
 

 
 

 

 
 
 
 
 
 

 

 
Take down the iron 

clan’s tanaka family 
headquarters 
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The tanaka family is just one 
faction of the dangerous Iron 
Clan Gang.  Ran by the head of 
the Tanaka Clan Master Jiro 
Tanaka and his daughter (and 
general) Yuko Tanaka, this sect 
has taken up residence in a 
Western High school in the part 
of victory city known as “the 
War Zone.” 
 
The once students and faculty 
of western HS are now slaves 
and drug mules, who 
manufacture, sale and distribute 
KrySTLE-SMACk, a new strain of 
Drugs, throughout all of Victory 
City.  KS is the Tanaka Clan’s 
primary source of revenue. 
 
The slaves are worked around 
the clock, beyond exhaustion, 
often until they pass out.  Then 
the initiate Ninjas of the clan 
will shoot a dose of KS into the 
unconscious slave’s  
bloodstream, reviving them, only 
to then beat them unconscious 
again as a form of punishment 
for collapsing. 
 
This is where the vigilantes 
come into play.  After acquiring 
the location of Tanaka Family 
Headquarters, the hard way and 
posting up on an adjacent 
rooftop the night before for 
surveillance, it’s been 
determined that the best way in 
is through one the access 
hatches in the roof of the 
school. So which one are you 
going to choose? 
 
 

Ninja Initiate 
Armor Class: 12 
Hit Dice: 1 + 1  
Move: 12 
Actions: 1 
Attack Damage: Club (d6), 
Dagger (d6-1) 
Special: N/A 
Bonuses: +2 to Stealth, +2 to 
Jump, +3 to Climb 
Morale: 4  
Terror: - 
HDE: 1 

Yuko tanaka (Ninja) 
Armor Class: 15 
Hit Dice: 2 
Move: 16  
Actions: 1 
Attack Damage: Throwing Star 
(d4+1), Ninja-to (1d6+1) 
Special: *Ninja Vanish, ** Ambush  
Bonuses: +3 to Melee attack, +4 
to Range attack, +1 to Melee 
damage, +6 to Climb, +4 to Jump, +5 
to Stealth, +4 to Initiative, +2 to 
Subterfuge  
Morale: 7   
Terror: 7   
HDE: 2 
*Ninja Vanish: As an action, an 
Iron Clan Ninja can attempt to 
disappear. They hurl a smoke 
bomb to the ground, creating a 
20’ area of Darkness.  You may 
move out of the smoke.  
**Ambush: When attacking from 
hiding or stealth and the Ninja is 
unseen, they deal Surprise Attack 
damage at +2 damage.  

 
 
Jiro Tanaka Master 
Armor Class: 17 Hit Dice: 6 + 3 
Move: 20 Actions: 2 
Attack Damage: Throwing Star 
(1d4+2), Ninja-to (1d6+2) 
Special: *Ninja Vanish, **Ambush, 
***Summon Ninja 
Bonuses: +6 to Melee attack, +8 
to Range attack, Toughness +1, +3 
to Melee damage, +8 to Climb, +8 
to Stealth, +6 to Jump, +7 to 
Initiative, +5 to Subterfuge  
Morale: 9 Terror: 11 HDE: 6 
*Ninja Vanish: As an action, an 
Iron Clan Sensei can attempt to 
disappear. They hurl a smoke 
bomb to the ground, creating 20’ 
area of Darkness.  You may move 
out of the smoke.   
**Ambush: When attacking from 
hiding or stealth and the Sensei 
is unseen, they deal Surprise 
Attack damage at +3 damage.   
***Summon Ninja: Once per day, 
a Ninja Sensei can summon d4 Iron 
Clan Ninja’s to aid them. 

  



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
       = Rooftop Access 
1 – Roll 2 times on the ninja 
present chart. 
 
2–4 – English and Social Studies 
Rooms.  Roll on the Ninja 
present chart for each. 
 
5 & 18 – Science Labs with 10 
experiment stations each.  This 
is where all the chemical work 
is done for the drugs.  Lots of 
staff & Students.  Roll on the 
Ninja present chart. 
 
6 – Cafeteria.  This is where the 
drug packaging is taking place.  
Students & teachers, living and 
dead, are present here.  Roll 2 
times on the Ninja present 
chart. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
7 & 22 – Lockers.  No one here. 
 
8 & 23 – Restrooms.  Empty. 
 
9 – Faculty Breakroom.  Master 
Jiro Tanaka and his personal 
guard of 4 Initiate Ninjas are 
here! 
 
10 -Gymnasium.  This is the 
sleeping quarters for the Iron 
Clan members.  However, 
currently only 2 Ninjas are 
found here, both asleep. 
 
11 & 13 – Empty storage 
closets.  
 
12 – Stage area.  
 

14 – School Office.  If 
searched, Yuko Tanaka can be 
found meditating, however, she 
cannot be surprised by the 
players. 
 
15-17 – English and Social 
Studies rooms.  Roll on the 
Ninja present chart for each. 
 
19-21 – Math Rooms.  Piles of 
stinky dead corpses of 
students & faculty.  Most died 
from torture or starvation. 
 
D10 Ninja Present 
1-3 Room is empty. 

4 1d4 Initiate Ninja 
Present 

5 1d6 Initiate Ninja 
Present 

6 1d8 Initiate Ninja 
Present, 4 students 
chained to the 
wall. 

7 Make Shift Dojo, 
2d10 Initiate Ninja 
present and 2 
Master Ninja! 

9 2d6 Initiate Ninja 
Present, 10 
deceased faculty 
members, Torture 
room 

10 2d8 Ninja Present, 1 
Master Ninja 
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*For more info on Ninjas and the iron clan, see page 121 of the Villain’s Guide. * 
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