slows
down the aging process enormously. Conservatively, you and I can expect to be drinking
champagne together on New Year’s Eve of 2299. I've been told this has some pretty harsh
psychological effects as the years pass. I'm a little worried about that, but I must confess
to only seeing the bright side of it at this point. Death sucks.
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Secondly, we've always both felt that dark side that rages in us, right? I remember how
angry and unreasonable we used to get when we were kids. Mom almost went broke paying
the therapy bills. You told me once it was like there was a nasty little creature in your
head, urging you toward anger, violence and the like. I understand all of it now, Jing. You
were exactly right; there is a thing speaking to you, a part of your soul aff: ectionately called
the Demon, or the “P’o,” to use Father’s word. Once you know what it is, you can control
it and even tap its power to do incredible

We can also tap into our life-force like the Kuei-jin. The fact that we are half human
means we can’t handle it as well as the Hungry Dead, but we can still pull off some amazing
stuff. I'll show you how.

Now that I've stretched your credulity as far as possible, it’s time for some proof. A
little cold, hard reality that you can sink your teeth into. You might want to down a quick
glass of that wine. This part is going to get rough.

The subject reaches beneath his chair and produces a large kitchen knife.

Ready? Here we go. Watch closely.

The subject carefully slits his left arm from wrist to elbow with the knife.

Yaaa! Damn, that hurts! Now, as you can see, I have just slashed myself very deeply
and thoroughly. You know what they say — across for blood, down if you mean it.

Here, get a close look at this. Let me get in close to the camera. T want to make sure
that you can see the wound. Let me spread it open here.... I've slashed all the ‘way down
to the bone, and I'm losing a lot of blood.

Subject glances down, off camera.

Yup, I wasn’t lying about that bloodstain I mentioned earlier.

Pretty gruesome, eh? I'm not just doing this to gross you out, you know. I'm trying to
prove a point here. Anyway, pay close attention to this next part. I want you to watch
the whole process, because I'm not going to do this again.

There, it’s starting. See the edges knitting together? Watch, Jing. This is Chi in action.
Let me wipe the blood away here — man, the maids are going to hate me. See? All healed
up. I thought about showing you one or two of the other tricks I've learned, but I figured
you might think it was just some sort of special effect or something.

Whoa. Just had a head rush there. Takes a bit out of me to do that trick. Still pretty
amazing, eh? You can do the same thing too. I can teach you how.

Well, I seem to have made a bit of a mess here. Stay right there while I clean up.

The subject reaches up and freezes the camera. When the tape starts again, he is
wearing a clean shirt.

That’s better. Luckily I have a lot of experience cleaning up blood.

I know you've never approved of what I do for a living. Is it my fault that killing is
the only thing I'm really good at? Believe it or not, Jing, I've changed. I've found a cause.
Aren’t you proud of me? Well, don’t be too proud. I'm still killing — but I'm not doing it
for money any more. I'm done with that.

Well, that’s it. You know what I am. You know what kind of world I've lived in
for the last few years. You know what kind of world you live in, although you did
not see it until now. I figure that sooner or later Father is going to contact you. He
may have sacrificed me as a pawn, but I know he misses me, if only because I was
useful. Only the fact that he is a raging sexist — as you might expect from a man
born 600 years ago — has kept him from contacting you already. I won’t let him
manipulate you the way he did me. He saved my life, but only so he could possess
it. If it hadn’t been for Gai Sen, I'd be just as dead and our father may as well have
pulled the trigger.

T've given you the only gift that will really help you right now, little sister: knowledge
of yourself. Whether you like it or not, you're involved in a world beyond the perceptions
of most people.

I want to meet with you. I want to show you all these things — to show you what
you can do. But it has to be your choice. I won’t draw you into all this uniess your
eyes are totally open about it. If you want to know more, meet me at our secret spot
— you know, the one where we always used to hide when we wanted to drive Mother
crazy. I'll be there at noon in three days. See you then.

Kao Lang stands up and turns off the video camera.
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RE: The Hair=Damneo

To: Gai Sen <righteousfist@flamemail.com>
From: Lao Shang <BambooBoy@freenet.net>

Greetings, Gai Sen.

Sorry it took so long for me to put this report
together, but | had to do some pretty extensive
asking around to get the information you needed.
The Man’s eyes are everywhere in this town
these days, so | had to be pretty careful.

Anyway, here it is: a full report on the Shade
Walkers. I've covered the courts, the heimin, some
pretty sketchy information on a few independents
and some pretty disturbing information concerning
the half-damned and the Yama Kings.

But I'm getting ahead of myself. Read it all,
and see what you think.

Tasuira Rasa

Normally, I'd start out with some historical
background on dhampyrs. There's a problem,
though: There is no dhampyr history. Oh sure,
there are references to them in the texts, but
they’re pretty sketchy. They run along the lines
of “so-and-so’s son took part in this battle with
the akuma and acquitted himself well,” or
“amongst the court at such and such time was
the half-breed daughter of so and so.” Dhampyrs
seem to be a no more than a footnote in the
history books.

Given what I've learned about the courts
and the Shade Walkers, this doesn’t surprise
me in the least. It sort of sums up the “regard”
in which the half-damned have been held since
time immemorial.

BrjNGiNG uP Basy

I don’t have to explain to you how dhampyrs
are created, | hope. It hasn’t been that long
since you took the Second Breath, has it? We
may be dead, but the physical process of
procreation is just the same. While conceiving
a dhampyr child is easy, successfully bringing
one to term is not. About half of all such
pregnancies end in miscarriage. Female Kuei-jin
who get pregnant have no such problem as long
as they remain scarlet cycled for the entire
pregnancy. Not easy, but possible.

Once the child is born, most Kuei-jin take at
least some part in the dhampyr’s upbringing. As
carefully considered and planned as the birth is,
the parent is unwilling to take a chance on the
child going astray. How much control she exerts
over the child varies just like in a normal parent-
child relationship.

Some Kuei-jin raise their children with full
knowledge of who and what they are — and even

bring them to their court and introduce them to
their wu to inculcate them early. Others prefer to
keep their children in the dark about what they
are fora period of time, watching their upbringing
from a distance. They usually act behind the
scenes to keep their offspring out of trouble (or
to guide them *into* it, in some cases) and only
reveal themselves when they deem the child
mature enough to handle it.

(Just as an aside here, maybe it’s just be-
cause | only took the Second Breath a few years
ago, but | can’t remember any point when | was
growing up that | would have been “ready” for
my missing father to show up out of nowhere
and tell me he was a unliving bloodsucking
demon, and that | was half demon. My adoles-
cence was screwed up enough as it was.)

The gist of all this is that dhampyrs raised
under the wing of a Kuei-jin parent are often
not the best socialized of people — at least
not as far as the mortal world is concerned.
Their parents see little value in monitoring
their offspring’s psychological well-being, ex-
cept in as much as it affects the dhampyr’s
loyalty to his parent — and his ability to serve
his parent’s wishes.

Dhampyrs raised primarily by their human
parent (or by human agents of their Kuei-jin one)
socialize much more easily. Their souls are only
half-damned after all. With a loving and healthy
home environment, dhampyrs tend to grow up
like normal — if a bit psychologically disturbed —
children. The whisperings of a dhampyr’s P’o,
however stunted it may be in relation to the
Demon lurking inside full Kuei-jin, can still make
for a rather fucked-up childhood. Most normal
people take a dim view of a child that tortures
animals, vandalizes the neighborhood, commits
petty theft and then claims that the voice in his
head told him to do it. Needless to say, human-
raised dhampyrs tend to see the inside of a lot
of psychologists’ offices (where such facilities
are available, of course).

Anyway, one thing unites almost every
dhampyr, no matter their upbringing: All of them
end up feeling, to one extent or another, like
outsiders. Let’s faceit, this feeling is well founded.
As hard as they try and as well as they serve their
parents, they will never truly be accepted in
Kuei-jin society. And their monstrous nature,
however restrained, must always come between
them and the rest of humanity. When you have
a habit of occasionally sliding into cannibalism, it
kind of builds a wall between you and the rest of
the world.

It’s not as if they can even consort with their
own kind easily. Court dhampyrs are kept pretty
busy working in their parent’s interests, so they
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don’t have much time to socialize. Human-raisedor  some get so fed up that they can be pretty

independent dhampyrs are lucky to run into an-
other of their kind — if they even know: about
others. As far as | can tell, there are something like
900 dhampyrsinthe Middle Kingdom, hardly enough
to form local communities.

DuamMpPYRs jN THE COURTS

So, lets talk about those dhampyrs raised in
the courts of the Kuei-jin. Historical perspective
here would be good, | know. But as | said earlier,
it just doesn’t exist. I'll just proceed to what |
know about how things are today.

The average dhampyr (if there can be said
to be such a thing) born in the last 150 years
or so has been brought up with a foot in each
world. After all, one of the primary reasons for
going to all the trouble of breeding in the first
place is to get yourself a trustworthy tool for
interacting with mortals — and if you keep
your child out of the mortal world for most of
his life, he’s going to stick out like a sore
thumb when he tries to look after your inter-
ests. And while you may school him thoroughly
in his spiritual and physical superiority to mor-
tals, you have to ensure that you teach him to
keep these feelings in check when dealing with
them. It won’t do at all to have your dhampyr
son rip the head off of the leader of your most
important Scarlet Screen because he was “dis-
respectful.” While these dhampyrs still see
themselves as above mortals, they're less
obnoxious about it and can function in human
society without flipping out and ripping some-
one limb from limb. They are familiar with the
existence of the courts that they serve, but
probably don’t know much about the inner
machinations and intrigues that riddle it.

In any case, a dhampyr brought up in the
courts probably has a pretty good idea what
Kuei-jin society is all about and is fully aware of
what she is. She might have been taught how
to harness her Chi for some limited access to
the mysteries of the shintai or trained rigor-
ously in more physical pursuits. That all de-
pends on her parent.

I've heard a few stories of parents raising
their offspring completely within the confines
of Kuei-jin society, usually in some demented
attempt at karmic redemption for a Kuei-jin
who was a bad or abusive parent in life. It seems
to me that this tactic is inherently flawed. No
child raised completely in the confines of the
courts is ever going to turn out normal. Hell, |
was fully grown when | did my time there, and
it sure warped me.

Dhampyrs brought up entirely in the courts
are usually too dangerous to be trusted. But

useful. It’s a case-by-case judgement call.

Morayry

More than a few of us (myself included)
have a big problem with the very concept of
creating dhampyrs. | mean, we're damned! We
didn’t hop back up out of our graves because
we won a contest or anything! We are here to
atone for our wrongs in life, and it seems pretty
fucking irresponsible to go around breeding
while we’re at it. Although they are born with-
out our karmic burden, the souls of the Twilight:
Children are imperiled right out of the womb.
The whisperings of their shriveled P’o may
seem insignificant to those of us who have to
deal with a living, breathing Demon squirming
inside our head, but remember that the
dhampyrs are half mortal as well. Most of us had
no trouble leading ourselves straight to Yomi
without a little evil man in our heads. We are
responsible for the (half) life we create, and if
our children end up frying in the Hell of Boiling
Oil when they finally pass on, it's our fault.

But let’s face facts: Most of us are painfully
pragmatic creatures. We can argue over the
morality of creating dhampyrs for years if we
wish. Meanwhile, some enterprising jina will be
out impregnating a mortal and raising his own
private agent in the mortal world. Dhampyrs can
make invaluable tools, and it’s hard for ambi-
tious Gui Ren to resist the temptation to breed.

Creating a dhampyr deliberately is morally
tenuous enough. Worse than that though, some
of our brethren (especially those perpetually
scarlet-cycled fools in the Golden Courts) seem
to see the Second Breath as nothing but an
excuse for a big damn orgy and don’t think a
thing about sowing their seed all over the Middle
Kingdom. The resulting dhampyrs are often left
to be raised by their mortal mothers and may
never see their fathers again. When | get to the
section on independent dhampyrs, I'll talk all
about the perils of this. Just as a note, if you
can't keep yourself from dropping your pants or
hiking your robes for anything that walks into
the field of view (and believe me, it’s like that in
the Golden Courts sometimes), then your whole
unlife is one big act of blindness.

Toots or e Man

All right, let’s be blunt about why most
dhampyrs are born: The Hungry Dead need
servants. They need eyes and ears in the
mortal realm, especially in the daylight world.
They need people who know what’s going on,
to control their Scarlet Screens, gather intel-
ligence on their enemies and watch their backs
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for them. Who better than their. own children?
To many of the Gui Ren, dhampyrs are kind of
like very sophisticated and intelligent chih-
mei. Okay, that’s a big simplification, but there
is a kernel of truth in it. Dhampyrs are not
conceived out of love or a need to bring life
into the world. They are created because a
Kuei-jin needs a tool for a job.

| realize that I'm making a broad generaliza-
tion here. There are certainly some mandarins
who have children, love them, cherish them as
they did (or perhaps didn’t) in life and make
them part of the family. But | guarantee you that
for every one parent like that, there are five who
consider their children to be just more strategic
assets. (Kind of like we are considering them.
Let’s be honest, Sen.)

This would seem to be in direct violation of
several of the precepts of the Great Principle
developed by Grand Arhat Xue. For instance,
take the Way of Lineage. “Heed well those who
have come before you, and respect those that
come after, for they are all part of the truth.”
Now, | can’t find the part in that sentence where
it says “this only applies to Kuei-jin, not their
children.” Then again, if the mandarins *read*
the Great Principle instead of “interpreting” it all
the time, the courts would probably be a lot
more peaceful.

Aione N a Crowd

Becoming part of the courts does not as-
suage a dhampyr’s feelings of being an out-
sider. In fact, the effect is often quite the
opposite. Kuei-jin society, due to unexplained
mandates from the mandarins, often takes
pains to isolate dhampyrs from each other.
Remember, they are fairly rare already, so this
isn’t really all that difficult.

When dhampyrs socialize with each other,
how they interact is largely dependent on how
they've been raised. Given that adhampyr’s Kuei-
jin parent usually imposes his own jaundiced
views on his half-damned offspring, you can
imagine what this leads to. Most dhampyrs in the
courts are arrogant bastards, convinced that
their parent is destined to one day become the
next Bestowed Ancestor. They’re anxious to tear
down any rivals — opposing dhampyrs as well.
Kuei-jin whose wu-mates have dhampyr offspring
might allow their children to interact with each
other, but the scarcity of dhampyrs makes that
a very rare case indeed.

While most dhampyrs are undeniably ser-
vants of their unliving parents, and never
amount to anything more, a scant few have
earned enough regard from individual Kuei-jin
to be invited to join a wu. In cases where the

dhampyr still serves her parent, she must get
the parent’s permission to bind herself to the
guanxi of a wu. Independent dhampyrs need
no such permission — but they have to find a
jina willing to perform the guanxi ceremony.
An all-dhampyr wu is certainly theoretically
possible, but the participating dhampyrs might
be hard-pressed to find a patron willing to
perform the bonding ritual. | found no evi-
dence that one has ever been formed, at least
not in Quincunx history.

The jMporTance or Bejng HeMin

We all know the important role that the
heimin or “half-people” play in relations
between the courts. Impartial couriers are
essential; without them, all the different
Kuei-jin factions would spend their time send-
ing each other’s damned souls screaming
back to Yomi.

Heimin status offers a dhampyr the best
opportunity to participate in Kuei-jin society
and actually be appreciated for it. In many
ways, the Shade Walkers are naturals for the
job. They can easily move from place to place
unhindered by sensitivity to the sun. They can
blend in with the great masses of humanity.
And yet they can usually hold their own against
any threat that challenges them in the course
of their heimin duties. All in all, pretty good
qualifications — plus you can make an argu-
ment that from our perspective, they really
*are* “half-people.”

It’s important to note that the status they
receive is almost completely due to the posi-
tions they hold. The underlying feeling that a
particular Kuei-jin has toward dhampyrs in gen-
eral remains unchanged, but they sometimes
“respect the uniform.”

Becoming heimin is not an easy process for a
dhampyr. While Kuei-jin can declare themselves
heimin, presenting their case to a court bigwig if
there are any objections, the half-damned must
first secure the sponsorship of a Kuei-jin. Usually
this is their parent, but | have found a few in-
stances where dhampyrs were sponsored by oth-
ers — sometimes even above the objections of
their parent.

DuarMas anp DuaMPYRS

| think I've actually managed to discern one
of the reasons that the half-damned stand so far
apart from Kuei-jin society when they are in
reality so close to us. The answeris the Dharmas.

Of all of the secrets of the Kuei-jin, the
details of the different Dharmas are the most
foreign to even the court-raised dhampyrs.
The Dharmic paths are an intensely personal
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thing to most of us, and we’re unlikely to share
the details with anyone — even our own prog-
eny. Most dhampyrs pick up a working knowl-
edge of the Dharmas (the orthodox ones at
least) over the years, either through observa-
tion or study.

But to most Shade Walkers, learning about
the Dharmas is sort of like studying someone
else’s religion. It may be interesting, but it
doesn’t really relate much to their own experi-
ence. The Dharmas aren’t necessary for them,
and they are incapable of deriving any real
benefit from them anyway. The mandarins say
that this is because dhampyrs are not spiritually
advanced enough to understand the higher mys-
teries or insights into the Second Breath. Well,
considering they don’t even take the Second
Breath, it’s hardly unusual that they don’t need
spiritual insight into it. Most dhampyrs think of
themselves as being too human to need such
alien paths to enlightenment.

In any case, there is definitely a sort of
spiritual prejudice toward the half-damned that
keeps them from ever being fully accepted into
Kuei-jin society. The fact that the dhampyrs can’t
interact freely with the Yin and Yang Worlds only

worsens Kuei-jin opinions of their children’s Spiri-
tual development.

The thing that strikes me as being the most
ironic is that, as concerned as they are with their
own enlightenment, court Kuei-jin seem amaz-
ingly cavalier about the state of their own
children’s souls. | mean, the poor bastards al-
ready have a tendency toward the monstrous as
alegacy of their heritage. What do their parents
do about it? Why, *feed* it, of course.

The degree to which this is true varies from
Dharma to Dharma. A righteous Resplendent Crane
is likely much more concerned with his offspring’s
spiritual well-being than a mercurial Rootless Tree.
Hell, the Whisper is as likely to kill his own offspring
in the course of shedding an identity as he is to
nurture it.

Scorn oF e Eibers

Dharmic prejudice doesn’t fully explain the
older Kuei-jin's erratic attitude toward dhampyrs.
This seems to be applicable across the board,
regardless of Dharma. The most elderly and
“enlightened” of the Gui Ren seem to have an
aversion bordering on the neurotic toward the
Shade Walkers, and some refuse to deal with
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them. Hatred doesn’t seem to characterize the -

feeling exactly — it’s more an extreme discom-
fort. Of course, the reaction of an uncomfort-
able mandarin is often indistinguishable from a
mindless act of violence.

I've even heard rumors that the Bestowed
Ancestor won’t suffer a dhampyr to live in his
sight unless she is fulfilling an official capacity.
You remember that ugly incident in the Forbid-
den City two years ago, don’t you? The dhampyr
daughter of a Flesh Court mandarin took a
wrong turn in the Imperial Palace and got her
head ripped off for her trouble? They never did
determine officially who did it, of course. My
sources tell me that the blood trail led suspi-
ciously close to the Bestowed Ancestor’s cham-
bers. If it hadn’t been for the aid the Blood
Court was funneling to the Silent Mandarins, it
might have caused quite a rift between Beijing
and Shanghai.

I'have no idea why the elders are so twitchy
around dhampyrs. It’s probably the same rea-
son there’s no dhampyr history.

