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A Bit of Background


This scenario is set in the same version of the World of Darkness as Vampire the Masquerade and, more importantly, Kindred of the East. GMs familiar with the new or old world of darkness shouldn’t have any significant problems running this as most of the new, Eastern supernatural powers will be used by NPCs and, therefore, will become tools for drama. Also, the Middle Kingdom (Asia) is pretty much separate from everything else so you don’t even need to know anything about Western Vampires, Werewolves, Fairies etc. All you should need will be in the scenario.

In this game the players are all humans that work for a branch of the Japanese government called Strike Force Zero. Strike Force Zero was set up in 1989 using information uncovered after World War 2 and aims to uncover supernatural activity in Japan. Most of the higher ups of the government wish to shut down Strike Force Zero as they don’t believe in ghosts and vampires, but the agency struggles on with its thankless task. Strike Force agents are split into teams of five called Zero Teams that are labelled A through J. These teams usually include agents with mixed skill types; one may be an occult researcher while another might be a weapons expert etc. The players are the agents that make up Zero Team B.    


The Vampires of the Middle Kingdom are entirely different to their Western counterparts; these vampires are mainly called the Kuei-jin by Asians of modern nights. They come into being when a person’s soul leaves his/her body and then fights its way back to that body through the spirit realms to animate that body once more. The Kuei-jin believe that they cannot find true rest until they repay their Karmic debt, which is a goal some of them eternally seek to complete. The Kuei-jin cannot create their own life energy (chi) so they must gain it by drinking the blood of others, though some legends tell of them drinking breath in lieu of blood.


The Kuei-jin are not the only creatures that skulk in the Ailing Land (a name that some have called Japan after World War 2). The Hengeyokai, sometimes called shapechangers, are unified by their goal to return the world to a state where matter and spirit are again as one. As such, Hengeyokai dislike anything that disrupts the delicate balance of nature. Hengeyokai come in a myriad of forms, they can appear as humans, animals of a particular breed or a mixture between the two. When in the half-animal “war form” a shapechanger has greatly increased physical attributes. These attributes depend on what breed the Hengeyokai is; a fox-shifter may have uncanny Dexterity while a Tiger-shifter may have increased Strength. Hengeyokai come from many different breeds, like wolves, tigers, snakes, foxes, crows and spiders to name but a few.

Some mortals have been known to barter their souls to demons in exchange for worldly power. Many of these unfortunate people end up with significant physical & mental changes as a result. Humans that serve demons are commonly called “Bakemono”, and regularly have extra limbs or other such deformities. Most other supernaturals kill these things on sight, though some gather them and use them as guards.
The Plot (Short Version)

This game is set in Japan in 2003. The game begins when Zero Team B (the players) arrive at the office of Geichin Okamoto, in the Tokyo headquaters of Strike Force Zero, to receive their new assignement. At this meeting they are informed that a Hengeyokai has been captured by Zero Team E. This Hengeyokai is known as Takako, she is a “Nine Tails” (Kitsune). The Kitsune are fox shapeshifters. She claims she came willingly as she needs the assistance of SFZ. The players told to interrogate the creature for information. The creature tells the players that there is a taint on an area of mountains to the north of Japan. Though the Hengeyokai insists on acting as a guide instead of giving accurate directions to the area in question.


 Okamoto decides that Team B should investigate this, though he does not trust the Hengeyokai and wants her killed if any reason to do so should arise. The team travels north by helicopter, with the Hengeyokai in silver shackles, to the area they are guided to. Within the wooded, snow covered landscape the players soon find a small village at the foot of a mountain. The village seems prosperous enough at first glance, but soon strange occourrences are noticed by the players. Kuei-jin, and other creatures, are preying on the people in this village, but something is masking their actions from the eyes of the locals. The players can attack the the supernaturals in an effort to destroy them or drive them off, but during the conflict Takako is captured. The survivors of this raid retreat along a path that leads up the mountain. 
If the players investigate the village further, they can find out that a peculiar spirit creature has made its home in the village well. The spirit feeds on the local’s inability to notice the supernatural, and the local monsters are taking full advantage of that fact. Also, there seems to be a defiled Shinto shrine in this area, the occult expert of the group will note that this seems to point to demon worship. The defiled shrine will make reference to the Lord of the Mountain.


The characters follow the same mountain path as the supernaturals did. This path will first take the team into the territory of Takako’s pack. Two Kitsune in their war forms approach the players. The Kitsune smell the scent of Takako on the players (that are trespassing in their territory). The players can fight the Kitsune or gently explain the situation and perhaps gain some allies.