Tue Courts or THE Deap

Next up, I've prepared a court-by-court run-
down on the conditions that dhampyrs face across
the Middle Kingdom. It should give us a good idea
where to start looking for sympathetic agents
within the courts. While these generalizations on
how the dhampyrs are treated hold true through-
out most of the Quincunx, there are some regional
variations in the roles that the dhampyrs are
assigned. I've detailed these below. Let’s start
with how the Five August Courts deal with the
Shade Walkers, since they are the Kuei-jin that
most of us are familiar with.

The Broop Courr

Would it surprise you to know that dhampyrs
of the Blood Court most closely fit the generali-
zations | made above? Dhampyrs here are raised
to respect and listen to their parents, are fed
tales of their own superiority to mortals, and at
the same time are treated with quiet disdain by
the jina and mandarins.

But if a dhampyr hopes to become heimin, this
is definitely the best place to be. As the seat of the
Bestowed Ancestor of the whole damn Quincunx,
the Blood Court gives dhampyrs the best shot at
transcending their secondary role in Kuei-jin soci-
ety and really getting to run with the movers and
shakers (other than joining up with us and trying
to tear the whole rotten bloated carcass of a
society down, that is). The court needs messen-
gers and the Bestowed Ancestor seems pretty
happy to get the half-damned into roles where
they’re out of his sight.

Blood Court dhampyrs offer some pretty
fertile ground for recruitment. The disaffected
are always eager to turn on their oppressors.

The Fiame Courr

This is going to sound really bad, but there
are times when | do wish that the Kin-jin were still
in charge of this place. At least it was a stable
environment then, even if it was brimming with
bad joss. Have you ever seen that American war
film “Apocalypse Now”? There’s this part in the
middle of it where the main character and his
companions get right up to the front of the
fighting? Anyway, it’s complete chaos — gun-
fire, artillery pouring down, flares all over the
place, people dying. The hero stumbles around in
the darkness, vainly trying to locate the com-
mand post and a ranking officer. It quickly
becomes apparent that nobody is in charge. It’s
just a mess.

That’s Hong Kong, as least as far as
we’re concerned.

Oh sure, the place is nominally under the
control of the Quincunx, but damned if they
can actually exert decisive influence. The
two most powerful wu there, Victorious Whirl-
wind and the Righteous Devils, are at each
other’s throats half the time and the place is
crawling with other shen, including a few
stray Kin-jin who didn’t get their filthy hides
out of town when Hong Kong reverted to the
People’s Republic.

All this chaos makes Hong Kong a pretty
good place for an independent dhampyr to
escape notice, so it's no surprise that I've
identified at least 10 of them operating in the
city. Amusingly enough, at least half of them
aren’t even aware of what they are.

Dhampyrs working with either of the big
Flame Court wu have proven very valuable for
taking down some of the remaining Kin-jin that
still infest the place.

The Fiesu Courr

Had they been given the luxury to do so, the
Silent Mandarins of Shanghai would probably
have regarded dhampyrs with the same subtle
contempt that characterizes the treatment of
the half-damned elsewhere. However, war dis-
penses with such frippery. Until very recently, if
you could fight and were loyal to the Quincunx,
you were welcome in Shanghai.

Quincunx dhampyrs in the Flesh Court ended
up seeing a lot of action. As scouts, assassins,
leaders of Scarlet Screens or whatever else
came along, dhampyrs in Shanghai found fire-
arm skills far more useful than all that calligra-
phy and diplomatic doublespeak that is so
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essential in the more stable (or stagnant, if
you prefer) courts.

Now that the Quincunx is back in control of
Shanghai, the city’s freewheeling days are over.
There is still mopping up to do, of course. The
Bestowed Ancestor wants every last gaki rooted
out of Shanghai. But the Man is back in town, and
dhampyrs walking Shanghai’s streets had better
start toeing the line — or move on to the free-fire
zone that is Hong Kong.

The Bone Courr

The Shade Walkers may be second-class
citizens in most of the Quincunx, but that’s a lot
more regard than they find in the Bone Court.
There are no half-damned in the Bone Court of
Chongging. Period. The ancestors of the Bone
Court have forbidden the creation of — or even
presence of — dhampyrs for as far back in
history as | have been able to track — perhaps
even back to when the Wan Xian were first
cursed by the August Personage of Jade. Even
heimin dhampyrs on business of the Quincunx
are received poorly there.

The reasons for this prohibition are closely
tied to the Bone Court’s obsession with spiri-
tual purity and Mount Meru. As you know, all
efforts by Kuei-jin to return to the holy site
have been thwarted by some strange force. (I
once spoke to a Resplendent Crane jina who had
tried to go there. He said the pain was so
intense when he finally turned around, he felt as
if his bones had turned to red-hot metal. Ech.)
Ku Zu, the Bone Ancestor, backed by all of her
mandarins, has declared that dhampyrs are
spiritually unclean, polluted creatures created
by weak Kuei-jin giving in to urges they should
know better than to indulge. Of course, such
base and corrupt creatures are not fit to be in
the presence of the righteous descendants of
the Court of the White Tiger, right? — much
less be told the location of a place as sacred as
Mount Meru.

This is all bullshit, of course. Along with the
garden variety enmity that the older mandarins
harbor for the dhampyrs, the fact is the Bone
Ancestor and her toadies haven’t tasted Yang in
centuries. Dhampyrs remind them that they are
desiccated corpses so they shoo them away.

This is patently stupid, if you ask me. If the
ancestor of the Bone Court is really so fired up
to know what’s become of the Court of the
White Tiger, why not send in someone who
very well might be able to walk right up to the
top of Mount Meru and ask? For all we know,
the half-damned may not be subject to the
same spiritual malaise that affects Kuei-jin
attempting to return to the holy site. The

Bone Court mandarins’ blind obsession with
spiritual purity (or ego-driven sexual insecu-
rity) may actually be costing the rest of us
valuable knowledge about the fate of our lost.
brothers and sisters.

The jaoe Courr

There are few dhampyrs in the Jade Court,
and those that are there are usually trans-
plants. This is understandable given the spiri-
tual bent of the court at Changan. Monks aren’t
known for going out and having kids... very
often. Contempt isn’t how I'd characterize the
Jade Court’s attitude toward the half-damned.
It’s more like condescension. While the court’s
movers and shakers recognize dhampyrs. for
their value in dealing with the mortal world
(something that the bodhisattvas are notori-
ously bad at), they treat them like children
when it comes to court policy. The Man politely
listens to Shade Walker opinions and then
discards them out of hand. After all, what could
a young half-breed possibly know about court
policy that a five-hundred-year-old monk
wouldn’t, right? Of course, these are the same
“infallible” monks who turn to you and say
things like “You mean they’ve invented electri-
cal adding machines? How fascinating!”

What dhampyrs there are in the Jade Court
are probably ripe for recruitment. At the very
least we'll listen to their opinions about how
thing should be done.

CHjLDREN oF THE Gax;

Well, if you think | had a hard time digging up
information on the Quincunx, that was nothing
compared to the hoops | had to jump through to
get a straight answer out of my contacts among
the gaki. But for you, anything.

Here’s a brutal truth: Since the Burnings, no
dhampyr sired by a Kuei-jin (gaki or not) who has
fed off Japan’s Chi has had a trouble-free birth.
Some have been born with absolutely hideous
deformities, and even those coming into the
world physically intact are a little messed up in
the head. For these reasons, the daimyos have
forbidden the act of procreation until the Chi of
Japan can be cleansed.
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These Acformed and corrupted Ahampyrs, ]
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Well, they've *officially* forbidden it at least.
More on that ina

Among the Blshamon the daimyos have
historically kept a tight. handle on the breeding
habits of their subjects. Only unions with Japa-
nese of pure blood were allowed. The Bishamon
were determined to keep even their half-breeds
as pure as possible. However, as long as a
dhampyr — or maiko, to use the local term —
comports himself to the wishes of his daimyo,
there was no reason he couldn’t rise in the eyes
of the Bishamon. The gaki valued accomplished
and heroic dhampyrs in their uji or others tied to
the Bishamon — if not quite as much as their
Kuei-jin counterparts.

The Genji really aren’t coherent enough for
me to truly define their attitudes toward
dhampyrs, but | think it’s a safe guess that this
uji is willing to accept anyone into its ranks
that can bolster its power — and keep it from
getting annihilated by House Bishamon. These
gaki are even willing to work with Kin-jin. |
doubt that the steady gun arm of a dhampyr
could really be refused.

But it's not just “freelance” dhampyrs that
have a presence among the Genji. I've heard very
reliable rumors that the embattled uji have been
breeding with mortals quite a bit, despite —
perhaps because of — the mutated nature of the
offspring. Reportedly, these deformed dhampyrs’
twisted Chi and corrupted bodies make them
fearsome opponents. The Genji have restricted
the use of these monstrosities to their fight with
the Bishamon so far. Let’s hope we don't see
them showing up elsewhere in the Middle King-
dom anytime soon.

The Iga and K both have dhampyrs in
their ranks. The ability of the half-damned to
operate in daylight comes in handy to these
supernatural security forces.

The Green Courts

Ah, scenic Korea. After that incident last
year with that tainted dragon nest, I'll be happy
not to go there for the next few decades.

My own feelings aside, I'll admit that if you
have to be a dhampyr raised in one of the
courts, you could do a lot worse than growing
up here. The Kuei-jin of the Green Courts have
their feet firmly planted in the Yin world, but
not quite so much as in the Bone Court of the
Quincunx. Few dhampyrs are born here, but
that just makes the ones that are that much
more valuable. The Green Courts’ intense rev-
erence for family means that these rare chil-
dren play a much larger role in the courts.
Korean Shade Walkers are a lot more loyal to
their families, often viewing their parents al-

most as living gods. You can imagine that the
local mandarins, with their typical “l wish it were
still the Third Age” attitude, lap this reverence
up. | think it says something pretty profound
about the stagnation in Kuei-jin society that
the Green Courts dhampyrs are so loyal, and it
hasn’t even occurred to the other courts to
emulate our Korean brethren. If you're going to
go to the trouble to have a child, you may as
well treat him well, right?

Many dhampyrs of the Green Court are heavily
involved in the Parallel Path, that series of
supernatural safe-houses that their parents have
set up. They run daylight security and the like,
things that their parents just aren’t willing to
trust a Scarlet Screen to handle unsupervised. |
suspect that the dhampyrs of the Green Courts
would all be in favor of our cause — if it didn’t
involve disobeying their parents.

The Gowoen Courrs

I've been all over Asia, and the steamy
jungles of southeast Asia | hate the most. This
decadent hellhole is ?omg to drag the rest of us
back down to Yomi i don’t keep a close eye
onit. Before | get into the local dhampyr “scene”
| should warn.you that it's hard to generalize
about the Golden Courts. The penangallan queens
incharge don’t always agree with each other —
each one rules her own roost in her own way.
They *mostly* agree on how to_deal with
dhampyrs, but there must be patches of dis-
sent. | just haven't found them, myself. Okay,
enough hedging.

Most people think of the penangallan as the
mistresses of the forces of Yang, so you might
think that the jungles of southeast Asiawould be
crawling with dhampyric offspring. Not so. While
the locals certainly indulge in the carnal pleasure
of Yang with great enthusiasm, most of the
queens of the Golden Courts are too busy killing
demons and rooting out Yama King infiltration to
carry a child to full term.

Actually, all the matriarchs I've met or
heard of strictly control any sort of procre-
ation activities on the part of their court
subjects, male or female. This doesn’t keep
their male acolytes from fucking anything that
moves, of course, and a good number of
“stray” dhampyrs do crop up. Female Shade
Walkers can look forward to being welcomed
into the court with almost full status when
they reach maturity here. The father is dis-
posed of for his disobedience, of course. The
raising of the dhampyr child is assigned to a
female member of the court — usually one
that has displeased the queen recently. Male
Twilight Children are killed out of hand, along
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with their disobedient fathers. Male dhampyrs
lucky enough to survive to maturity usually
get the hell out of the jungles at the first
opportunity. Singapore offers some refuge for
them. More on that in a moment.

Because of the akuma-infested nature of the
whole area of the Golden Courts, dhampyrs are
raised fully under the supervision of the courts. It
would never do to have one’s own child taken
over by the enemy and used against you.

The Gowpen Ljon Courr

Finally, | can give you a firsthand account of
aplace outside the Quincunx. Singapore is swim-
ming in dhampyrs. All right, I'm overstating the
issue significantly, but there are more Shade
Walkers per capita here than anywhere else in
the Middle Kingdom. The reason why is an
interesting one.

The Golden Lion Emperors seem to think that
the best way to bolster their small numbers
against the constant threat of the Golden Courts
is to breed like crazy. | personally met at least 25
half-breeds when | was there — and they all
came from just two families. I'm sure that was
Jjust a fraction of the population there. When you

figure how rare their kind usually is, it’s pretty
amazing to find that many in one place.

My guess is that the Golden Lions are birthing
themselves an army, getting ready for the day
they have to face the wrath of the Golden
Courts, or the rumored plans of the Kin-jin to
expand into the city. This has obviously been a
long-term plan — dhampyrs don’t just spring
from the bellies of their mothers full-grown,
after all. Additionally, “stray” dhampyrs escap-
ing destruction at the hands of the queens of the
Golden Courts findawarm receptionin Singapore.
The Golden Lion Emperors offer a safe haven and
the companionship of a dhampyr’s own kind, and
all they ask is unquestioning loyalty. That’s a
small price to pay when the alternative is death.

Personally, | don’t know who the emperors
think they’re fooling. If the penangallan decided
to swoop down on Singapore tomorrow night,
the emperors would all be staked out on the
beach the next morning when the Eye of Heaven
slipped over the horizon. They could have an
army of day-walking dhampyrs and it still wouldn’t
be enough to stave off destruction.

In any case, the dhampyrs of Singapore are
obviously regarded a little better than in some
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other places. However, the inherent paranoia
caused by the Golden Lions’ precarious situation
makes it difficult to appeal to the dhampyrs
there. They’re too busy running around taking
care of their parents’ business to have time for
revolutionary talk. However, properly applied
graft and corruption? *Very* effective.

I’'m not sure it’s really worth infiltrating
Singapore anyway. The Golden Lions are too
preoccupied with the penangallan to cause us
any trouble, and they can usually be dealt with
by appealing to their baser senses — money,
power, that sort of thing. Still, 'm all for any-
thing that irritates the established order.

THE JNDEPENDENTS

Most of the dhampyrs out there are in
some way associated with one of the courts.
Most of them. But not all. There are some lone
wolves out there in the Middle Kingdom — and
in other parts of the world, | suppose. Nothing
— other than a little sunburn perhaps — keeps
them from just picking up and going wherever
they see fit.

Most of the independent dhampyrs are
refugees from one of the courts. Some just
get fed up, some get bored, some are forced
into exile by political maneuvering. Hopefully
by now you can see that there're plenty of
ways for a dhampyr to get on the wrong side
of his court.

Onrare occasions, dhampyrs grow up with no
knowledge whatsoever of who or what they are.
These are by far the most unpredictable and
thankfully the most rare. These are usually the
result of a scarlet-cycled Kuei-jin drinking a bit
too deeply of the well of life. A surfeit of Yangin
the body can easily lead to multiple sexual
indiscretions, and Kuei-jin aren’t exactly known
for practicing safe sex.

The years wear a lot more heavily on the
independents I've talked to. After all, they
usually have no social structure to back
them up or help them deal with the fact that
they outlive everyone they know (and the
children of everyone they know). Some go
crazy and end it all prematurely — an action
that, in a touch of pure irony, could bring
them hopping right back up out of their
graves as Kuei-jin.

Okay, that last bit is pure speculation, I'll
admit. But it *could* happen, couldn’t it?

The independent ones that stick around for
any length of time are the most skilled — and
dangerous — of the Shade Walkers. They have
to be. After all, they can’t go running for daddy
and his wu whenever they’re in trouble.

OTHER SHEN

Most shen view dhampyrs as lackeys of their
unliving parents. If a dhampyr is connected to
the courts, most of the other shen give him the
same treatment they give any Kuei-jin's ser-
vant. For some, that’s a wide berth. For others,
a little brutality and bloodshed is on the agenda.
Still, Shade Walkers often get more respect from
the other denizens of the Middle Kingdom than
they do from their own court.

I'd like to take this opportunity to confirm
definitively that there is a dhampyr working with
those crazy monk “demon hunters” in the Shih.
We suspected this for many years due to some
overly efficient exterminations of a few rogue
Kuei-jin — including Wu Kwok Chow last year. We
got lucky there, actually. If the Shih hadn’t
sensed his corruption and taken him down, it
could have made our reputation even worse. I've
actually seen this elusive dhampyr, although |
can’t say we've really met. | observed her, read
her aura, and I'm positive she’s a Shade Walker.
| pity her next target.

3 s RS AT

You haven't gone completely nn-
noticed, agparently.

The Kin-jin still don’t fully understand the
truth of the dhampyrs. They believe them to be
some strange variation on their own “ghouling”
process. Ahh, if | had an ounce of jade for
everything the Kin-jin don’t understand...

Why Do W Care?

You're already familiar with my reasons for
considering the half-damned a viable strategic
asset, but | suppose | should present them here
anyway for the benefit of anyone you show this
to who doesn’t know me.

The first thing that the Shade Walkers are
useful for is daylight operations that require
a little more finesse and intelligence than our
Scarlet Screens can provide. Sunlight, deadly
to even the strongest of us, is merely uncom-
fortable to them. If we can expand the num-
ber of dhampyrs on our side, we can expand
our operations into the daytime, when the
Man is weak.

Second, they make ideal spies. As | men-
tioned earlier in this report, nobody notices the
half-damned in most of the courts. They're
heimin at best, servants and lackeys at worst,
beneath the notice of the Man. And those
ancient fossils running the courts have a *very*
hard time even conceiving that their offspring
could betray them. The poor treatment that
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dhampyrs get often makes them quite willing to
work against their parents, and for us.

Third, they're often more mentally open and
flexible than their parents. Most of them spend
atleast some time in the real world, and this puts
them more in tune with what is really going on
out here. Even dhampyrs who've been raised
their entire life in the courts can be made to see
the justness and rightness of our methods.

Finally, they’re good luck. | don’t mean that
in any sort of flip way, | mean they are lucky.
They have *really* good joss. Talk to any
dhampyr, and he’s sure to have a raft of stories
about how amazingly lucky he’s been through-
out his life. A few of them even talk about
“focusing their joss,” tuning their luck to specific
tasks. | don’t know exactly what to make of it,
but | have seen dhampyrs take absolutely ridicu-
lous chances and live to tell about it. The stories
are pretty persuasive.

Maybe you think I’'m turning into one of those
spirit-addled eunuchs in Beijing, but I'm all for
good luck charms — especially if they carry
automatic weapons.

Weagnesses

| should probably appraise you of the limita-
tions of the dhampyrs while I'm at it. If we are
actually viewing them as a useful asset, it's
important that we don’t use them in inappropri-
ate situations.

Dhampyrs shouldn’t be used for direct
confrontations with Kuei-jin — at least not
with any expectation of them succeeding at
taking a Hungry Dead down. As formidable as
some of them are (and trust me, some are
absolutely deadly), most dhampyrs are just
going to end up as bloody chunks if they go
toe-to-toe with a Kuei-jin. | suppose this could
serve as a distraction or delaying tactic, but
such ends can fulfilled much more effectively
and with less potential waste by just using one
of our Scarlet Screens.

It's also best to confine most operations
using Shade Walkers to the material world,
since dhampyrs need assistance to access the
Yin and Yang Worlds. They *can* walk in the
crab’s footsteps to get to the Mirror Lands, but
that’s about it. They can’t imbue jade or see
dragon tracks, so they tend to get lost in the
spirit worlds. You know me — | think they're
better off without all of that stuff — but it can
be a tactical liability.

It’s also best to ensure you give dhampyr
operatives time to recuperate between mis-
sions. They recover far faster than any mortal
ever could, but their partially mortal shells are
still more fragile than our own.

Pawns or EviL?

| hate to say it, but we’re not the only ones
interested in currying the dhampyrs’ favor (or
covertly controlling them — but you know how
| hate the language of oppression). The same
things that make the dhampyrs such an attrac-
tive resource for us have also brought them to
the attention of the Yama Kings.

This all came to mind because of some-
thing that happened way back when | was hin,
before | realized that the stagnant ways of the
Blood Court weren't sitting too well with me.
One of the mandarins was discovered consort-
ing with that fat bastard Mikaboshi. After a
little “persuasion” at the hands of the Black
Iron Talons, the akuma revealed that his son
had been the vehicle of his corruption. When
the Talons got finished with that particular
Shade Walker, there wasn’t even enough left
to bury. Very nasty business.

Anyway, | decided to investigate this a bit
further, and | discovered something distress-
ing: Out of 35 confirmed Yama King incursions
into the courts, | determined that almost a
third of those subverted had dhampyr off-
spring as close assistants. When you figure
how rare dhampyrs are, that figure becomes
much more significant.

As | described above, a lot of the half-
damned get more than a little bitter as the
decades pass and they fully realize their
second-class status isn’t going to change.
It’s easy to see why the whispered lies and
promises of the lords and ladies of the Thou-
sand Hells could prove attractive. Think about
it. You've been working in the family busi-
ness for over 100 years and your father
*still* won’t give you your own key to the
office toilet.

Now, to what extent the Yama Kings have
succeeded at subverting Shade Walkers, | don’t
know. All | can say is that the danger is there.
This makes recruiting dhampyrs to our cause
that much more dangerous, but as | detailed
above, the risks are justified.

We just have to be vigilant. As always.

N CLOSING...

| think that about covers everything | could
come up with. | hope it’s useful to you.

By the way, | heard about what happened to
Kao Lang. My condolences. Still, | heard his sister
got away. | hope we can locate her. If she’s
anything like Lang, we could really use her.
Lao Shang
BambooBoy®@freenet.net
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This Letter is my responsibility and may have
been 4 mistake, put it is time that you all knocy the
truth. J hope it serves us well.

The FinaL TestaMent oF Jm Kay WA)

Doar Brothort wd istors,

Youcutl ovaies m o adrstting you g masts and i ch.a familar wag, énm{m iethont. Gome ol youmay ot -
Ko ms poremally, but gl sertinlyhavs hsardmy vams. am TonKai W, 6on ¢ T foan, L gou, amoms ofthe
Shads Wlkers,probublythe slat of e ind, -~ _

(am dyivg. It 6 owly ratural, | Ko, énfd*m//ke/&maﬁph{mﬂt{mnfm 934 pears. L am dyivg, ('v¢ boon
tratting around this woel far ¥ bowg — and now, on the WWW‘W mfm//mmm (ot least by the reckoning

o7 the Western world), my tims dhae 10 2 cloee. - o EPC
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oty of ay Kind, and my loyalty to my fathel was mpquestionsd, 3]

Untilone pear a0 thit very Hiht:

O that viht uas v by maw o kevsaled the trath to ms — the trath of what am, MWMWQ
¥ changed susrything o e, as | Beligvs & willfr you.

udsous ittt fval reathto e gt Hhavs trameibedthi, WWWMM:M#—W bothat
the kotetysiliat disnthms, (Ravs eent ttoas may ot yonas conld bsatemthont aberting my e, s vtnate niesd
Hhat | ameo trasted, ad ey wovds and hesed them. The e of bovvon o comi, Wnﬂm

No Suapows jN TWiLGHT

e yonfnom, the ofisial history of e Kind & spares ons. O parsnts’ historizal kasorde make fenretorencss
tous, svsn thongh ws allKrowthat dhampyrs have acsompanigd Kusi-fin for millennia, The Kistory o' the dhampyrs
(6 (nextricably intertuinsd with Hhat of onr fathers the Won Kist. After all, without ths parsnt, there would wot
be the child, White the roles Hhat we dhampyrs play i the conrts today are important ones — intgrmediariss,
ntellipsnss gathsisrs, couriees andl sueh assastins —- wé are forever overlooked by the courts we B ‘,./\/'
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I dgaling m%mr pnmtt et you must have wotizedl Phat we diaipyrs e2sm to maks Kiesi-jin vagusly
wreoméortable, Walfy the murdains and ancestors, and even Hg lded bodbisattuas, Most ot the younger
Kasi-jindon't even knowwhy o presence: makes 0 emall hill o sp el gpinge, why th gaze of something &

: zm;m/wfv 2 Shade Walker can m"a their W Hlood ru 52l Bt [ Know ik,

SiNs oF m qun: Tue Thirp, AGE-

Thousands vf years ago, diring the Ape o lg,.;m sverything was n ite proper and anspicions place
in th world, The War Kiw = th Tor Thonsand /mmpm\o e f/wgwlzw of the mortal penples.
Ths minionsd? the fama Kingt wers kspt in cheet, and ths h‘iﬂ&unmed that all was properly ordgiesd
wndigr Heaven. [t was o beantiéul time. R A, A

Fiom tims 1o time o of the inmortals took a human love, w’mﬁm>a s orn o7k wion. They
e called the Tn i, th Goldon Children, Ramombor that vams, e ws s ths T i Beuczessors, Whils
’ theeschildron of the Wan Xian were mortal. m:l%a/f"mmﬁm/ Glood conld sustain mm(ma sonturizh,
and thay wsrs Hlssesd with poweriu s, Ths Goldon Lhiliron wers hsrose 1 the peiple, evinawrs e than
the Wan X ixceores wage. They iwers mortale after all, and walked amory the pesple, mt dbois?

The Golen Chiltssnnsrs appaliea byths behavionof theiv divins parsnts s the Yuma Kings' cormupting influci
b 10 afost them towand the end o ths Thind e Thay ke on i hove s theivpurst toght thomselos
1rp Lttt eonleof lving cesaturst, tathonthantafing it inmodgraton fvomths wowld ound themas the Auguet
Borsonags of Tadis had intendied. They watshed the 2go bwd bloodlist of the Wan Xan grom z

At first th Golten Chilteen attempted Yo oiss their concerns toPhsl  Jut the War X did not (isten
To ths pleas of their “lowly offgpring.” Were Mﬂ{mfﬂw&;ﬂdp’ﬂz WMA’MW intovizated by their newdourd
nstonancs, wndthe proteatsof thai hildeen follspon dead s, The Goldon Chiliren onldess theinpurents towmdall
comig, and they conld b litieadont t, except try o repai the damage the Immortals wronght. A divsst contiontation
eeomed inpowsibls, What wars th powsrt of the Tin Had apuinet beings that wers viitual deitis themeslbse?

e The Cmumlﬂ’ s Revowr
Ths conupt and despicatie behavior of the Won Kan continaed rltm;/wnf the Third # W
depredations of the Chi-hungey Immortale grem wores, the T Had conld o bn 710 clean wp after

theik parents depredations. Word spread mpﬂj,@m theyhsldasscret mésting inasacsd

aam ot the base of Mow, THaF, th assembled Bhilion desided that the tims had soms to divestly
o Xia with their dishonow in the face of Foaven. The hilivonof the Ton Thonsard lmmortale
= mla’ confoont ths mandarin of the Lortof Mo, and tkwn/d Kot maks fheir pirents sten toons last

plea for reason axd howor, then the Tin #al wtnld oppoee the Won Xaar. 7, ik

(f mast have been an mrslzééu(ﬂf the grandsur of umnf Msra, the mardaring ot the
coart, contronted b handeds of their shraged offopring outtitted for war. Bat all did not 90 2
p/amed Blinded by rage-at this open defiance éq theivvery on children, the War X did f/w
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unspeakabls. f?g&tf/tﬂﬁ. (n the sipht of Hhe h;ﬂf?ermqe of Tad, the lmmortale slen thoir
children and f2a6ted on thair Bhi: Ae bleseed by Heavenas they wers, the Tir Hal's vightsons
fary uat w0 matsh for the Haodlust of their drsad parente. Th Hood of the Golden Childrsn
-~ etalnsd th tiles of the palacs of Msrs rod forstermors,
Hoavsh ard Earth wept for the Lhillien. Theie parents did vo. =
boo aster, the August Biveorage of T finally anlsashed his Suiy npon th surant War Xar. Bat
it was oo (ate for the Jon #al. Only a 46w who wers ané(e 10 come to Fhe bacred cave-and attend the
CORrontation wers spared, and many of themwers 60 WGWJ( ukat had kappensd that they wiehsd
they had disd that day with their consine. Thate (a6¥ femlesnt Intahiding, a¥eaid for thaiv livse sven
- after the Angnst Boreonage had ,wuumd the Wan Xan. The preonramkf/w dhampyve passed ints
the mists of legend. <

" LjViNG jN THE SHapows: The Foum anp ﬁm\lqu
- TheAgnst Fareonageof Ty ot tronesormod the Wor Kaw intoths Wor Kisi— the B Thonieard Demore,
Tht Kl wars born. Ao g i they mal in the m@ﬁmﬁmmnmmﬁmmaw
lerg losked in otting capees, Sroed 1o eeal the Gl o athers 1o snstain themeslove,

The {wflﬁmpqr was born sarly in the Fourth Ape. Noors 2 Knowe it wams or e2x. Its Kunsi-jin mothsins
@ mw/retér( ths ohild that ths Killed it. Bat i wae wot the fast that the baby was hal Kusijin that 69
repulesd hsw — it was the soul ehe saw within &. It was familiar [ZWM the had borre
while still $lessed by Heaver, the Golier hild she had bratally elaiwin 2 11t of Hloodlust.

This wrtsttling experioncs rspeated (twslf Hime after time thronghout the following conturise, as child
af¥er child was born with the sonl of oig o7 the 6lain Tin #al within it. Ater repeated birthe, the mandarine
Vorbads the creation o shillrsr antil h eituation was roeolied.

1 as g affer the caves s levisd befors a shild was allowed o susivs o dlthood. Gradbally, as they aren
Fuither and farthen wemoved from thei {ormerly Slesesil existence, the Won Kiusi et the ability to recoomize the
ol o thal doad chilten. Only 2 few Knemof the seciet of the refithe to émr with, and suent
think that the reinsarnations had stopped. T 5

But they ditn’ etop. Tkmulmﬂmppdm;aéknm# 7

:@WWMWMMMWMMAQMMIIWM mﬁlﬁmpwml
T actrally that of one of kit prodessteons, webommin o half-dsad body. ﬁwaﬁlwmmmvw/elfﬂmagﬁ,
mandated by Heaven to wetun and accompary thelk parents.

This is the root of the Kuei-jir diedain for dhampyre. The mm/ f/w bodhisattias remember the Tn
Fai, and though they cannot ss¢ the eoule vf the childen they caflonsly aestroysd, they havent trusted
the dhampyes eikss. Borhaps they still 633 ths Golden hilden n Fheir drsare ot they collapez o th
f‘lm 04 ths palace o Msrn — visions of thelk own tep/'mﬁ( ltwm; them for sternity.
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 olievs our parents s dssasionall granted ylimpes of what (s within 26 el They o wot Know what
it (6 about us that disturbs Mm Theydr mwnmuu o starss sgem 60 accasatory. Thay carnat
Yathom why they eomitimse foinas,

Why hat Poaver distated tHhat we féal/ return ml/emm ar’m m{//amm’ Borhaps ws, the Shads .
Walksrs, rapresent a moseags from the Augnst pmmy\e of Tade. “You destroysdtyour oin childesn befors
and shall be condhonted with Hhe consequences. MWW&MQ ousr andduer again,” Borhaps onr 6oule are
reseeeary in ome uémrnu for the workings of the #gg of bomron, It lewr undehiable trath. that thers
are more dhampyrs alive today than af any othsr time in our bq‘m( /;twmlq a meaningloss etatietic?

SuPPING 'l‘inownm \
I Mm, dhampyrs helped with the Erivening during the Bhary n, W {led the-fall of that
» dypasty with our parsnts, We Jought the miniowe of the demon howtaw 1, yet vonlized the rightemmsrsss of
e canes and ultimatsly stood aside, That (6 why we con still withstord the gaze of MM of Heaver while
ot parents sannot. fet the memory of our btrayalmakes the sunlight womdortadte to s

Shatts hﬁﬂfwmwmmﬂtwmlatmmfkmmwmgm For Dyrasty. Weios with GhshoigKliar
and the Morgole. s atehed us the Wostorn pouers mad thsir fivet mves ino A, sometings actig as 6ot
spis e o mastor, W walked the Lok Marhth fap. .. e

Vikéigverths Ksi-jin havs basn, the half-dammed havs bosnas well We stand (ﬁmmlpnhypmﬂ
our only sir that of being born. We ars L constant rominder of the KKW To0 valuatle to
Kl too mach of 2 remindgn to acknonlodys,. /

* Our Legacy

Where doss this lease n?” e ;

Ao eai, apsar ag thi s skt s visted by owe o o all abont s, esanes s hat accompuisd g dm Hhronshe
the ages. ilhatsaghis ams, Sut s ildubtosevist tharsof it i tocome. oot matshed, anduattod, andspsided

e that i timg s Yo Koo it tims has donigd nte who e aps, D paronts compat toll s d woudld vt they conl,

Ard 60| leavs my (ast testament, 6 that yon, my brothers and sisters, may krow what we .
ar¢ 1Ot et the halt-damned, we are alevths halt-5leeesd. W ars the chi Han K a6 wellas
the War Kiel. Ou parents are nr/a&mmjmrém need t bequided back fioms. It is our
duty ot to #2120 m them, 19 hs(p them in their vur redemptioe.

/memm Graat ysle — ndhapshlly it th st fomiserl,
eavs thie, my st oift o thowe Tailght Chilten who coms affer i~~~ |
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Jon Yoan,

ELW come as e SRN(se 1 40\ TRaL T Wile concexning the
marrex eS qowe som fin Ral Wals deathbed (effec: 1w the months
since 4oNC child’s dealh That dampable fext hass{xead-Lax and wide,
and hasCallen, inte the hands e5 many Whe showd nevex have seen,
i When T soy the Bestowed bncestex isangexed by this W, e<
events; L am, exextising the Most advanced Coxm, - wdersrare-
ment: Until this maltex (sxesolved, L advise 4on (& STa(-<aC away
LxoW, fhe Blowd ConT and S 4o dylisht havens well.

Do not-<ail 1o act; hewevex: Youx comtlacency allowed 4o (& miss
The Ixeachexy 65 4oWC Vey own, sony, ass (f Kesteved WLhity 4oNC
honse. You Wil pe held accowntaple; 4o actions=new defexmine what
Lox, [astice fakes i this case. You ave QUire Leoxyware that
thexe (s ne {ime Lo xecximnalions now.

Wy agents (v [ands beyond the MASWST Cowre Yegoxt that Jin
Kal Wad’sr exazed xamblings have Lowid a eceifive eax amons the
#ad and the indelent. kyacently sevexal ek the so-called makeo
amems fhe Genli e< fapan have xeSexxed f& (L (n (nfexceiled
cewmwiication. I alee have (L on Sood aWhox il that The (eftex has-
Lownd (f=Wav 1o the Gelden Lien, COWT; Which SWaxwswWith \Wilsht
Chilaxer.

T heng Keng, the sifWalion (s wost Scave. ke o £neov, the
Hame CoRt (s =t Wistable desiife eSLoxtefe elimnate the Kin-
icn emce and Lo all. The xecent (xoblems WiLh the akNAA Kao Lang
i Sht well have seMelhing (& dg With 4oNC sen’ss own, fxanssies-
sions: The Bestowed hycestex has tade (f vy clexx thal we can
Al a55exy 1o see oW childven, and sexvanls: disxwired o, sich
wWicexTacn fimes:

We M7 deal With the sifwation, With the W=t dispareh. The
assextions e 4on Mad child enfl sexve fo (oisen, oW chilaxen,
against wex Ml copies &< this [efTex WAST be LowWid and destyeed,
aleng with ang whe have xead if.- Vhis hexessy WAST be Stejjed. You
WIAST be af the Loxexonl e fhese xejaxalions & 4o\ hope fo
SKVive anethex 4eac. CexTaly 4oWC actions new defexiine
Whethex ox not T am, inclined o speak on 4oN- behall f& fhe
ancesteos:

Der net comens 4oNc dishemexby-Lalling me. e do o wowld seal
HOWC Lare.

— LL X Fn, Easrecy, Wave € the Efexmal STexw, WA
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l-‘ This chapter covers all of the special rules for m‘! q AVDHAHPYR

running dhampyrs in your Kindred of the East

The character creation process for dhampyrs roughly
parallels that of Cathayans, but the Shade Walkers human
halfmakesfor some interesting differences: The table on pages
40-41 summarizes the entire precess and the following
sectionprovidesyouwithall the salientdetails. When dhampyr
; ; ; cteation doesn't differ from that for a Kugisjin (or when the
few Rages here for convertience. K?“i‘ in mind that differéncesare only minor) we only address those stages briefly.
the.Kmdred of ‘the East Compamon rulés are the Dhampyrs are assumed to be between 25 and 50 years
“quicksand dirty” ones, while the information pre-. ;jq when created. Ifyou want to make ap older dhampyr,
sented here is considerably more detailed. you need to buy the AgéBackground (see p.’57).

chronicle, including details on character creation and
the speciakjoss that pervades the daily existence of the
dhampyr; This chapter uses the material on dhampyrs
previously presented in the Kindred of the East Com-
panion.as its basis, repeating and expanding on those
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Grour Dynamics

Dhampyrsare usually loners, butfor play purposesthey need to be able to operate within agroup of characters
There are two basic options when playing a dhampyr character: a mixed wu or an all-dhampyr group. The
Storyteller should decide, but each option has different implications for the dhampyr character(s)

o Option 1: One Among the Hungry Dead: Let's be honest — if you are playing a dhampyr in a group of
Kuei-jin, you probably have the weakest character in the group as far as raw power goes. That's just a fact. There
are a few ways around this, such as judicious buying of the Age Background, but in the end, the Kuei-jin are just
more powerful. Hopefully that shouldn’t mean much. Dhampyrs are not meant to be all-out combat machines

although they can still give lesser opponents a right pasting — and have lots of social benefits.

Playing a dhampyr in a wu of Kuei-jin is a leap of faith, and the Storyteller should respect that. The player
accepts the fact that his character will be less powerful when the Chi starts to fly — with the understanding that
he'll be able to shine at other times. The Storyteller — and the other players — must allow this to happen,
providing moments when daylight activities, being “beneath notice” and better contacts in the human world
actually provide a distinct advantage. Chronicles about chasing spirits through the Yang World just do not suit
dhampyr characters. In fact, if the chronicle is heading for an extended stay in the Mirror Lands or the Thousand
Hells, the Storyteller might want to encourage a dhampyr’s player to give that character a hiatus until things
return to the material world.