After the players continue up the path they find an old fuedal castle. This castle has many Kuei-jin and demonic Bakemono guardians, but the most fearsome protector comes in the form of Kyoichi, a Kumo (Goblin Spider) Hengeyokai. After a tough battle with the guardians the players will make it to the top of the castle. In the uppermost chamber Jinnai (Kuei-jin) sits performing a ritual. Takako is bound mystically in this chamber and her blood seems to feed whatever magic is being performed. He also gains power directly from the spirit that lives in the town. The players need to destroy this Kuei-jin in order to restore order to the area.
Quick Info On The Player Characters
Youmi Kimura: Youmi Kimura is the occult expert for Team B. Has some experience with ghosts and so is adept with the use of the Kirlian Visor. Has grown close to Yamamoto over the years. She is 39 years old.

Yoshida Yamamoto: He is the technology and computer expert of the team. He is a perfectionist and takes his work very seriously. He has grown close to Kimura over the years. He is 38 years old.

Masamune Takahata: Takahata joined the group in 1998 having been transferred from the main intelligence branch of the government. He is fond of torture as an interrogation technique. Is also a martial arts specialist. He is 29 years old.

Takefumi Ozaki: Ozaki used to hold the rank of Major in the Japanese military until an unofficial mission he led in Korea went bad due to a Kuei-jin attack. He wasn’t allowed back into the military because 

of what he’d seen, but was transferred to Strike Force Zero. Weapons and tactics advisor. He is 31 years old.

Motoko Takai: Having joined Strike Force Zero a year ago Takai is by far the newest member of the team and still has the most to prove. She is a forensics specialist and doubles as the Team’s field medic if things get too rough. She is 27 years old. 

A Note On The Equipment

All the agents are equipped with: 
· Subdermal Armour (polymer implants under the agent’s skin, gives agent a soak roll against lethal damage).

· Psi-Band Radios (radios plug into the ear and allow communication between players within a one mile radius).
Youmi Kimura, Motoko Takai & Yamamoto are equipped with Striker Pistols (Dam 6, Rate 3, Clip 8). Standard rounds & Sliver rounds (does agg. Damage to Hengeyokai). Youmi & Motoko have 1 clip of Ectoplasmic rounds (can shoot ghosts, no effect on anything else). Yamamoto has 1 clip of experimental Nanite rounds (nanites start doing damage one turn after impact, 2 Agg Dam per turn).
Youmi Kimura and Motoko Takai are equipped with Kirlian Visors (Perception + Science roll difficulty 7 to detect presence of supernatural energy like Chi, Gnosis, Pathos, Quintessence etc.)

Yamamoto has a laptop that links up to Strike Force Zero’s satellite surveillance network. Yamamoto has “Keypads”, cyberware implanted into his right forearm, they’re designed to give him access to secured systems. 

Masamune Takahata is equipped with “Cyber Claws”. These are eight inch long blades placed at his wrists and elbows. They can be retracted when not in use. Str +4 Damage. 9mm pistol (Dam 4, Rate 4, Clip 15)
Takefumi Ozaki has had his right arm replaced by a bionic arm (+2 Strength when using that arm). He carries an Assault Rifle with Grenade Launcher Attachment (Rifle: Dam 7, Rate 9, Clip 30) 3 Incendiary Grenades (Dam 7, Radius 15)
The Scenario Begins Here
Part One

The Briefing

The player characters (which make up Zero Team B) all arrive in the conference room of Strike Force Zero Headquaters (the H.Q. is a skyscraper in central Tokyo) where they have a briefing to attend. They are met by Geichin Okamoto, the head of the organisation. Okamoto is a thin man with short, black hair. He is in his seventies, though he doesn’t look a day over fifty.

When everyone is seated Okamoto explains that four days ago a Kitsune Hengeyokai was spotted in Tokyo. The Kitsune are fox shapeshifters. After tracking it for another two days Zero Team E devised a plan to engage and destroy the creature. Okamoto shows the players surveillance footage of the raid carried out by Team E. The footage shows the Hengeyokai being surrounded in a city park. She notices the agents, and clearly tries to surrender, before being shot. The players are told the Hengeyokai, named Takako, has been captured by Zero Team E. Takako has, up to this point, claimed she came to Tokyo willingly as she needs the assistance of SFZ. Okamoto decides that Zero Team B should take over the interrogation of the creature, before the scientific research department are given the creature to experiment on.
Takako is, in her human form, quite beautiful. She is tall, slender and has long red hair that reflects her animal form. The injuries she’d suffered from her capture are healing rapidly. When the players begin to question her she is only too eager to explain her reasons for being in Tokyo. “There is a taint on the mountains on the island of Hokkaido, I know from where it emanates. It disrupts the natural balance and must be stopped. The warriors of your Strike Force Zero are formidable, surely they will help us destroy the evil. Countless innocents will die if you do not”. Hokkaido is one of the three main islands that make up Japan, so the team need more info to find out where exactly Takako is talking about. The Hengeyokai insists on acting as a guide instead of giving accurate directions to the area in question. The players will find it difficult, but not impossible to get additional information out of the shapeshifter. If they push hard enough (paticularly Takahata) they can find out that there is a village in the Kitami Sanchi mountain range where the inhabitants are beset by creatures that worship an evil spirit. The spirit is causing blindness to supernatural activity, rendering the locals defenseless. Beyond that, Takako will be aware that giving up too much information will get her killed. 