With that consideration out of the way, gettingadhampyr into a Kuei-jin chronicle is not all that difficult. Even
though they aren’t as powerful as full Kuei-jin when it comes to Chi powers, theirjoss makes it possible for Shade
Walkers to try stuff that makes even the Gui Ren blanche (or would, were that possible). Properly played, a dhampyr
can inject a great element of action and unpredictability into a game that might be getting a little stodgy

r instance, if your dhampyr has the Mentor Background, maybe one of the other players in the wu is his
patron. Or perhaps he has been assigned to the wu as an assistant by the mandarins of the court — or as a spy to
ensure that the Kuei-jin have not strayed from their path

Or, if your Storyteller is willing to go to the effort, your dhampyr can be a free agent who just happens to keep
gettingmixed up in the Kuei-jinwu's business. Remember, a high Joss rating ensures your life will be “interesting,”
50 it’s not that much of a stretch for your Shade Walker to keep falling into situations that bring her in contact
with the rest of the group.

® Option 2: Five Halves Make a Whole: In terms of balance, an all-dhampyr group is easy to handle
Everyone has the same basic capabilities, but using the Age Background, Disciplines and Joss, you can still end
up with a wide variety of abilities (and personalities, of course). The big hurdle here is the reason the group exists
at all; such groupings are very rare in the Middle Kingdom

The easiest option is to start such a chronicle in either Hong Kong or Singapore. These are the two hotspots
of dhampyric activity, with far more than their fair share of the half-damned. It would be very easy for a few local
dhampyrs to cooperate toward some common goal. With the Golden Lion Emperors trying to use Shade Walkers
against the penangallan of the Golden Courts, and the Quincunx still fighting over the fate of Hong Kong’s Flame
Court, there are plenty of conflicts for such a group to become involved in

In more traditional areas, dhampyrs could congregate among the servants of a court or the Scarlet Screens
of the local vampires. As long as the characters are subtle about their association, they should escape notice
such is their lot, after all. But if the Kuei-jin catch sight of their “organizing,” the dhampyrs are likely to be
reprimanded or recruited into another battle altogether

One unique possibility for a dhampyr group exists: a family. Although such a situation would be exceptional,
itisn't inconceivable for an especially Yang-addled Kuei-jin to have sired (or even given birth to) several children
over the last few centuries. As longas a few players purchase levels in Age, a group of half-siblings s very possible.

Ster OnNe: CoNCEPT How your dhampyr was brought up shapes her life.

Whether the dhampyr’s unnatural paténsplayed a large
part in his upbringing molds her attinides andiprejudices.
It also affects how she sees herself — whether she'is'a

mortal with a demon half or a demon who is half mortal.
have to define them a bit more clearly than,you would a N

A clear concept foryour dhampyr is absolutelycrucial
forshapingherintoarounded individual. Sirice dhampyrs
are not fully at the mercy of theirhalf-damned nature, yoir

t, consider the dhampyr’s current relationship.
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carrying out herwishes without question? Has he seen the
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nopfnal Kuefrgiecioes. Ml e the guiding framé®
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dhampyr, it can sometimes be hard to get a grasp on.a
Shade Walker’s personality
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;e‘ points to Buy Disciplines, only other A dhampyr'sstarting Willpower is equal to his Courage
Attribute: or Abilities). & ratingand can'beraised in the normal manner. Unlike Kuei-
o« jinydhampyrs can start play with a Willpower lower than 5.
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the Kuei-jifiyorwere yofl raisedwithin it? How long has
your dhampyr been alive? Has he lived beyond a normal
life span without realizing who and what he is?

» What role did yoursKuei-jin parent(s) play in
your upbringing?

Not all Kuei-jin take aflarge part in their offspring’s
upbringing: Some ledve the dhampyr to trugted Searlet
Screens or mortals held loyal with the chains 6f Obliga=
tion: Qthers ‘donlt even know’ about their childten;
allowing the dhampyr. to grow up in a faitly normal
efwironment. Did your Kuei-jin'parent raise you agall?
Dosyou éven know who he (or she) is2 If s0; has he
acknowledged you? How do you feel abouta parent whie
is a bloodsucking monster?

» How has your experience with your P’o shaped you?

Every dhampyrgrows tp with a little voice in her
1iead, telling her she’s not good enough, that no one really
loves her, urging her toward horrible deeds and actions.
Most dhdmpyrs resistthe urges of the P'o,but that doesn’t
mean there aren’t profound:psychological effecgs. (The
P'o resists®Virtue rolls, remember, which’ means the
dhampy¥s impulse control is less than perfect.)

What s your-telationship with your P'o like? How
have youcome to termswith the Demon in'your head? Do
Yo ccasionally giveiin toittekeep it quiet? Or have you
suppressed it as much as possibléywatching all'your own
actions.for signs of the:beast’s influbnce? Do you $ee the
Plo as @ part of you or.as an outside inflgence? Have you
been through therapy? Has your relationship with your
P'o affected the-way.you relate to othefs?

© What part has your amazinig joss (both good and
bad) played in Your life?

Joss can be a double-edged sword. While it usually
means good fortune for your dhampyr, it also means
that peacesand quietare hard commodities to come
by. How do your perceive your joss — if you peiceive
it at all? Are the forces of foftune a palpable part of
your life, or do you'fust take them for granted as part
ofithie way the world works? If you have the Tainted
Joss Flaw (seep. 59); whar kind of terribje things have
happened to the people around youras.aconsequence
of your own gadd fortune? Do you sometimes look at
your-“good” luck as-a curse?

* Do you.align yotirself more closely with the
mortal or the supernatural world?

Dhampyrstare degidedly caught between' two
worlds. Most of the time, one of their parents is a
normal human while the other is a supernatural mon-
strosity. At some point in their upbringing, most
dhampyrs decide (consciously'ornot) whichside they
align themsely#s with most. Do you.see yourself as a
monster withaa human half or a‘human with.a'mon-
strous halfiDo you try to'emulate the world ofmortals
as muchvas you can even asiyou stalk the nightwith
the Kue ? Have youl rumed your  back on your
hugmanity altogether, emb the Pemon in your
souland treating himans asnothing more than sources
of'cheap, fast Chi?

DHarvpYR PARENTAGE

Kuei-jin can only viably mate with humans or
other Kuei-jin. While it may be possible (if rather
repellent) for Kuei-jin to have sex with other shen,
only pairings with mortals or other Hungry Dead
produce oftspring

Basically, dhampyrs are dhampyrs regardless
The power of the Kuei-
jin blood either overwhelms any other inherited

of any special parentag

spiritual component orkills the child in the womb
So mortals touched by other supernatural crea-
tures — ghouls, kinfolk and the rest of the menag-
erie — can usually have a child with a Cathayan,

but that child is a “normal” dhampyr. No extra

perks, except perhaps for some unwanted atten-

tion from a powerful grandparent.

Dhampyrs can only have children with nor-
mal humans — even other dhampyrs won't do.
Shade Walkers need the life-force of a fully living
partner if they want to be fruitful and multiply

While the child of a dhampyr is fully mortal,
they tend to have some pretty strange luck. In
game terms, such mortals have limited access to
the joss that most dhampyrs possess. See page 55
for more details
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A physically weaker and have fewerhealth
% Age Background on page 57). _—
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" best of both worlds. Half-damned heal normally like mot-  applies to actually standing in the direct raysof the sun.
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enough to eliminaté this pgn?alt'y Some rare dhampyrs
manifest a bit more of d'reaction to the sun, their'skin
blistering and peelingunder its rays. Obviously, dhampyrs

operate nermallyat night, and most prefér.to see stars in
the sky father (me flaming Eye'of Heﬁflin, f o
Py 000 T e

Lire Span

Dh;niﬁ?rs are not imme ‘c:'eja:ures. They are born;
they live theix livesand they die —eventually.One benef
’s half-breed ‘heritage

The average Shade

age. Of course, mostelderly dhampyrsha lopedenough
Disciplines and kills to cﬁw credly joints. |
ComiNG oF AcEe ot N
A dhampyr's um::tural metabolism usually¥kicks in
during his early twenties. Barring accidental (orifiten-
tional) death o:,dismeMnt, the,bﬁﬁ-damned In
ook forward to 300 or 400 years of activity and healthz
Okceasionally the aging process doesn’t slow um“xl‘ much- #¥
Tater ifisthe normal ‘mortal span:~Thisy shortens the §
dhampyr’s life expectancy significancly. g 8
The few Kuei-jin bothering tostudy the hal ed
over the years have found thateis possibletodet
whgn‘ﬁ\dharnpyr child willﬁ!}e of age (inthesup
‘ral sense) by studying the astrological €nditions of,
birth: Those few usiny thisk \vlﬁéehive b ol
! contact their offspring at especially-auspicig
and forge a strong relationship with them.
ious to this.coming of‘age, dhampyrs can’t’a
ers that require conseious use. Active uses
joss just aren’t possible. The unconscious aspects
" pyr’s powers — Passive Joss, unconseious use ofCh
for healing and so.on — still function normly, ip\?ag f
A starting dhampyr character is-assutmed to have researching ways toexte theiralrea ve
already gome of age, so aging really' won't have much « yieommon — especi yfearofi
effect on her, other than limiting how proficient with ~ aggravated dai i “and fite, Additionally,
Kuei-jin Disciplines she can become. (see below). Fo¥ aged-dhampyrs quite/o beco_@;&'p\endm (atleast . Sovy
more details on the effects of age on the half-damned, see _ psychologically)onthei Chitopiggect andsustainthem. |
the Age Background (p: 57)- a0 & Elderly dhampyrs arc quite powerful, (perhaps even
F more so than astarting Kuei-jin! ), but are often self-serving
The Ravages or TiMe 4 cowards. They have to be cajoled orthreatened into taking
Compiared to humans, dhampyrslive along time—and * any action that piits them in direcg personal danger. This®
they tend to get-a-little erratic as the decades pass. To be  can make for some entertaining roleplaying situatioris-+
“hohest;not many make teo their later years: A dbampyr’s < It's possible to play an older dhw if you buy the

tyice of the Yama Kings.
I finally

f ey, age. Many consu

“pHénomenal luck often leadshimi toahigh-velocitylifestyle ~ Age Backgrund déscribed on page'57.
~which often comes to a fatal end.when his luck runs out. 'y #
3 pyrs making@it beyond their 250th year tend to., Vlll'lll'l S

becont’gﬁ_;t;re and more obsessed with eir own mortats, While dha% areSaddled witha Po, theyare close
ity. While they are still incredibly vital and active, they. * enough to theif hymanity that they\etain the normal

can feel Eheif'hakfc,@gt?l shelis‘?aduaﬂr

»

ading away as nirtal Vigeues of Conscience, Self-Control and Courage.
. L N ¥, 3 /e CA)

p 4 % 3 ¢ X3
et = N T S . .
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A fulldescription of these Traits’ psychological meaning
appears in'Vampire: The Masquerade (pp. 133-134), but
they have a larger significance for dhampyrs.

Conscience is the closest thing toa Kuei-jin's Huft soul
and dhampyrs’ players should roll Conscience for any
check that would require a Hun roll for a Kuei-jin charac-
ter. Similarly; the éther Virtues serve the dhampyr when
using Chierotheraspectsoftheir Kuei-jin nature: UseSelf-
Control for anyycheck that would require a Kuei-jia' to
make a Yin roll; and Courage for any check that would
require aKuei-jin tghake aiang roll. Self-Control and
Courage also deterine thedhampyr's access to @hi to fuel
Disciplines or healing (see “Dhampyrsand Chi,” p.50).

Dhampyes do bear the P'o'of their Kueisjin parents.
Among other things, the. P'o weakens the dhampyr's
resolve: Whenever the player'must make a Conscienice,
Self-@ontrol or Courage roll, the rollis resisted by the P'o.
This makes Virtue rolls Véfy-uneertain for.dhampyss,
although they are still more stable than the Hungry Dead.

See “The Devil Inside” below, for a full discussion of
the half-damned’s Demon soul.

HumanjTy

While true Cathayans are divorced from most moral
concerns, dhampyrsare notso “lucky.” The half-damnedhave
to abide by the dictates of their human consciences, growing
closer to their human side through human actions-arid-es-
tranged from it through monstrous ones, Dhampyrs need to
make Humanity tests just like mortals or Kifi=jin, and-are
subject toallof the social consequences of low Humanity (see
Vampireé: The Masquerade, pp. 134-136 ). Also, like other
motals, dhampyrs can never lose theirlast point of Humanity.

Asdhampyr's Humanity also limits howsmuch access
she has to her personaljoss. The farthet the Shade Walker
strays from her human heritage, the less the forces™sf
fortune smile upon her. See pages:54-57 for the lowdoywn
on dhampyric joss.

The dhampyr's half:Cathayan blood prevents her
from ever being fully in touch with her human side. Fagh
point of permanent P'o subtracts. I from the dhampyr’s
maximum Humanity. Therefore, adharipyr’s Humanity
can never be greater than 9 (10 - I'point of P'o):

Tue DEeviL jusjpEe

The dhampyr's P'o is a poor coisin to the beast that
dwells within each Kuei-jin. Where a Cathayan’s Poisa
constant pft’\t’“((‘ wal []IIH toseize ((71]”\)1 at any Upr‘(\l’[LI‘
fity, a dhampyr’s P'o is a voice in the back of his head,
egging the Shade Walker on to Horrible deeds. The
presence of the P’ois part of what makes the dhampyr who
he is. In game terms, every dhampyr starts with a Plo of at
least one, possibly*more depending on what Flaws the
player chooses during character creation.

Because of the weakness of the P'o, dhampy
resistant to many of ifs effects = but perhaps notas fully as
their parents may have'raiséd them to believe. The Kuei-

Coming Back.

Dhampyrs die. It takes a lor more damage or time
to do the job, but it does happen. Assuming the
dhampyr hasn’t been feeding her P'o in life, death
takes its normal course. The dhampyr is no more or
less likely to end up in Yomi or take the Second
Breath than a human: Their own sins, resolve and
depravity determine that

On the other hand, if a dhampy has grown
and prospered, then death isn't all it’s cracked up to
be. The souls of dhamp
three or more are likely to attract the Yama Kings
through their wickedness and ride straight down to
the Yomi World for a leisurely period of hellish

s dying with a P’o score of

torment. These swollen P'o souls, however, may well
be strong enough to claw themselves back out of Hell
and take the Second Breath.

If a dhampyr has a P'o score of 3 or 4 when she
dies, the player should make a P’o check (difficulty
8). Willpower can’t be spent on the roll (after all,
the character is dead). Success grants another life
as one of the Hungry Dead. If the character’s P'o
score has reached level 5, don’t even bother to roll.
The soul is definitely on the expressway back to the
Middle Kingdom

The dhampyr’s previous experience really doesn't
gh. Shade
Walkers have to go through the chih-mei stage and all
the rest of the unpleasantness associated with takir
the Second Breath. In game terms, Nature and De
meanor can shift, but P'o Nature remains the same.
Walkeris cut offfrom
etainssome measure

cushion her for the return journey, the

What's more, the returned Sha
thejoss that served herin life. St
of the Disciplines she developed but the trip to Yomi
scars the soul. Subtract one dot from each Discipline to
reflect the spiritual disruption of the trip. If this reduces
an ability to zero, so be it. Death’s a bitch.

jin, used to battling the fierce beasts inside them, find it
hard to believe that the withered: Demon inside their
children-could ever constitute a real threat. Most of the
time they are cortect and.an attentive and disciplined
Shade Walker has little to fear from her Plo. But the P'o of
a Twilight Childis capable of taking control under veryrare
Circumstances. See “Shadow Soul” (p. 49), for details.
The P'o canstill driveadhampyr to either wave or fire
soul as with Kuei-jin; but Shade Walkers don't have to
worry about “harnessing” the P'o when they invoke De-
mon Arts. The very fact thacthe dhampyrhas a P'o méans
that they can tap into its powers, however. Dhampyrs can
use most of the same Plo abilities that Kuei-jin can,
including invoking a berserk rage, resisting magical mind
control, growing fangs and using Demon Chi: They can
only spend one point'of Demon Chi pertarn, however.

Even though it is (usually) incapable of raking con-
trol of the dhampyr’s body, the ginister voice of the P'o
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Virtue check, the P'oistight there opposingit. It whispers
of fear when Courage is called for, of unbridled indulgenice
in thé face of SelfControl, of thoughtless action instead
of heeding Conscience: If the dhampyr givesin and listens
to the P'o, the'results can be spiritually devastating.
In'games 1 P'5 soul opposes any Virtue roll
that the' dliampyr has to'make. The Storyteller rolls the
dhampyr’s P’ g{zmg (difficulty 6). Each success that the,

dhampyrdoesnt get any successes, then she loses a point
of Will a8 the hissing yoice of the P’o erodes her
confiden (N I state rolls aré already contests
between rhe Yo a nd one of the Virtues|

I{adhampyrs!hysmofarﬁ'ﬁmherhu ge, the
Dembn within her grows suronger. If the
to the impulses of the P'o, it becomes more - powerful,
eventually damning the dhampy: eturn as one of the
Hungry Dead.
roll, she gains apoint of P'o. This also lowers

‘Humanity (and by extension, her Joss rating).

aximum
chance of coming back as *ﬂ Kuei-jin.

“Can also help determine how the dhampyr's demon form
looks if she learnis Demon Shintai.

half.dead blood of The dhampyrs ‘also
n resistant to any effect of power that is less
-

Jt sygerriatu ral targets.
UL STates B

; Dhampyrs are subject to the same soul states as rheir
unlivin&armtsa,al though their weak P'ousually means
they have Tess trouble retaining contrel of themselves,
Wind soul is the default state for dhampyrs, as it is witl
Kuei-jing The dhampyr is fully in control of herself,
mistress of her passions and fears and not'the subjecbo{
\ them whilg in wind soul.

Ry

N A sufflclemTy thlcarened humiliated, hungrv pas-
mm‘ just plain pI.SS ffdhampvr can lapse into the
~ " mindlessand brutal rage offiresaul just like a Kueisjin. All
Ql.étl‘hmgs that could provoke &Kuei-jin into fire soul
“ canal ovnke a dhampyr.

rs. resist fire soul wifh their Self-Control
tather than their Yin. Other tha.n that, treat dhampyrs

" exactly like full Kmq}n (Kmdl’d of the East, p 150).

L S =
W JLLPOWER = s
% dhampyrs use Wl“pOWéY just like Kuei-jin, wh
: 're powering Disciplines, resisting mental or magic j
‘control, or pushing themselves to the peak of
performance. A Shade Walker's starting jer is
equal'to his Courage. &

-5

=),
does have its sav Weneve;a Shade Walker attempts a WM SQul_

Plo garners removes one of the dhampyr's successes. lfthe cousins (see ps58).

DYr gives i Oeher than that, treat dhampyrs exacrl?‘ﬂbmuq-]m ::

ﬁ@y time a dhampyr botches a Conscience SHDOVI

A dhampyr still needs to pick a Nature for her Pl doof, A
_‘whichshould determine the content of P'o’s whispers. It _theP’s|

3 _“dhampyr's P'o scoi

Dhampyrs are also subject to the flip side of fire soul;
the overwhelming terror of wave soul. Fire.can provok
wave soul in dhampyss_just as in Kuéi-jin, as can
presence of a strong demonic force such as a-Yama Kin
Asufficiently powerful Kuei-jin might be able to provoke
wave soul in a half-damned as well — e

fﬁ;‘npvfr was raisedoutside of the courts. Elderlvdhlmpyrs

often mdre vulnerable to wave soul than their younger @

The gaze of the Eye of Heaven does not'ﬁmvolcz wave
soul for the Shade Walkers. They may not be at their best
under the sun'sgaze (as menrioned before); , but since its

and aren’t any don't rot them to pieces inside a few. minutes; the
different for dhampyrs — the P y‘does not get two rolls.) :;g:l ofea it HEELRENE ::Bm g B

¢ [dms

g parents do.

Wave soul is. mtstMlth Coura‘ge.mrl:q than yapg

(Kindred of the East, p.150). . ¢

/- V. ;
e &

The weak P "fthe dhampyrmakes thewummune to

BT “theeffects of shadowsoul = osfoTthetlme";hmlspne
with'three or more dotsof P'owhen hedieshasapretty good circumstan g ¥

ge in which the dhampyr's ¥ %
and that’ aS'hade Walkem 7
¢ brink of death,
whohave harmed him.

d ﬁfﬁng;hgsm song of death

take

ded be‘vontf lnca—

eis chance togive up
: murs. the P'o’s voice
ers the dhampyr a way out

hade Walker relying %
2 mon soul. If she
carry out the iast dirch

refusggm Po's offer,
*healing attempt (see p.%ﬂ
- M thedhampy, ﬂoo%to:drace the Dcmon the
rilnmme iately jumps one point, and
~the baleful energy of the P'o's growth heals the Shade
Walkerback-to Crippled (this healing affects lethal and-
aggravated damage-:hke)ﬂ'hé dhampyralso slips intoa
special brand of s soul, moreterrifying even than
that of a Kuei-jin: She'suffers no wound penalties as if
she were in fire soul; she may also freely spend Chi to
heal damage (as a reflexive action without having to be
inactive and ignoring the standard one-per-turn cap on
Chi expenditure). The dhampyg also raises her Black
Wind Discipline toa level equal to her P'o score for the
duration.of the frenzy — if she doesn’ghaye Black Wind,
she gains it temporarily.

This aggravated state remains in effect for a full
scene, with the P'6 firstsseeking immediate retribu-
tion-against thosé who nearly killed its host and then
pursuingits OWn twisted goals. At the end of the
scene, the special benefits of this state subside, and
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the dhampyr can attempt to regain control. Ta'do so,
she rolls Sélf-Control, opposed by the (new stronger)
Plo'as usual (wound penalties affect neither side-for
thiseoll), The difficulty forthis roll is 6. If the P'@fgets
successes equak to or greater than the dhampyr’s, the
P’0 remains in control.of the body for a number of
hours equal to itsilevel.

Shadow- soul can be-a-shattering experience for a
dhampyr, especially as they are given little preparationin
their upbringing for whar-&afi happen when the Demon
takes control. /As Kugifjin, all dhampyrs gain a Derange-
ment in the wake 6fSubmersion in shadow soul®

The DuarMas

Dhamgys cannot gain any spiritual bénefit from the
Dharmi€ paths, even if they somehow:begome familiar
with.thieir precepts and methods. This isn't because ofany
sort of failing on the dhamipyrs’part; the fact is that.the.

Shade Walkérs don't need Dharmas. Theirsouls are theie

own, free of the karmic taint that damns their parents:
This fact is lost on most Kuei-jin —as well as on a
good deal of dhampyrs.

DuaMpyrs anp Chj
In tetms of Chi, dhampyrs sharera lot more with
enlightened mortals like the Shihthan with their Kuei-

jin parents. As most mortalsdo, dhampyrs have 4 tetal of
10 Chi pointsintheir body, 5 Yin and 5 Yang. However,
they can’t access all of it like Kuei-jin can. As with the
Shih, the amoune of personal Chi that a dhampyr cah
access is-determined by her Virtues. A dhampyr’s Selfe
Control determines the amount of Yin Chi _acéessible,

fand Courage determisies Yang Chi.

A-dhampyr'shuman Soul keeps her from being able to
channel Chi asfully asaKuei-jin. Dhampyrs can only call
onasingle pointof Chi (of any type) per turn. Chi powers
réquiring more than onepointof Chican still be used, but
thedhampyr has t6'spread the Chi costoutagross multiple
rounds, The power takes effect when the final point of Chi

2-is spent. Some powers, like Demon Shintai, already take

multiple rounds to take effect. These function asnormal
for dhampyrs. In cage there is a discrepancy between the
number.of turns a power takes to activate and the number
ofturnsit would takea dhampyr to spend that Chi, use the
|ong§; of the two.

While dhampyrs are quite a bit more resilient than
mortals, using Chistil] rakes a lot out of them. For every
two points of Chi (of ahy type) a dhampyr expends in a
scene; she takes one level of bashing damage. This can be
soaked as normal.

Dhampyrs can corivert one type of Chi into another
at a cost of two to one! This is the only safe way that a
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dhampyr can end up'Spending more of a particular typeof one. When aShade Walker doesthis, maké.a Conscience . o
Chi than theirVirtues*allow (for lan unsafe wayy see . roll. Failure restilts in a loss of Humanity,.and a botchd
below). Remémber.that a dhampyr can only spend one  results;in gaining a PG point, e £33
point of Chi per tifn, so it takes two turns te produce one ( Vi
point of converted Chi. 5 i qu Cuj SR T =

Chi in excess of her Virtue ratings is sometimes acces- DHampyrs can, regain(Chi just like other rppx:@ls,
sible to.a dhamipyz, but the €ost ean be very high. Drawing _resting. For every hour of complete rest — thatm
on thosé reserves takes'a Stamina roll (difficulty 9), with ~ Strenuous activity,* physical or mer_\tal — 4 dham
each success gamnering an additional point of Chi, uptoa_ régains one point of ChisUnlike normalmortals, dhampyrs
maximum of 5 - the appropriate Virtue. Botching the *can ehoose which, type of Chi they wish to régain, up to
Staminaroll results in a nasty Chi backlash. The dhampyr the maximumsdictated by their Virtues. _'m'fs time spent
takes a number health levels of lethal dantage equal to 5 - . Testing counts toward healing damage as el plme. © 2 ST
the appropriate Virtue; these cannot soakeﬁ, Play with fire Meditation can speed up the progess of Chi regenera-
and get burned. © 1 ) . tion for a dhampyr. All d\at’sfrequf?’éﬁ for this is some

P / I, .- . péace and quiet afid a Stamina + Medirationroll (diffi-

Devon Cwp : ‘ ~

{ & S ‘\ A, & clty 6). If the player ﬁt&*e'ven' a single success, the
A dhampye’s P'oalso gives him access toDemon Chi;.  dhampyr regains Chi at & ouble the.ngitnal speed (two
as mentioned before. Demon Chi functions for dhampyrs < points per hour instead of just one). / &4
exactly as for Kuei-jin, subject g@hq Chi channeling .~ Dhampyrs also qﬁin Demon Chi, but they get it
restrictions mentioned above.: - back more slowly. than Kuei-jin: Rather thian rolling the
Because of the weakness of their' P'o, desperate “'cha:acter‘senti%ﬁ)atsundown\adhampyr?,f,_playemnly
dhampyrs can also attempt the rather perilous task of “tollsasinglé die(difficulty 6). ifhesucceeds, the dhampyr
converting either Yin -or Yang Chi into, Demon Chi, regains asingle pointof Demon Chi.If not; he ait
effectively feeding the energy to the P'o. Yinand Yang until the; d hope for better luck. ta-
Chi convert to Demon Chi at the normal rate of two to, «tionidoe on Chi.

%

&

andarins that might overlook &
d pressed to look the other way whe:
dham; ould sor find himself ina Sit-l' :ﬁiﬂﬂ where a feast
ble; here's how it all works out: B s
ike Force Zero agents, imbued characters from Hunter: The
ortal, aw theyofténhavea lot more tosayabout the issue

h Ch g a normalhuman’s does, bt the dhampyr can
elose bond to the forces of life. Adhampyr

the Chi it’s going to give her &

too rarefied a substénee for dhampyrs

other sheri™— doesn’t net any
yhowever, sodrinking vitae can restore.
i from blood. Dhampyrs drinking |
e ghouls. Dhampyis also can’t be:

i _ flesh of a Kum®*werespider, a true
pretty. u@leasan&?&\e{npvr gains
el of the creature eaten (corruption-

Lt - o o
m%.&:amwm heyssits
onsuming a body that is corrupted in some fashion, |
r hengeyokai consumed by the Centipede (the Wi
d she takes one level of aggravated damage per hea

lifesforce of Embodicd wraiths o the
taste like chicken: e
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Consuming Passion

Dhampyrs serving the Quincunx or the other
courts are pretty unlikely to chow down on human
flesh. Most would probably rather gnaw their own
arms off than stoop to the level of chih-mei just to get
some fast and easy Chi. In some of the more reac-
tionary courts (like the demon-hunting Golden
Courts), eating flesh might even be enough to get
them branded akuma.

Independent dhampyrs can be less discriminat
ing. Most don’t even know that it's possible to regain
Chi by eating human flesh — but when they find out,
all too many are anxious for their first taste

Dhampyrs corrupted by the Yama Kings have
absolutely no problem eating their own. In fact, these

akuma |'vm|v.aH\ preter to regain Chi in this manner.

Unlike the Shih, dhampyis.cannot reg-ain Chi by

fulfilling their Natures (see Weorld of Darkness: Demon
Hunter X). However, they can regain Joss by doing so.
See page 57 for more details.

& Taste ror MorraLs

There is another much more gruesome method for
the half-damned to regain Chi. Although the dhampyrs
are too. “spiritually stunted” {they.prefer to phrase “too
human”) to abserb Chi from blood, bréath.or'the iworld
around them, they can gain it from the most basic source:
mortal flesh. Each health level eaten from & victim're-
stores one point-of Chi, along with one level of any
unhealed bashing damage stemming from Chi use.

The dhampyr's less sophisticated-ability“to process

Chi limits what kind they canabsorb from a Vietim,.

however, Living victims*only-offer up Yang Chi tora
dhampyt, while cold corpses only offer Yin=Only a freshly
dead (less than four hours old) corpse offers a dhariipyr a
choice of what-Chi he wants to ingest.

Players whose dhampyss regain-Chi in thisimanner
must succeed on'make a Conscience roll-(difficulty 8) or
cough up a point of Humanity: Don’t forget that the half=
damned’s P’o rolls against-them. in this test. If the player
botches the Conscience roll, hergharacter immediately
picks up a.point of P'o as the beast within revels,in
cannibalistic depravity.

Tue Hunger

Running low on Chi is a dangerous prépasition for
adhampyr, even mareé so than fora Kuei-jin. The P’o’s
whispers gain power and focus, driving the Shade
Walker to seek out an easy source of Chi. The delicious
odor of raw-flesh ‘causes a terrible hunger in the half-
damned hc!ly.

When a dhampyr has three or fewer pointslof non-
Demon Chi (Yin + Yang) left in-her body, she becomes
subject to a driving hunger for flesh. The player must pass

a Conscience roll every time'the dhampyr entersa situa-
tion where amortal is available for earing. The difficulty
is eual to'7 - remaining Chi + Age Background. The P'o
resists this rollasusual (difficulty 6). If the difficulty of the
Conscienee roll drops below 6, the dhampyr feels the call
of cannibalism but resists automatically. If the difficulty
Fises above 9, she givesin and searches for a mortal to feast
upon-The Storyteller may adjuse the difficulty to reflect
theease with which the Shade Walkercould feast without
attracting undueattehition, Those who have eaten flesh
during the last month alsosuffera+ 1 difficulty penalty —
the rush of gating"Chi is addietive:

Tue Uses oF Chj

Chi plays a vital role in the lives.of most dhampyrs,
strengthening them and lending them amazing powers.
Unfortunately, dhampyrs cannot pereeive Chi in the
same way their parents can. Dragon lines and nests ate
invisible to.them, and they cannat use either Ghostsight
or Lifesight to see the-energies roiling around them.
While the Shade Walkers can’t channel Chi as easily as
the Hungry Dead, theycan still put the forcesof Yin and
Yang to gooduse.

The most commeon.use of Chi among the Shade
‘Walkers is to heal damage (see p. 46). Although this
requires ¢alm and inactivity, it is a largely unconscious
processforithe dhampyr — even one who hasn’t come of
age can tise' this ability, often withoug ever realizing it.
Dhampyrs'may-also use to-Chi to power any Kuei-jin
Disciplines that they know; and'can also ehannél Chi to
boost their physical capabilicies if they Kave the appropri-
ate Shintai.

Kuei-jin-have to spend a point of Chi¢ach évening
to ahimate theirunliving bodies, but dhampyrs have no
such need. Dhampyrs canspend a point.of Chi to aveid
having tosleep oreat for 24 hours, however. The type of
Chi spent tode.this does not aspect a dhampyr as it does
a Kueisjin. However, the {Chi type can affect the
dhampyr's mood forthat period. Yang produces a feeling
of ‘euphoria -and. makes the Shade Walker-prone. to
aggressive tendéncies and reckless acts. Yin Chimakesa
dhampyr_more introspective and thoughtful and pro-
duces vague feelings of ennui. Neither of these involves
an actual game efféct.

Duampryrs anp DjscipLiNES

Dhampyrs-are capablé of learning some Kuei-jin
Disciplines, although their very nature prevents them
from eyer truly mastering them.

The mysteries of the Soul and Chi Auxgs are beyond
the ken of dhampyrs. They are far too tied t6'the mortal
world to access them. Thetwo exceptions to this are Feng
Shui and Tzu Wei, since any normal mortal can learn
these with.&énough time.ATime is one thing the"half-
damned have in abaundance,'so many elderShade \Walkers
are quite skilled-at these arts. Demon Arts andshintai are
easier for younger half-damned.
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~~dhampyrsaren’t as well equipped to handle the tremen-

| make aConscience roll (difficulty 6, opposed by the P'o)

~tothe:dhampyr's P'o as normal.

, they can’t use
-damned also can~
iral benefits of Kuei-jin rites
rake in them for social rea-
ck thg strong bond wmh Chi

te it ga rhls manner.

: ﬁﬁdwm ﬁlg'it s, taxis
ing for them and so on. The higher .|
ore fortune she is blessed with.

of are off-limits to tams effecs are hardly éven notice
s, alth g eyco celvably learnMo ) st pat i)f ordinary life to the
i ¢, they'd have to convince a Their D at the i le coinci-
h it:t0 them.. Smke% e Zero cybemet- ! e tgﬂ f# l!:t thg Swmdlkeq Juﬂ'
no-no pyrs. The half' ] g i
‘bodies doesn’t respond well to i

. Dhampyrs can leam ,but their Ava-
re tied up‘{h't'hmr half-d state*sqahev are
capable of Awakened maglci " ge o
‘fnanycase, adhampyrchmc@fcantﬂartwmhany ‘ R I 3 Ipsfnoe
\ ueeredxershe l B ave bags;ﬂlsv i
ay, 4 g.co (]*emﬂjlmdollarsmdmgmonevora 3
ed heads), receiy

* “Even_though they can learn the various shintai,

dous strain of manipulating Chi as their fully damned:
parents. Over time, a dhampyr’s body hardens itself, b
“it’s a process that takes centuries. The maximu
thatadhampyr can have inanyshintai is equal'to
\in centuries, rounded up. So, a dhampyr that s been”
around for 175 years could learn up to two levelsin the
permitted powers. Few dhampyrs ever learﬁmoﬂ! than
one level in any given shintai, but a few eldér hall
damned have struggled to level 2 or 3. Other th:m this
limitagion, the shintaifunction normally for dha.mpk.
- inclpﬂmg the Chi attunements.

Iéuou ArTs

Dhampyrs may learn and use asmany levels in Demon
Arts as their P'o permits — subject to'the restrictions for
spending Chi. Theyofféraseductive path since dhampyrs
are not subject to shadow soul and so canuse Demon Ars+
more easily. The Demon Arts are still perilous to use,
however: Every time a dhampyr invokes them, he must

, the'more mteresm'ig is 1fe becomes.

. The table below should give you a good idea of the
' kinds of effects thar surround a dhampyr, depending on
her ]oss level Incidentally, when a dhampyr. “binds” his
; icular Ahtl fee P 56) it reduces the
ordingly -’n

% "i! vl i
win eards orqo

not. You'll never be audited.
arly find moneyt lying in

\or lose a point of Humanity.Botching the rolladds a point

. Most Shade- Walkers who have contact with Kuel-jin
socieryknow better than.to screw around with the Demon
“At6s) They've heardstories of.the Yomi World (or trav-
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topavxl%e Thousand Hells a visit. *

Iron Mountain, Kiai and Hellweaving functien for
dhampyrs just as they do for Kuei-jin. The other two
Demon Arts require slight alterations, however
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The mortal children of dhampyrs have access o
Passive Joss egaal to their Courage Virtué: Theyican
never learn t6 use Active Joss or Joss Binding, however.

Acrive joss

Dhampyrs who study theirjoss can learn to focus it
actively, not only relyingon it for last-ditch protec-
tion, but tsing it to aceomplish specific goals. Charac-
ters who have learned the Active Joss ability can burn
off some of the random possibilities that constantly
surround them and refocus that luck. The dhampyr
must concentrate and things suddenly (and sometimes
spectacularly) go his way. Impossible shots hit; the
dhampyr just happens to find a-weapon when heneeds
one; a guard turns away at just'the right time for the
Shade Walker to sneak by.

Observers'marvel at the sheer luck of it all — the
dhampyr doesn’t appear terribly skilled, just incredibly
fortunate. For the Shade Walker herself, using Active Joss
is an invigorating experience,a moment of control in a
topsy-turvy world of random oceurrences. She remains
aware that she is burning off some of her joss in theprocess,
however, which may leave her tired at theend of the seene.

System: The dhampyrmust concentrate for a turmn'to
use Active Joss. The player'thénrolls Humanity against a
difficuley of 7. Every success on this roll becomes an

_® =

automatic success.the player can'dpply to the action she
wishes to be lucKy. Applying eachssuceess costsa point of;
Joss; sa the player canriot buy more successes than she has
unbound points of Joss, even if she géts more on the
Humanity rell. These attomatic successes work initheé same
manner as those purchased with Willpower, although
multiple ones can be applied'to4 single roll (and yes, they
can be combined withan extra success from Willpower).

¥ The acfion to whi¢h the extra successes-are applied
must@ome soon afterthe Humanity roll, but not necessar-
ily in the next turn: They must be used within a few turns
and the player nust announce how many successesshe’ll
spend and how they will be used immediately after the
Humanity roll. The successes dan be split between mul-
tiple actions if they are related, butthat must be declared
ihmediately.

The Joss points are spent immediately and do_not
linger for passive purposes between the Humanity roll and
thie time when successes are used:

For Example; The Shade Walker “Red Amy” Lu is
pinned down on dfeoftop by a buneh of thugs swith automaric
weapons. Hunkering down behinda bitof masonry, she’s safe
— butonlyfor a few seconds.-She concentrates on hexjoss.and
hopes to getoutof this trap.Amy!s player rolls her Humanity
and'gefs four Successes. The player decides to take all four
suceesses (she had 6 remaining Joss) and split them between
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:ucuéms‘fgymdmg gunfire as she crosses the, roof and
door o theemergency stairs. The Storyteller
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unbind or reassign a point of Joss. Bound paints of ]osg'
G Y

cannot bg used passively or actively.
Eachpoint of Joss bound toa Talent or Skillacts asan
additional dot in the"approprlate Ability. The maximum
level.to which a Talent or Skill can be raised is equal to a
dhampyr's Humanity. Jess can only be bound into Talénts
vor Skills;not Knoﬂedges or any other type of Trait.