 Once these cryptic findings are brought to Okamoto he will authorise an assignement in which Team B should investigate the matter. However, he does not trust the Hengeyokai and wants her killed if any reason to do so should arise. The team is allowed the use of a helicopter, it’s on the roof of the Headquaters, the pilot (Tadakatsu) is already on board. The team is joined by Takako, who is bound in silver shackles. Some time into the trip the pilot is given directions to a “village consumed by taint” by the shapeshifter. There isn’t much talking on the trip, but if players feel the need to talk to each other in an effort to find out about each others characters, then that should be encouraged. Also, if Takako is pushed, she’ll let the players know that she suspects that people who worship the tainted spirit, and draw power from it, may be waiting for them on this mission. The helicopter lands in a clearing near the village. The pilot stays to guard the chopper.   
Part Two

The Tainted Village

The surrounding landscape is mountainous, wooded and snow covered. The players may notice that there are an unusual amount of large spiders (about the size of a hand) in the area where the helicopter landed. The team follow Takako, who is moving quite slowly as the silver shackles are constantly doing her harm. Yoshida, the tech expert, can use his laptop to link up with the satellite network to get an idea of the area. Yoshida rolls Intelligence + Computers diff 7, any success allows him to see the location of a village ahead, four or more successes allows him to spot a fuedal castle further up the mountain. Further use of the satellites gives results at the GM’s discretion. It takes a while of hiking, but the players arrive at the village described by the shapechanger. 
The village seems prosperous enough at first glance, people are going about their daly business as normal, but soon strange occourrences are noticed by the players. As the team walk through the town they see an occasional discarded corpse being eaten by rats. The locals, Takako is quick to point out, do not notice anything amiss. The players don’t have to wait long before they get confirmation of Takako’s claims, as they catch site of three foul looking creatures enter the centre of the village. These creatures are Bakemono, they were once men, but they made pacts with demons for power. One has an extra arm, twice the length of an average arm, protruding from his lower back. One has a number of long, barbed claws instead of fingers. Another has a black slime that covers his body and spikes that cover his back and arms. Before the players attack it’s obvious they’re going to attack one of the villagers. If a Bakemono reaches a villager he will feast on the flesh of that person, and even other locals looking in that direction wont see this happen.
Even in the unlikely event that the players don’t wish to attack at this moment, Takako does, and so changes into a hybrid of a fox and a human. The shapeshifter grows to twice her height, grows red fur that covers her body and her face changes into that of a fox. With great effort, she smashes the silver shackles that impede her. The shackles have left their mark though; There are patches around her wrists and ankles where there’s no fur, just scar tissue. Takako lunges at one of the nearest Bakemono.

In the interests of simplicity all the Bakemono have the same statistics. Even though the actions of Takako should be dramatic with no real rolling, I’ve included her statistics here also.
Bakemono Quick Statistics
Attributes

All Physical 3
All Social 1
All Mental
   1
Abilities

All Talents  2
All Skills 2
All Knowledges 1

Disciplines

Potence 2
Takako Quick Statistics
Attributes

All Physical 6
All Social 4
All Mental
   3

Abilities

All Talents  4
All Skills 4
All Knowledges 3

Disciplines

Potence 3
Celerity 3
Fortitude 3

Takako and the players should have very little difficulty in dispatching these Bakemono, the villagers don’t notice the combat. Before the team get a chance to regroup they spot that more Bakemono are surrounding them. Keep the numbers vague (there are about fifteen to twenty). The monstrous Bakemono emerge from inside houses or descend from the rooftops to attack the players. They all have similar disfigurements, like slick skin covered in poison tumours, and many also have fangs, claws and extra limbs. Some carry silver blades. While the players defend themselves from this renewed onslaught, Takako is overwhelmed and dragged away by some of the powerful brutes. After this has taken place, the fight will continue for as long as the GM feels it to be dramatic, then the Bakemono will flee from the village. If the players pay attention, they notice which path the Bakemono take out of the village (and up a mountain). If not, they can find it easily because of the trail of blood left by Takako and the Bakemono. 
The Spirit