Attacks le(bal damage using an Ability with

Jjoss bound to it ah ve am.qgferspewal effect: Thev do

% aggravated damage against s\nperpaturai tafgets.— just
like the claws of a hengeyokai. This applies to firearms as
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STORYTELLING, jOss aND STYLE
Let’s be honest: The joss powers of dhampyrs are
very cinematic. These abilities function best in a
chronicle with a high-action style, full of guns and

uesome enemies. In other styles of |“] 1y, weaving

through bullets, jumping in a cab that just happens to
be there and shooting a sniper through his own
telescopic sight may not be appropriate atall. You can
use dhampyrs in many sorts of chronicles, but you may
wish to adjust some of their abilities — or the way you
portray them. Some options:

* NoJos
not be appropriate at all. Simply ignore these rules and
have the dhampyrs deal with half-life with only w
few Disciplines they can learn. This is the best option

Inagritty or horrific chronicle, joss may

when dhampyrs appear only as secondary characters in
a Kuei-jin chronicle or if you want to keep things very
human indeed.

* Toned Down Joss: If you want dhampyrs to still
have an edge but need things to be more realistic in
style, tone down the effects of joss. Passive Joss should
work as is, but limit the ambient nature of the dhampyr’s
luck. When he is going to get seriously hurt, the Shad
Walker's luck kicks in, but he doesn't live in a swirl of
coincidences. You may even want to rule that Passive
Joss only eliminates damage past the first health level
from an attack — the character is wounded instead of
killed. Active Joss and Joss Binding can be eliminated
altogether or made very rare.

¢ Darker Joss: Dhampyrs lead eventful lives, but
they can become tragic very quickly. Those around the
dhampyr might suffer for his fortune buddy taking
abullet for the Shade Walker — or the fortune might be
very mixed indeed — the dhampyr’s new love becomes
the target of anakuma. Joss can become asource of horror
and paranoia instead of reckless abandon, as the Shade
Walkers must wander from place to place lest the chaos
that tracks them swallow them whole.

Plo Nature is the Slave might se¢ hérself in chains, made
into the plaything of her greatest enemy — be that a
Yakuza boss or Yama King.

Whenever a dhampyr’s player burns.all her unbound
Joss, botéhes a joss-related Humanity roll e hotches while
using an Ability énhanced through Joss Binding, the
Demon comes out to play. The dhampyr’s player makes an
immediate check for wave soul, but, with especially dan-
gerous implicatians. If the player succeeds, the dhampyr
resists wave soul but suffers flashes ofthorrific emotions
during the contest with the Plo. This has no lasting game
effectybut the Storyteller may have the images€rop up at
other times. If the player fails, the dhampyr entersa very
serious form of wave soul = the P’g’s torments overcome
her, and she remains in wave soul for a humber of hours
equal tothe P'0’s total successes. When she tinally emerges,

—G)

her Courage rating drops by one‘point (to amipimum of
1). If the player'is so unlucky as te botch this check; the.
P'assurges and grows ifustrength. The dhampyr. is subject
to all of the effects of failing the check, plus she gains
another dotin P'o:

These periods of wave soul are extremely, trau-
matic, almost akin to shadow soul. Instead of acting out
the,Demon’s wishes, however, the dhampyr halluci-
nates its fofidest wish"while cowering or/running. At
the Steryteller's discretion, a dhampyr whose Courage
drops to 1 may gdin a Derangement from the psycho-
logical trauma.

ReGajNjNG joss

Luck is-a precious commoditys and it doesn’t return
qaickly. Spent or lost Jossreturns atthe rate of 1 pointper
day, at sunrise.

Dhampyrs-can also tegain lost Joss by overcoming
opposition. When asdhampyr succeeds invany conflict
involving opposition that is at least as skilled or strong as
he is, the-Storyeeller may allow the'player to make a
Courage roll (difficulty 6). Each success restores a single
Joss point, up to the dhampyr's maximum. Excess Suc-
cesses are wasted.

“Conflict” doc¥ nodt fiecessarily mean a fight, al-
thouigh’ combat cettainly qtalifies. Defeating an oppo-
nént'ina game of chancé, a race, or even averbal conflict
qualifies as well. Basically, a diampyr’s success in an
endeavor strengthens his confidence in his own Joss, and
this faith.is tewarded,

Finally, a dhampyr €an regain Joss points by being
true to himself. Luck is an inescapable part of their
identity and by living up to it, he invites fortune in
Whenever a.dhampyr is eligible to regain Willpower by
obeying his Nature, the player should also roll Humanity
(difficulty 9). Each success refreshes a point of spent Joss:

BacrGgrounDds

The -following two! Backgrounds' are unique to
dhampyrs. The Age Background presented hereshould
not be confused ‘with the one uised to represent truly
élderCainites in Vampire#The Masquerade (see Vam-
pire Storytellers Handbook, p. 36). The Face Back-
ground might be applied to a shen‘who somehow has
achieved informal stats amongehie courts of the Hun-
gry Dead.

Ace

Youhave spefit yedrs devoting yourselftothe develop:
ment of your Chi powers at the expense of almost anything
else in your life. The decades of fanaticalpractice and study
have paid off;but youhave little regardforyour human side.
And since you are not immertal like your Kuei-jin parent;
the ravages of time extract a heavy price.

Each dot in*this Background lowers your maximum
Humahity by Land raises yourdifficulty to resist cannibal-
istic:hungersee page 52). Age has d variety of other
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Vivoruage (1 Pr. Fiaw)

Something in your half-dead makeup cannot proeess
the Yin Chithavacbld corpse provides. Should you stoop
to the dishonorable practice of consuming human flesh
for Chi (you shame your family! ), you canonly absorbChi
by consuming the flesh of the living or the recently (less
than four hours)dead. You can.still absorb Yin Chi as
normal from a recently déad corpse; hbwever.

Sueirered UpsrinGinG (2 pr. Fiaw)

Youswere brought up among the Kueisjin since birth,
schooled jni the ways of intrigue and politics that rule the
courts of the Hungry Dead. You knew awhole lot about
the Kuei-jin but not much about the rest of the wold.

You suffer a # 1 difficulty penalty onany social rolls
that involve interacting with mundane society.and any:
rolls requiring knowledge of modern technology like cars
or computers.

Sun Auercy (3 pr. Fiaw)

The blood.of your Kuei-jin Parents funs stronger in
you than normal, and you have a much more adversarial
relationship with the-Eye of Heaven. Where 6ther
dhampyrs can walk aroundifithe sun with only a few evil
urges as a consequence, your skin and eyes are much more
sensitive. You are hardly ever seenoutside without a pair
of dark'glasses (the rays, of‘the sun-give you a splitting
headache), and your skin burns and peels likean albino’s
with too much exposure to the sun.

You take one leyel of bashing damage for every 30
minutes spentin the directays of the sun, Heagy clothing
and sunglasses can slow this process t.one level per hour,
but that's all. You must sueceed on a Consciente roll
when you take this damage (opposed by thé P'e/as the
beast within rages against the sun). Failing the cheek
means you l6se a point of Humahity. On a boteh, yodalso
gainva point of P'o and lapse.immediately into firgsouls

Tajuren_joss (3 pr. Fiaw)

Yourmnatural luck has a darker side tguit than' mose
dhampyrs’ — especially for those who spend'any time with
you. Although joss still saves youfrom harm and allows you
to perform amazing-feats, the background of coincidences
inyour life is distinctlydangerous. You are-always crossing
paths withiakumaand Yakuza killets, becominginvolved in
terrorist plots and other dangerous events:Kidnappers and
assassinis frequently target your friends.

Thishasno concrete gameeffect, but the Storytellershould
endeéavorto have stories reflecting this constant bad luck.

jouorance oF Seir (4 1. Fiaw)

For some reason, you have grown up with absolutelyno
idea of what you are. Perhaps, against all odds, yBur Kuei-
jinparent knows nothing of your existence (and is-there-
fore probably mal€). Your parent may have simply decided
to leavé yonasa “sleeper” —'a secret resource to be called
upon intimeofneed. Whatever thereason, you know little,

Duavpyr ExPERJENCE CHART

Trait Experience Cost
New Ability 3
New Discipline 20

5

20
2l

Joss Binding
Attribute urrent Rating
=Abilities

Disciplines

Current Rat

“urrent Rating
Virtues “urrent Rating
Humanity urrent Rating

Willpower

urrent Rating x2

if anything, about the supernatural aspegts of the Middle
Kingdom and are completely unaware that'you are any-

thing but a normal mortal — albeit'a lucky one.

You may notistart with any Kuei-jin Diséiplines, any
supernatural Backgrounds, Active Joss or Joss Binding:
You may still use PassiveJoss and heal yourself with your
Chi howeyer — you do those things instinctively:

Smrong P’o (4 pr. Fiaw)

Sometimes a dhampyr inherits a bit more of his
parent’s spirit than he mighthave wanted. The beast that
seethes in your head still can’t take control of you; but it
sure does.yell'a whole lot louder. You were nothing but
trouble growing up, and have probably done at leastsome
time in prison or a juvenile home. Tosay you have a bad
attitude is an understatement.

Your starting P'o is 2 instead of 1.

Pojson joss (6 pr. Fiaw)

A miuch more brutalform of Taintéd Joss, above, this
Flaw iindicates that you Were born under inauspicious
circumstances indeed. Yourjoss is harder to tap and very
dangerous, for youwand-your friends.

Passive Joss always costs you oneextta point of Joss
tousé==s0.2 points,f0 camcel a lethal attack and 4 to
cancel an aggravated ohe-Alse; ithas a nasty tendency
to do'so ar the expense’of others < especially those
near and dear to you. Your goodfertune always comes
at their expense: For instance, you might be saved from
an assassin's bullet by your best friend scumbling at just
the wrong moment and taking it-for you. When using
Passive Joss, youmust roll a 10 on.your Humanity roli
for it to funetion normally (although at the added
expense). If you succeed.but don’t get a 10, someodne
l\L‘:lThy wh\)m you care ill‘ﬂl" r‘lkes dﬂlﬂx\}.{\.’ in your
stead. Your ally doesn’t take all the damage, however;
If the attack was lethal, she suffers bashing damage; if
it was aggravatédl she suffers lethal."An ally cannot
take more than/2 health levels of damage froni ‘a single
attack in this manher
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Think carefully before you take this Flaw. It signifi-
cantly weakens the Joss of a dhampyr, and for beings that
are alﬁa,cfir often dwarfed in power by those they walk

/among, that ¢an be a fatal condition. [t may also aliénate
other characters.

Poison Joss alse includes all the effects of Tainted
Joss. It hasno.effecton Active Joss or Joss Binding.

EXPER/ENCE

Chraracter dev:]gﬂi’l:’n,ta for a dhampyr functions in
basically the same avay as for other characters, iiSing the
modified experiencechartbelow, There are some mattersthat
require special_a#ﬁiibn beyond spending peints,howeyer. |-

TrajTs of THE SouL

,.Qﬁg&ﬂmﬂmmﬂw} reﬂeétpaﬂsoﬂ.ﬁe’hﬂ%  power-and then must find a suirable mentor. The ideal
S"f" — Virtues, Humanityy W{P?‘Ve'v P'p— e b»?, teacher is an elder dhampyr who has the power in quess
raised by merely spending experience. 3 tion. Learning Passive Joss (if the dhampyr.somehow -

reflectionsof fundamental aspectsof the character. Changes
come as a result of events, not as the result of the player’s
whim between game sessions.“As such, the Storyreller
should allow experience points to be spent on these Trait§
only if they have been tested-dusing play or the'playerhas
roleplayed the effortte improve in that area. There’s no
need to be draconian in applying this rule, but a Shade
Walker who repeatedly turns tail and rams shouldn’t sud-
denly ger arise in Courage because her player has points to
spend. If that same dhampyr steod hér-ground just once,
however, the increase would be wholly justified. “

ViRrTuts ‘

“Players'can increase their Virtues if their charactes
have gone through experiences likely to-change thac part
of their personality ot are actively trying to change that"

- behavior. Increasing a Virfue does not change the
3 chz%tg;:]umaniry or Willpower;these Traitsare only
~derivedfrom Virtues during characrer creation. However,
increasing Courage or Self-Control does increase avail-—.
able Yang or Yin Chi. Simply using the relevant typelof -
Chi does not qualify the Virtue foran‘increase— itis the
dhampyr's personality that releases Chi, not the other..
way around. :

Humanjty anp P’o =epd

Dhampyrs can increase their Humanity in the sante..
way as Cainites: by acting more human (and by their
players then spending the appropriate experience points).
Experience cannot overcome the dhampyr's maximum
Humanity, however — the playercanmnever raisé the Trait
higher than (10 - [P'o + Age Background]). Increasing
Humanity increasesavailable Joss, butsimplyspendingJoss
does not qualify thescharacter for a Humanity increase.

Dhampyrs can also beat the Demon down (and play-
ersreduce the P’orating) givendiscipline and dedication,
but it’s not easy. The Twilight Child thust commit some
act that denies the P’o'and conniects him mgre than ever
to hishuman side, Ultimately, it’s up to the Storyteller to

“—leastone point of Po.
- s —rnd

“thenecessity.of a teacher if raising an existing Discipline; =

judge if an act is sufficient to justify a loss of P'o. Evenafter
the appropriate deed has been done, the player must pay
experience points equal to the amount necessary. to raise
the dhampyr’s Humanity abeve its current level, and
instead lower the P’o’by ones This does mog give the
dhampyr a free Humanity point. It just lowers the'P’o.

! Theburning flanie of the devil inside can never be
fully-extinguishedyof course. Ardhampyr always has at

. R
mang

- Almostall dhampyrs start play ‘with the Passive Joss %
power. Acquiring additional joss powers —— Active Joss or
Joss Binding — mot- only-costs substantial experience
points but requires exotic training. The dhampyr must
have become aware of his nature o acquire a new: joss

doesn’t haye it) takes three weeks of full-time study, and
‘ :? Of? other powers take two months of full-time
study. Note that Joss Binding also requires Active Joss,
Meditation ®® ® and either Enigmas '\og\Oq_culr L
learn. If a dhampyr isunavailable as a teacher;a master of
12 wei (Tzu Wei ## o @) can serve in his stead.”
Although they take time to learn, Jass powers donot .

have levels. = . , 4 Ry \

é

£ Y Y
DjscipLiNEs
Learning of rais
requiresa teacher who has th
higherlevel than the student, Training times areup to the-
Stogyteller; but a number of heurs equal'to ﬁv:t% the
experience cost isappropriate. The Storyteller may forgo

A\ A %?‘;—. »
m;auffen$ Shui or Tzu Wei

Discipline in questioniat a

e

although'training time could double/ ¥
Demon Arts can be learned.in the-same manner as
other Disciplines, bur the Storyteller may-also allow the ~»
P’5toact as theeacher. In this way, an isolated d%;ﬁpyr ;
can develop the\j'mwers of her. Demon soul. The Story- & e
teller may impose aConscienceor Self-Control rollwhen
the period of training is complete, to see if the dhampyr
can maintain her moral center her dark education.

Varjations
on (Hair) Dammation

For the most part, adhampyris adhgghg&xﬂgafdleu A
of who birthed them and under what ciréumstances; the | |
half-damned have essentially the same abilitiesandweak- 3 1
nesses. The circumstances.of their upbringing determine
how they go about their prolonged and eventful lives.

There are; however, some creatures who are_not_ quitey
dhampyrsinthe traditional sense, butare relaréd to them. These
“cousins” to the Shade Walkers are rare birds indeed, especially
in the case of the mythical Jin Hai. @hey serve as reminders of \

—— ¥
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the dhampyrs’ roots afid as warnings of their possible fate, and
can fill such roles'in a Shade Walker chronicle.

The following information is intended for the Story-
teller as the Jin'Hai and Makuro Hikosgre primarily
antagonists and contacts for dhampyrs. Players may wish
to stop reading here so as noeto spoil any seerets.

Jjim Maj, CHjroren oF THe Gobs

Eons ago,.ir'the Age of Legends, the mighty Ten.
Thousand Immortals walked the lands. Answering the
mandate of Heaven, they built great cities and fought
mighty beasts. The mountains laughed with their joy and
the skies'cried with their sadness. They were the Wan
Xian, "and they were wondrous indeed.

The Immortals loved with ghe passion of the stortis,
and children were born of their unions with'the morrals
whom they guarded. At times, these children became
Wan Xian themselves — guided through the tests left by
the August Personage for this wefy purpose.#At other
times, these offspring remained mortal butstill had a spark
of the divine. These were the Golden Childtenystanding
berween man and god — the Jin Hai.

Death oF THE CHJLDREN

In the.twilight of the Third Age; thé¢ Wan Xian
indulged in depraved acts for their own glory and forgog
their duties: The Golden Children confronted thieir de-
based parerits in the hopes of reversing the damage. The
Immortals of Meru listened with amusement as: mere
babes talked of the turning of the Ages, the'dire conse-
quendes of stealing Chi from the world and the responsi-
bilities of the Wan Xian. They slaughtered theassembled
Jin Hai'in an orgy of blood and outrage. Thesereams of the
Children mingled with the laughter of théir parents.

But the Jin'Hat were'right. The Wan Xian fell from
gracé, the Age'turnied and rhe'worldieried out in-pain.

SouLs aND SURVIVORS

The slaughter of the'Golden Children offended the
Searlet Queen most of all: Products 6f lifeand passion, the
Jin Hai had been her gift to the Wan Xian. Unlike the
Algust Personage, shedid not completely turn her back on
the Immortals. Instead, she created a way' to remind the
Immortalsof theif most terrible ctimes and the reasons for
their curse/Her instrument was the Golden Children.




S ifht’ Smﬂgt Queen ventured mtg,.the realms of Yin
it great risk to herself —and collecred the

e mutdered Children. She then wove them i Ao .

/the ‘pattern of Yang, blessing (or cursing). the fallen+

/" Immortals (now the Wan Kuei) with the ability to have
children. Each dhampyr was born with the soul of a

Golden Chlld a ren,wld(crof the crinmes of: zhsnmd,&em

The urge to p ensured that Yaﬁ&‘aﬁf?& Wan -
» Kuei always pr ¢ are unique characters who
But notall ¢ ﬁ; abilities. In general,
4 conftomthelrparen ly quite frail: Any sub-

ice or the realizati

; ever truly immortal like«théff parents, or, extrem ed and
i iiaans measured in mdlenmé‘ baring i m o

t B ‘ : 1tia i m suffer the
| were spared the brunt of the.A\gusb - e e De Bl D% ch.

“racher than watch the world die; and

#7 peace in distant realms. Thereare  three or fou.t Jin
Hai still remotely aetive in the Mldtﬂ? ngdom. But tl'eey

have a plan. %

’ Tue TorNjNG l'u' N
The Golden Children believe thatthe Scatlet Queen
had greater plans for their stblin’gs tm to bésimple
reminders of past crimes. Dhampyrsare the the brdve JireHai
who saw the turningof the AgeScomingand tried to warn
their parents. They failed once, but the leVIDéTln ‘Hai
believe they have'a secend chance.
" TThe Sixth Age, worst'of all the stops of the. Great
1, is of the horizon. The Kugisjin rage against this they, ;are still amd theyare
typical fashidn, by scrambling eltex or PM\ Most of wha(eve}\gatlpi-shakl g po
to the half:damned to lead the struggle t has beag,,sé;:t‘keepmg themselg
#Age of Sotrow et Tessgg he suffering to come.  veryknowlédgeable and have some fantastic
¢ Jin Hai try to organize the half-damned and . sidebar), but‘i’ts!'gte basmallx old m n.and
) thelr higher purpose. The Golden CEIM-T: wise but frail, = o 3
t active, havmg revealed himself: ‘\NM\M 2 Reveal the truth slow\h 1
Jin'Kai Waitwho then sent his infamots of the dhampyrs’ Souls and the sdrwval of a few Ji
brethren (see paj -36).. He currently - mmmsw e tol
~ makes. his home in Hong Kong. Other Jin Hai® are™pectbackhetaye
 ‘eperating in Singapore and. nywhere else the half! _lefthe truth stand gut ﬁh,much
damfied congregare: - “floating around. Tot Mu might be

Snnmliuw T ,r\ 2 *ThemevneﬁofAm

i did not suffer ﬂnfcug:se of 1
«# ean abmﬂ!r%‘hl

=¢ ufm

nd can
The Jin Hai are meant to be légendary figures, mythlcal"
remnantsof a more glorious past. They can serve to push'as. by cir. PR
physical, visceral chronicle of the half damned into more
spiritual marters. To pottray the surviving Golden Children
in the right light; keep thé following elements in mind:
* You Don’t lgeed to Use Them: The Jin‘Hai don’t

“have a place in every chronicle featuring dhampyrs. They. r'll' m(u‘g "‘Ko 3

chronijcle is-about the players’ r
ancient demigods. Let the characters cha
the Jin Hai missed their chance-ages ago.

add a legendary leyebto play that might not be welcome. % PR
\Evén if you use the reveramjhduat dhampyrs havé]in Hai kﬁ‘“ OF THE b.mg, e A 1
* souls, you can easily'rule that all the Golden Children’ If the Jin'Hai are echoes of the heroic past, then the

died at the end of the Third‘Age. Use them s much oras' ‘Makuro Hiko— the “Black Sun g}tldren —are portents,

y -
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of the horrific night§'to come. The atomic weapons that
destroyed the Japanese ¢ities of Hiroshima and Nagasaki in
1945 also tainted the island nation’s Chi — permanently,
perhaps. For 55 vears, the gaki (Japan's Kuei-jin) and other
local shen have struggled againist the effects.of the dark
energy  that flows through their home's. dragon tracks.
Everything from chaos amofig the uji to the rise of powerful
akuma hasbeen blaméd'on the tainted Chi.

Among the problems blamed on the Burning is the
twisted condition of Japanese dhampyrs, or matko. Gaki
who mate with humans while gorged on tainted Yang Chi
have an even smaller chance of conceiving a child, and
birth defects are a certainty. Japanese dhampyrs who
survive bear the scars of their taint, ranging from simple
deformities to outright monstrosities.

The Bishamon i decided years ago that'it was best to
suspend all proereation until the poisoned dragon nests of
Hiroshima and Nagasaki could be cleansed. Bishamon gaki
canrpetition to beallowed to createahampyr, buemust go
through acleansing ceremonyand travel to foreign lands to
drink of untainted Chi. Few havé'made the'petitién, and
Japanese dhampyrs under'the age of 60 are rare

A least among theé Bishamon. The Genii have a very
different — andwery secréti= opinion.-Over the last/30
years, Genji Devil-Tigers have been intentionally breeding
dhampyrs tainted by the Burning. They gorge themselveson
corruptedYang and mate multiple times, trying tocreate the
most monstrous offspring they can. Their experiménts havé
achieved some truly hortific results — the Makuro Hiko:

Most Devil-Tigers do not createdhampyrs and prefer.

toraise Ban Ren Guei instéad. These “half-demonpeople”

Praying THe Freaxs

Playing a maiko, a tainted Japanese dhampyr,
is a fairly straightforward process. Use the stan-
dard character creation system in this chapter,
although you cannot take the Age Background
(or else your birth would predate the Burnings),
and you must take at least one Flaw to represent
a physical or psychological deformity. The
Strong P’o and Tainted Joss Flaws are good
choices. In terms of your character’s prelude
remember that the Bishamon consider you per
sona non grata

The Makuro Hiko are not intended for players

to portray. But if you want to indulge in a little

savage play, they can be fun. Create a dhampyr in
the typical fashion, but start with a P'o of 3 and
choose one bakemono power or Demon Shintai
characteristic for each dot of P'o. Your character
will also have an increased difficulty to resist fire
soul (see p. 64).

Players and Storytellers who er
monsters may want to consult Fr
Players Guide to Fomori.

are the offspring of bakemono andmortals dnd serve as the
Celestial Devils"aids in punishing the unrighteous:(see
Dharma Book: Devil-Tigers for more): The Genji ex-
perimentation with the MakuroHiko, Rowever, is start-
ing to attraet attentiofi across the Dharma:

Some of the other Japanese wji also quietly disregard
the Bishamon ban on<dhampyrs. Their children bear
deformities but are farely as monstrous as the results of
intentional Genji expetimentation

Marrcs or THE BURNjNGS

Most Japanese Shade Walkers not bred by the Genjionly
display @ few deformities. They maybe blind, have a-twisted
limb or bear other physical problems. They have'the same
basic abilitiesas othér Shade Walkers. In addition to physical
deformities, they.often have more developed Demmon souls.

Genji Makuro Hiko are'more distinctive. Their par-
ents — both mortal and Kuei-jin — are ritually infused
with tainted Chi; theyare typically conceived and born in
dragon nests in Hiroshima or Nagasaki.<They are sub-
jected to torturesito engorge the P'o. Their living side is
eroded in the interests of raising devils,

Joss flows around the/Makuro Hiko'in a twisted and
more savage manner. ‘Lucky” events still seem te protect
thém from harm, But Gsually at the expense of those
around them: Being the frienid of such acreature is towalk
with’ a'karmic targec ‘on your back. This' tainted joss
guarantees that a Black Sun Child, already twisted physi-
cally and mentally, cannot build lasting relationships.
The MakuroHiko have almost universally become bitter,
alienated loners + angryat the world and happy to listen
to their Demon souls. Genji Devil-Tigers watch them,
trying todirect them to righteous acts — like the torment
of the wicked — with limited success.

Manyof the Maktiro Hiko bear physical deformities
that grant them advantages in €ombat, similar in many
ways to'the twisted endowments of bakemono or the
Demon Shintai form. Coupled with their rage, this makes
the Black Surr Children savage fighters indeed.

Souls anp Conrijers

Asfacas the GenjiDevil-Tigers who created them are
¢oncerned, the20 or so BlackiSun Children they have
already‘raised are simplyf promising‘expetiments. The
Genji ‘hope to us¢“these Shade Walkers as weapons
against the Bishamon orother enemies. If the fury of the
Makuro Hiko cannot be tamed, they may just be released
incenemy courts to wreck hayoc.

The few whaknow of the dhampyrs’ past lives realize
that these éxperiments are a far more serious, matter’ The
Geniji are intentionally twisting the soulsef Jin Hai and inall
likelihood damning them to Yomi. FoftheGoldén Children
who believe dhampyrs have a role to play in the Sixth Age,
this is a grave matterindeed — one that might require the
destruction of th&Black Sun Children altogether.

Two Makurd Hiko have already\fallen to a*demon
hunter of the'Shih, guided there by th&Jin Hai, Ti Feng.
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By Tve NUMBERS

Wﬁg are statistics for a Makuro Hiko. Some of
vheir mutations come in the form of bakemono powers
(see Kindred of the East, pp. 219-220).

Attributes: Strength 4, Dexterity 4, Stamina 5, Cha-
risma 3, Manipulation 2, Appearance 0, Perceptmn 3
Intelligence 2, Wits 3

Abilities: Alertness 2, Athlencs 3, Brawl |5, Dodge “r
Intimidation 4, Meleg .

Dlsc1pl|nes/Powean§ﬂ’aSS|ve Joss, Flesh Shlma

Armor, Claws & Eafgs, ExtfaiLimb (tail) oped the Bishamon would hunt
Virtues: Conscience 1, Sélf-Control 2, Courage 5, “domBmle\and other Kin-jin lurking lm city (which
P’o 3, Humanity 3 o ~ they did) and happy to overlook the destruction of
Willpower: 6 Chinese Kuei-jin and dhampyrs in thscnty Chan— who
Merits & Flaws: TaintedJoss f o barelyempedd\egakéhasneverforgwen the penangallan.

Nm Makuro Hiko suffer a 1 dlfﬂculw psmhv !D
resist fire soul.

~WeELcoME mml.;oucm

The island citysstate of Smgapare\ just off the south- Jwgm

ern tip of Malaya, stands as a béacon of eeonomic prosper=
ity and rigid social control-in. Southeast. Asia. hh‘bg
shadows of the Middle Kingdom, the towering edifices of
the city shelter the Golden Lion Court, a holdout against
the powers of the Kuei-jin penangallan’ queens who rule
the region. For the Hungry Dead, the court is$omething
of a joke, a citadel that continties to exist.at the pleasure
of the fractious queens of the surrounding jungles: For
dhampyrs, however, the city is a rare gathering point,
where they are made welcome and can plan for the future.
‘Storytellers whowish to run ehrenicles with a group

of half-damned chatacters can use Singaporé asa starting
point. This brief ovetview of the‘court should give you
enough material to kick-start your own imagination and
set a chronicle in motion. From Singapere, a group’ of

* dhampyrs could easily head to other locales — suchrasthe
-~ other dhampyric gathering poinit in Hong Kong aréven =

the Californian front of the Great Leap Qurward.. - an indelible partiof the Singapore skyline. .+ ;
SHC and allits holdings fonna potent ScaﬂéeScmm P
Damnep anp Hair-Darien ~for Dahari Sublai and his wi, thefFite Lotus Brothers, and
The warm reception Twilight Children receive in _theyaccord Lasry Chinalevelo %peut that would sheck
Singapore is due to the efforts of Chan Jianglu, oneof the - most members of the Quincunx. j-is well aware

Golden Lign Emperors who has been in the City for over
acentury, During the period of British rule, whenwarious
Kin-jin thought they owned the Singaporean night, Chan
was building Scarlet Screens among the Chinese popula®s
tion to prepare the way for a takeoyer of the island —
nominally.on the behalf of the penangallan of the Golden
Courts. A follower of the Way of the Resplendent Crane,
Chan nevertheless had a taste for Yang and knéw'the
benefits of loyal offspring. Among his most prominent
children were Sarah. Tzu, who was at various times a
mistress and seéretary to-deveral' British officials, and
Chan Luwan, who has served as president of the Trans-
China Shipping Company since 1975.

" fithat he has always harbored desires for power independent

Chan Jianglu has not only spawned almost dozen
children of his own, but encourages his allies among the
emperors to do so as well. His hope is to slowly build a
powerfulgroup ofundetlings with which he can eventually
ensure the true independence of the Golden Lion Court
from the courts of the penangallan. His closest allieshelieve

from-the jungle s, but thathis ambitions truly took
~ shape durmg"ﬁm L. Ac_that time, the queens of the
e [he gakiof the Bishamon uji to
% under.covér of the Japanese occupa-
Golden Qxeens h

X ,Singapore s other ancestors generally support the idea
of ilyseparating themselves from the: jungle queens,

ﬁ]y Chan:may move too quickly. They-also .
won ether he is using his dhampyric offspring to
cmre po?;{ﬂt himself at their expense. Over the last 35

ipyric¢-arms race of sorts hasdeveloped,

with various Singaporean Kuei-jin breedi i
half-damned refugees. Over the last decade, 1
“muichofthis breeding have come toage, and the
of dhampyrsin the ¢ity has swollen to several scorel” ",

Some of the more prominent half-damried res:de‘ms
of the Lien C.\Wmdude the follm

Lu “Crazy Larry* MMM
The son of Chan Jianghy’s rival Dahari Sublai, Larry
Chin is the president - Singapore International
Investment Corporauon a n\ajor playerin the financial
sheftanigans of the island nation. Crazy Latty his
moniker right after he took over the reigns of SIIC in'the .,
‘arly 1980sarid ledit through aseries ofrisky investments,: -
all of whichpaid off despite the predictions of doom =
coming from anﬂysts -across the globe. The SIIC corpo- -

- rate headquarters —ealled Chin’s Folly by some — isnow ¢

that he is merely a favored pet of the Fire Lotus despite all
hehas done for them. He neverpasses on the opportunit
to establish his.own & of power. As such, he is a-

major player in the development of the dhampyrcommu-
nity in the City. He also spends some mthe Lexicon | |
Club, well aware of its Yomi-spawn ph'ete .E’er- A
haps foolishly, he believes that his joss v
safely through any deals he has to make with'Mikaboshis~

Maya Surima, ADViSOR To THE EMPEROR -
Asfar as Chan Jianglu isconcerned, MayaSuritais the 1

half-damned child of a penangallan who died at’the hands *

of the Kin-jin several centuries ago. Not especially power-
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\> ful in any physxcal&ay. c}g slnght Ma]ay woman is a i&r the shado %’5 ‘the unliving plavers of the Mlddle
/= fortuneteller trologer without compareCombining . Kingdom stake‘Gut their havens: The Kueisjin are. th
J Lhear\‘.:cf ..tk mlotherschoo of sorcerous practice - preeminent power in the' city, but the -I;tge numb
and d'nal ion d\eways of jass, shie advises - dhampyrs givesthe half-damned some spécial statusPlac
. those she deems W + Her counsel hasm[pe& Ch'an frequented by theSha*Wﬂkers of Smgape:e

once l&wly jlha in a’Rgspl' : C' \
e a2 - Hex wammgs “Cart Oman; o
purgé in tho 19405 and to Dpwn Victoria-Street from the Malabar Mo

niessince then. He mmtaflynmawarezh MB Quarter is the:small Café Omani
in herown fm-rhe ixth Agey ?‘5 coffee houses in thé coldr

m ﬁu },h e B of Lhe Gnlden— ne borhodd, the Omani is operated by Jamal Tbo-N
h ampyr of aInLest one hundred years whose ]
s

y 51 fatherhad established several Scar[efScreW
& warhe Maslirs of the ¢ cmv Jamalsaw Ris immorta) fggh?ﬂiﬂed

. ddring Lhejapanemmpﬂkmﬁhﬂ L
areh. et since. Mostly loyal ;quoldgn in. \Ed
W}; ir struggles agains! in-jit 1SS i
‘isprimarily interested missumg his D? e

5 - f hﬁ—thulslamlc u]agtcn‘-—-l e consu‘l‘s I;

; ' , ptivaté concerr ent deqaqjags the m'?f ,ﬁ I,

One of the daughters of Chan Jianglu, Alin eame of *dhampyrs has s dhe has segf € .{po&u}
mne \ o

\age almost a decade ago and only emerged r.he enizing the half- of L iz
0 mﬁ#of the GoldeftLion Court last yeaf qsew . For five yeaﬂ Caf
rand Maya neutralg

7 yedrs were spent with her ral grounid for the city’ sdhamp
,&‘m aneldﬂ;pdhm::mlongadwsed him. Sul_h a ght
7 ab

gting,Alina nevertheless has the aura of great h 1 ! %

Her fathét*has afranged fot h [ bécofne a : e penax as k 3y
.5 l:cehhh.t tion 'of great_au ng and Tokyo h e to stand with the !
. climate of Taw and erder that dommams§ :

A _women rarely Hold such positi
<, wnalnamrea‘ddﬁ‘ -r
s L both mortal and fmmor y

i aisloyal to her dasiied fath B
ntly becaime % liaison to Lao Sha
Princes who V‘slled Singapore
est inl the half- damned-&&@eror Chax}w t
#
tér to sound m the Kl?l. jin revolutxo Ty |

,, .'/ alliance aga
fs

didso; butshealso took somefﬁﬂ.mpb

etorl; heart. Hls\u essage of acting tgshake @
\ domlpanon of the anciénts somehow re edwitlrthe X
e f self-reliance taught 0 heér by her wtor Maya elsewk ST,
Surita. e Has begup_spending time at Café Omam, an  infamous | i U<
 Awab Quarter haunt for dhampyrs in the city. / 4 house Where uel-jifi alike are free fo \‘ 4
* ., Alina'just might ?;f-xdhér,destiny there. = Pmm“ debased i . ng adir assigned his W
< o\ % #daughter Samid to the ing'the Red Room, /
q‘,’ PrOPLE wsli % intending it to be a service for quietly feeding hin who W

Sm capbrt iba blerd oﬁpeoplqsandstyles Apdrecith coru‘ld not yet extract Chi from blood. 1% “ 1
Far W co Todern. heights. in,colonial_dayé, it has Many Devil Tigetsand othen mqummrsofthe unliving " ]
cted'am ulatiofs infudipg (among others) have thought that Salek Nadir mightbe anakuma. But infact

ﬁﬂnnesc, S Lidians. A&e legacy of divide- he isdamned only by his ignorance. He 1eveslheLexsc0n ;
licies, ethnié unities still haye their Club fo be andmporsdfic outlet for d $ inva city ruled '9 %

hbo h th with strict morality. Heis undware that his daughiterfongago
L : mlsiosq:i QOdsmd::: temiples and British-era_ £2¢ herself to Mikaboshi, the Yama King of the chked‘

" %9 s, £ the mgera: Gity: Wich everng(\ocenl Srphan.or imprisoned drug ped-
e ‘h‘ﬁg;::{:i; added¥ 38;;[. er h:; dlerwhoj Jmns ‘menu of the Red Robm, one more inch of
o g # Su}gapore me s with the urban hell UIQ’ omi.
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ENRPTER THREE:
FNILDREN OF
THE TEN

THOUSAND  DEMONS

ALl DHAMPYRS STRUGGLE TO FjND A PLACE jN A WORLD jN WHCH THEY CAN NEVER FULLY
BELONG. SOME LivE aMONG THE HUNGRY DEAD, ACTING AS COURTIERS, MESSENGERS OR
AGENTS FOR THEJR VAMPJRjC PARENTS, BUT THE KUEj=jiN NEVER QUITE ACCEPT THEM AS
equals. THEY ARE ONLY HALF-DAMNED, AFTER all. OTHER SHADE WALKERS TRY TO LiVE
HUMAN LjVES, BUT THE RAGE OF THE DDEMON SCUL WiTHjN THEM, AND THER WiLD jOSS,
MAKES THAT EQUALLY DiFFicuLT. THE TWiLiGHT CHiLDREN FOREVER HAVE OME FOOT jN THE
GRAVE AMD THE OTHER ON THE ACCELERATOR.

THE FOLLOW/NG FOUR CHARACTER TEMPLATES jLLUSTRATE THE POSSiBjLiTIES AND CONTRAD{C=

TIONS OF HALF=DAMNED EX;STENCE. EACH CHARACTER iS FiGHTING TO FiND HiS OWN SPACE,

WHETHER HE ENOWS /T OR NOT. THESE TEMPLATES ARE READY TOPLAY AS STARTING CHARAC-
TERS CR CAN SERVE AS QU{CK STORYTELLER CHARACTERS. USE THEM AS YOU SEE FiT.

YRYYY ey
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Prelude: You were born wayback in the 1700s, raisediin atime when the
Hungry Dead didn’t have to dealywith the decadent’and foul Westerners.
Brought up bysyour father in‘the splendor of the Blood Court, you saw the
wonders of theWan Kuei: You were proud to serve your father, managing his
resources in the morral realm, being his eyes and ears in the sunlit world. You
learned much of the ways of Chi — and even discovered a little about
manipulating your personal luck.
But as the years passed, it became obvious that your loyal service went
unnoticed. Even as you carried out his every order, tended to his every
whim, committed acts that would curdle the sotil of @normal man,
he still denied you the acknowledgment that you craved®Even
after all"these years, the Kuei-jin treéat you/With the casual
contempt they teserve for those too usefulforthem tokill, but too
far beneath them toibe accordedrespect.

Now, after two and a'Half centuries, you've begun to see
what little regard your fatherand hiscompatsiots have foryou.
You areva tool to them, nothing more: You're not quite
prepared to betray your father and his court to the Bamboo

Princes or the Yama Kings — yet=—but if your contributions
continue to gounheralded, you mayjustdecide to takesome
sort of rash.action.

Conicept:You go through'the fotions that you knowso
well. You organize your father'sScarlet Screens. Youfile his
records. You hiide the bodieshedeaves behind. But now you

are takingfiotesywatchingand waiting for the chance to show
your ungratefill parent just what a*mere child” can do. You
know a great déal, and that can'be very valuable.

Roleplaying Hints: You've been the servant of you parent
and the courts for as long as you éan remember, and you've about

they are due — and not a hair more. You are far older and moré
experienced than many of the hin that you are forced to deal witht
on a daily basis, and you take every opportunity to let them know
it. Laugh at their mistakes, but correct them and shéw themithe
true way. Afterall, it's the best way toshow.them youaresuperior.
And when you are crossed, makésure you satisfyyour P'o’s cries
for vengeance.
Equipment: An apartment in'the city as well as a country
house, a small pistol, a room filled with meditation aids and
occult paraphernalia

Quole: Of gourse, blessed an-
cezlog Az you comimand. (hispered)
Yoii impeions"old basiard. ...
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Prelude: Your life was a pretty normal‘one, all things considered. Bern to — welly
adopted by, as you found out later — a middle class family in Taiwan, you grew up with
a loving mother and father, a kid sistér. and an attitude. You were a sharp kid, and it
didn’t take you long tofigure outhow good you were at games of chance. Pretty soon,

no one, not even your own mother and father, would play games with you. They got
tired of losing.

School was a breeze for you even though you didn’t pay much attention, and you
graduated without a problem. From there it was on to the university, just like your
parents wanted. But as much as you app}ied y()urself, it wasn’t long before you were

ditching class to hang out in the gambling halls near the campiis. Hereyour affinity
for games of chance blossomed into a full-blown talent for gambling.

Then the bottom fell8ut. You remember it so well. Overamillion US dollars
riding on one die roll, and you wien. Too bad the gambling hallbélonged to that
Triad boss. His thugs interrogated you a day later, looking for the money you'd
won, and when theyieouldn’tget you to talk, they put abullet in yourhead and
lefe you in the trunk of a car nearthe airport.

Somehow you sutvived: The Triad’s money (which you had wired.to
a secret Swiss bank.aceount) allowed you to establish yourself inHong
Kong. You learned how to defend yourself in caseyour skills ever gotyou
introuble again, and your inctedible luck and a bluff-or two have keptyou
in clover ever since.

Concept: Nowyou're the toast of the Hong Kong gambling scene. Life would
be wonderful — if it wasn't for all the weird thingsthat have been happening to
you lately. First you ended up getting dragged into thatthing with the Ambassador’s
daughter. And then the odd business with thatserialkiller. And just who is that man
intheblack trench coat who keepswatchingyou? Over the last year you've witnessed
some very strange things and met some verystrange people (at least you think they're
people), and you're starting to get the idlea that there is more going on in the city than
most people see.

Roleplaying Hints: You are the epitome of the thrill-seeking gambler. Live fast:
Take chances. Your incredible luck has made you overconfident in the extreme, but
the power of your joss always sees you through. You may have a tough time dealing
with the supernatural world that you now begin to see all around you, but hopefully
your phenomenal luck will hold out long enough for you to get acclimated.

Equipment: A penthouse condominium, a closet full of impeeeably. tailored
suits, a wide selection of intimidating firearms, enough'arsizude for 10normal men

Note: If you are using the Merits and Flaws system, this character has the
Ignorance of Self Flaw and 4 extra freebie points to spend.

Quote: Luck has Moﬂtil/{j fo'do with i,
my frigud.

— Y
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Prelude: You were born to a Kuei-jin mother over two centuries ago, a rare event indeed, asithoseof her Dharma
are not usually given to be scarlet cycled voluntarily. You mother gradually introduced yowto the world of the Gui
Ren throughout your teenage years, but made sure thae'you had eneugh. contact with the mortal world that it was not
strange to you. Even then she was grooming you for yotir true pugpose: tolbe her intermediary with the sunlit world.
Eventually you stood by her side, her honored child (or 5o you felt).

But your mother was a harsh taskmistress and did not suffer even the slightest failure easily. You chaffed under her
heavy hand. After a century of taking care of things for her, you were ready for a little more autonomy. When you saw
a chance to break free of her, you did. You declared yourself heimin and, once you had approval from the ancestors,
became an intermediary and spy for the Quincunx. It’s been over 50 years since that day, and you're still not sure if
your mother has forgiven you yet.

Your life was a fascinating and eventful one for many years, and you did not doubt that your new.positionwas

all that you needed for happinesss Then, last year, you received a létter fromJinKai

Wai shortly before his death. You had never met your fellowShadeWalker, but the

truths that burned in that simple pigee of paperichafiged everything for you.

Fortunately, you were able to destroy the lettetbefore any of the investigators got
around to questioning you.

Concept: You've spent the last year wondering what youshould do. Constant
meditation and contemplation have yet to reveal the answer to you. One thing is
for sure: Now that you know your soul'’s heritagesyoucan’t really stayoi'the
sidelines any longer. The Kuei-jin you serve are definitely not on the
Road Back, and it’s up to you to do what you can
topoint the direction for. them.

Roleplaying Hints: You relish your out-
sider status, asitallows you the freedom to go
almost anywhere in the Middle Kingdom — as
long as you have some business there. When
you don’t have business for your court, you're
pretty much left toyousself. Of course, everything you own
is provided for you by the'Quincunx, so you pretty much
have to jump when they say so.

You've convinced yourself that your heimin status
puts you in a safe position for the coming crisis. Buss#ith
your new self-knowledge, you know you have to takean
active part in the world, or the Age of Sorrow. will bé
disastrous indeed.

Equipment: Largesbut sparsely furnished
apartment, BMW.X5 SAV, pimp-action shot-
gun, largedealiber pistol, passports from 13
different countgies, $1,000 in traveling cash,
letter of transit from the Blood Court, a ton of,
frequent flier miles

Quole: Keep your
hamdéoﬁofmngZaug
A megaade for your

ia sterdcom the Revered
Aneeetorhimse!(f!
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Prelude: You grew up in rurdbChina, inculcared
with the'ideology of ChairmanidMaoat a young age. You
embraced the party philosophy and purged with the best
of themyduring the Cultural Revolution. But the often
savage brutality of the revolution (which that strange
little oice in your head often urged you to participate
in) soured you on the Communists, and even though you
had risen to a considerable rank in the party, you were
beginning to wonder where your life was heading.

Then you met your father,
He introduced you to a secregand cormupt worldsef
mystétious power and decadent pleasure — and you.were
taken in by'igsFor years you were no longer one of the masses
but one of the oppressors, ovérseging a little corner of your
father’sseeret world.

But yeur revelutionary spirit could not be quenched
forever.dt took you a few decades to figure out how things
really worked in the courts of the Wan Kuei. Once your
father's tales of power and immortality became repetitive,
you awoke from the moral torpor thatyowhad been lullédinto.
Aswyou looked afound; you realized that pacterns of dominance
and oppression were evident everywhere — and you were at the
bottom of the sacial food chain. S6, whefi'you were contacted by the

self-styled “Bamboo Prince” Gai Senyitwas a simple choice to start
working for him:
Concept: You've since transeended the shackles of corrupt
Communist thought, and have graduated to being a full-time
Y/ anarchist. Aligned with a much more egalitarian group bent on
smashing the entrenched powerstructure, you feel totally at home
for the first time in your life. And while you try to keep a seriotis
attitude, in your heart of hearts you're laughing your head off as you
stick it to the Man.

Roleplaying Hints: You were a revolutionary before you were con®
tacted by the Bamboo Princes, and you have applied yourself to their cause
with aburning fervor in the years since. When working in a Bamboo Prince

wu, pursue your duties to the utmost of your ability. ¥ou'may even be more
fanatical about smashing the steely grip of the mandarins thaf your Kuei-jin
compatriots. When undercover, make sufé your companions underestimate
you. The less they think of you, the more thegwill talk— and allow you to
overhear information you can pass on o your revolutionary brothers.

Equipment: A sparsely furnished apartmentinarun-down parcoftown,
a selection of easily concealed firearms, a laptop withiall the trimmings, a
secure satellite phone, four or five different sets of forged identification
papers, a library of revolutionary literature

Quoterilial Iid i, 15 all well

Agood bud the Sorrowis
coming, aud J " mml lf;Himg
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APPENDIX:
TWILILHT
WARRIORS

T'he half-damned do not yet have a truly large

tion. Thanks in large part to the machinations of their Kuei-jin
parents, most Twilight Children go throu

scale organiza

h their long lives with

out building a net k of contacts among their own kind. A

similar trend has kept many dhampyrs from ever attaining any sort
of fame among the shen of the Middle Kingdom

Bur times are changing. The world lurches toward the Sixth
wnd the dhampyrs have a role to play. The following three characte
wre, all in their own w

ringing the half-damned to center stage in
the World of Darkness
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'ITﬁuq, CHiLp oF THE AGES

Off the coast of Hong Kong; far from the waters
traveled frequently by modern people, there is a small
rocky island. On this island, in a wooden shack, lives a
littleold man:

Nobody knows much about him — in fact, only a
very few people know thathe exists at all, Occasionally
afisherman sails by and sees the tiny figure moving about
on the rocks down by the waters, pulling inhis nets. Or
a hiker on one of the neighboring islands might spot a
distant lantern moving about in the darkness. When
someone actually sets foot on the island, the fisherman
always greets them cordially, introduces himself as Ti
Feng and offers them the hospitality of his tiny cabin.
Visitors find him an engaging but simple conversation-
alist, given to great rumination on the wind, the water
and the fish.

But the old man has a secret. Ti Feng is much more
than an impoverished fisherman, contemplating the
nature of the universe on his rocky atoll. He is one of
the last remaining Golden Children, the offspring of
the Wan Xian.

Feng was born in what is now mainland China in the
Age of Legends, the product of the union of a Wan Xian
father and a mortal mother. Feng was a hero in his time,
walking proudly beside his Immortal parent. His exploits
were the stuff of mythology — defeating horrible mon-
sters, making and fulfilling outrageous wagers, and engag-
ing in numerous amorous exploits. The world was his
playground, and Ti Feng played with gusto.

Then came the terrible sickness that afflicted his
father and the other Wan Xian. Arrogance. Insatiable

hunger for power. Total contempt for the celestial-har-
mony. Ti Feng watched it, agonizing over his father’s
behavior, but did nothing. Unable to face the degenera-
tion of the man he loved any longer, Ti Feng traveled far
to the north, trying to escape his nagging conscience in
the solitude of the steppes of Asia: While he ran, most of
the other Golden Children confronted their parents —
and paid with their lives. It was a choice he has regretted
for millennia.

Even far from the courts, Ti Feng felt it when the
mandate of Heaven was withdrawn from the Ten Thou-
sand Immortals. He returned to the courts in secret,
observing the twisted monsters that the Wan Kuei had
become and learning the fate of his fellow Golden Chil-
dren. Ti Feng turned his back on his father’s people and
struck out into the world on his own.

The following millennia were long ones. Ti Feng
traveled from one end of the earth to the other, seeking
solitude and peace from the horror of his memories. As
much as he has traveled, he has found little solace.

It was only a hundred years ago that Ti Feng finally
returned to the Middle Kingdom — and encountered a
dhampyr for the very first time. When he looked at the
offspring of the Wan Kuei, he saw a soul that was familiar
to him within the Shade Walker’s half-dead body. It was
the soul of a Golden Child.

In the years since, Ti Feng has studied the Shade
Walkers as intently as possible without revealing himself
to either the dhampyrs or their parents. He now knows
more about the Twilight Children than anyone and has
confirmed that each dhampyr carries within him a soul of
one of the original children of the Wan Xian. As the signs
of the impending Age of Sorrow become obvious, Ti Feng
has realized that it is time for him to apply some of the
knowledge that he has gathered.

His first attempt was a mitigated success. He con-
tacted an elder dhampyr = Jin Kai Wai — and in-
formed him of the truth of his history. While he had
intended to use Jin Kai Wai to subtly spread the truth
of the spirits within the Shade Walkers; the dying
dhampyr’s “bulk mailing” technique drew far more
attention than Ti Feng intended. He isnow laying low
until the mandarins calm down.

Ti Feng knows that if the dhampyrs are to play their
proper role in the upcoming time of troubles, they mustbe
told the truth about their souls. His latest candidate for
instruction is Mao Li Wen, a dhampyr who serves among
the Shih demon hunters.

Mao Lj Wen,
Hair=-DeMoN oF THE SHiH

Mao Li Wen's childhood was an ordinary enough
one for Kowloon in the 1920s. Her father worked
nights and slept all day, so Wen didn’t see much of
him, but he was loving enough when she did, and her
mother more than made up for it. She went to school
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and grew into her teens, all without-knowing any-
thing was out of the ordinary.

Then came that horrible night. As she watched
through the cracked doorway of the basement, she saw her
beloved father butcher her mother like a piece of live-
stock, the blood from her body evaporating into a red
mist. The horrified teenager cowered in her hiding place
as her father pledged his soul to Hell right before her eyes.

Asfaras shewasconcemed, herfatherdied then and there.

While her father slept the next day, the girl packed
up a few prized possessions, gathered together as much
money as she couldand left — but not before setting the
house in which she had been raised on fire. She stayed
long enough to be sure that nothing could have sur-
vived, then disappeared.

Nothing more was heard of Mao Li Wen for over
twenty years. No one knows exactly what happened
during those two decades, butat some point Mao Li Wen
was inducted into the brothethood of demon hunters
known as the Shih. While the Shih are notoriously
paranoid about whom they allow to join their ranks,
Mao Li Wen’s actions in regard to her father evidently
convinced them of her dedication. She spent the next
decade in hiding, training herself for her new career.
Mao Li ' Wen, the dutiful daughter, was gone, burned
away in the fires of shame. What rémains now is Mao Li
Wen, the Shih warrior, Keeper of the:Balance and
Glorious Devil Hunter.

Mao Li Wen is an unconfirmed rumor, as far as most
Kuei-jin aré concerned. Those who have crossed her path
usually See her as @an upstart or a traitor, one with a
significant number of Kuei-jin killsunder her belt (more
than any other Shih;, if the rumors are true). A few young
wuactively huntherin hopesof gainingstatus by present-
ing her head to an ancestor; they've had little luck
tracking her down, however. Mostly this has to do with!
her own skills at evading pursuit, but she also has some
important allies.

Several members of the akuma-hunting Black Iron
Talon sect of the Devil-Tigers admire Mao Li Wen'’s
dedication to her cause and have funneled information
about some highly placed akuma to the demon hunter.
Mao Li Wen's outsider status and deadly skills allow her
to efficiently bring the Final Death to akumia too, well
connected for the Devils of Heaven to touch. She returns

this respect, but has assured even the Hungry Dead thatif|

they set one foot beyond the boundaties defined for them
under Heaven, she'll pay them a visit.as well.

Several penangallan queens in the Golden Courts also
informally admire Mao Li Wen, both for her fervorand her
gender. A few times when thingshave gottena little too hot
for her in other parts of the Middle Kingdom, the Golden
Courts have offered her a safe haven. She is uncomfortable
with this support, but accepts it to further her mission.

The Yama Kings are none too pleased about an upstart
half-breed interfering with their plans for crowning the
Demon Emperor. Mikaboshi has taken a special dislike of

this Shih (probably due to her Kuei-jin heritage). and has
hatched manyaconvoluted plan for Mao Li Wen'sdestriic-
tion. Itremains to be seen if the canny dhampyr can survive
the focused attentions of the Lord of the Wicked City.

Mao Li Wen is not the most powerful opponent that
an akuma might face, but she is among the most versatile.
In addition to her innate joss and the Chi manipulation
powers she apparently learned during her disappearance,
she hasmastered the deadly Shih martial art of Mo Chi
Kung Fu. She fights with a controlled rage, each blow
struck an attempt to atone for her father's weakness —
and her mother’s death.

Mao Li Wen's latest targets are very close to home:
the so-called Black Sun Children of Japan. Guided by an
old fisherman from Hong Kong, she has uncovered these
twisted Shade Walkers and started to hunt them.

Prorjie

Nature: Perfectionist

P’o Nature: The Demon

Demeanor: Fanatic

Attributes: Strength 3, Dexterity 5, Stamina4, Cha-
risma 3, Manipulation 2, Appearance 3, Perception 3,
Intelligence 2, Wits 4

Abilities: Alertness 3, Athletics 4, Brawl 3, Dodge 4,
Investigation 3, Martial Arts 5, Medicine 2, Meditation 3,
Melee 5;Occult 3, Stealth 4, Streetwise 3, Survival 2

Special Abilities: Passive Joss, Black Wind 1, Mo Chi
Kung Fu

Backgrounds: Allies 3, Mentor 4

Consciences 4, Self-Control: 4, Courage: 5

Humanity: 8, Willpower: 8, P’o: 1
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Hair-Darsso: Duarwrn

Huang Mo,
The Hippen Man

To the mandarins of the Blood Court, Huang Mo is a
model dhampyr. He keeps out of the way; speaks only
when he isspoken to and obeys his father’s orders without
question. He isthe archetype of what a dhampyr should be
in the Quincunx:

Few would guess the black heart that slumbers within
Huang Mo’s unassuming body. Some of this darkness can
be attributed to an accident of birth — Huang's father was
poisoned by a bakemono shortly before ¢onceiving his
son, and his Chi was corrupted to the extent that his son’s
P’o was much stronger than normal. Huang Mo was
pulling the wings off flies and torturing cats almost before
he could walk.

The boy’s capacity for evil made him fit in quite
nicely in the courts, and few within the Blood Court have
questioned the enthusiasm with which he has pursued
even the most brutal tasks assigned him by his father. At
most, his behavior inspires envy among those few jina
with dhampyr children of their own. “Why can’t you be
more like Huang Mo?”

They’d change their tune if they knew what the
young (by dhampyr standards) man was really up to.
The Yama Kings didn't even have to come looking for
Huang Mo: He went looking for them. Before his
fiftieth year had passed, he pledged his soul to
Mikaboshi’s service. Since that black day, he has been
the Lord of the Wicked City’s eyes and ears in the
Blood Court. Few Kuei-jin even take notice of Huang
Mo, making him an ideal spy.

S

The beast within chafes at such subtle maneuvering
sometimes, and Huang Mo_dreams of the day when
Mikaboshi is crowned:the Demon Emperor, and he can
personally cast the writhing souls of the mandarins of the
Blood Court — his fathérincluded — into Yomi for an
eternity of torment.

For now, Huang Mo keeps a low profile, a slumbering
serpent in the heart of the Blood Court. His eyes are
always open for inexperienced hin that can be turned to
his dark master’s cause, and he gathers his strength for the
day the Mikaboshi gives him the word to strike.

PRrROFLE

Nature: Monster

P’o Nature: The Slave

Demeanor: Conformist

Attributes: Strength 2, Dexterity 2, Stamina 2, Cha-
risma 4, Manipulation 5, Appearance 3, Perception 2,
Intelligence 3, Wits 4

Abilities: Academics 2, Alertness 2, Brawl 1,
Dodge 3, Etiquette 3, Expression 4, Leadership 2,
Linguistics 4, Meditation 1, Occult 3, Politics 3,
Security 3, Streetwise 3, Subterfuge 5

Special Abilities: Passive Joss (Tainted), Jade
Shintai 1, Hellweaving 5

Backgrounds: Mentor 4, Face 5, Retainers 3

Conscience: 2, Self-Control: 5, Courage: 5

Humanity: 4, Willpower: 4, P’o: 5
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