If Takai or Kimura use their Kirlian Visors (Perception + Science) to view the village at any point, they will see that there is indeed a large, malignant spirit in the area. When viewed through the visor, the spirit looks like it’s made of oil that floats in zero gravity. It has many tentacles that seem to stretch out over the whole village. The players can trace the source of the tentacles back to the village well, where the spirit has made it’s home. With some very good rolls, Takai or Kimura can spot that chi is being drained from people into the spirit whenever a supernatural creature is around. The spirit feeds on the villager’s inability to notice the supernatural, and the local monsters have been taking full advantage of that fact. With very, Very good rolls Takai and Kimura can notice that some of the chi is being drained away from the spirit to some point high up on the mountain. The chi before it enters the spirit looks vibrant and colourful, but when it is drained from the spirit the colours look muted.
Further investigation of the area will reveal a Shinto shrine in the village. There are bodies of villagers that have obviously been sacrificed lying on the ground nearby. Their blood has been used to smear occult symbols on the shrine. Kimura, with her background in matters of the occult, will note the references to demon worship and “The Lord of the Mountain”.
The spirit wasn’t always a force of evil, but it has been changed by Jinnai, a demon worshiping Kuei-jin that lives on top of the mountain that towers over the village. The spirit is fettered to this world by an ornate mask. The mask was split in two at some point in the past, one half is at the bottom of the well, the other is with Jinnai. The spirit is currently being manipulated by this Kuei-jin, who has also cast a ritual on the shrine to cement his power over the spirit. Jinnai’s hold over the spirit can be broken if his half of the mask can be returned to the spirit. It will be lessened if the shine is destroyed. 
The players may just choose to use Ectoplasmic rounds on the spirit. Once the last bullet is fired the spirit will die (provided enough bullets hit). All the villagers can see supernaturals from this point forward but seem confused if questioned.
Part Three

The Lord Of The Mountain

The characters follow the same mountain path as the Bakemono did. As they do so they may spot the same large spiders that were at the landing site keeping pace with them. The spiders scurry into the undergrowth if spotted. After an hour or two of hiking upwards, two Kitsune in their war forms (Yoshi & Kitamura) approach the players. They smell the scent of Takako on the players and assume that she has been injured by them. Not only this, but the players are trespassing in the territory of the Hengeyokai. The players are given a very short space of time with which to explain themselves. If the two Kitsune don’t like what they hear, they’ll attack the payers. If the players make a very impressive effort, the Kitsune will decide not to fight them and slink away into the trees instead. If the players are too injured after their earlier conflict with the Bakemono, or the game is going slowly, you can choose to skip this scene.

Yoshi & Kitamura Quick Statistics
Attributes

All Physical 6
All Social 2
All Mental
   2

Abilities

All Talents  4
All Skills 4
All Knowledges 3

Disciplines

Potence 2
Celerity 2


It’s getting dark as the team near a fuedal castle at the top of the mountain. It’s a clear night and the castle is illuminated by the light of the full moon. It has four stories, is enclosed in a walled compound, and is guarded by about ten Bakemono. Inside the compound there are horrific versions of zen gardens that include impaled or otherwise mutilated victims. The blood of the victims form streams that flow through the gardens. As the players battle through the gardens towards the entrance, they disturb a man wearing a kimono who is meditating. This man (Akiko) is actually a Kuei-jin, one of a group under the sway of Jinnai. As he rises to his feet, two katanas that were resting against a wall fly into his hands. Then He leaps roughly eight feet upwards, changes direction in mid air and dives at one of the players blades first.
Akiko Quick Statistics
Attributes

All Physical 5
All Social 3
All Mental
   3

Abilities

All Talents  4
All Skills 4
All Knowledges 3

Disciplines

Potence 2
Celerity 2
Jade Shintai 4

As the players climb the stone steps and pass through the large, wooden double doors that form the entrance of the castle they notice several large spiders rushing in the same direction. The spiders scuttle across the polished floors, elaborate rugs and tapestry covered walls until they reach Kyoichi. Kyoichi is a Kumo (Goblin Spider) Hengeyokai, and the most fearsome of the protectors of Jinnai. He looks like an enormous spider, but instead of where the head should be is his humanoid torso. He sits in a gigantic web that blocks the players passage up the stairs. “Who dares disturb the work of the master?” asks Kyoichi as the smaller spiders are absorbed into him, making him grow slightly. The players will answer whatever way they wish. Kyoichi will laugh at them “You may have bested the lowly morsels without, but ones as weak as you can never hope to defeat me.” Kyoichi slowly moves from his web towards the players. If they haven’t attacked by now he declares that “you are nothing but sustenance for the master, and I shall relish your entanglement.” It is clear that Kyoichi wishes to coccoon the players in webs so they can be delivered to Jinnai.
Kyoichi Quick Statistics
Attributes

All Physical 7
All Social 3
All Mental
   3

Abilities

All Talents  4
All Skills 4
All Knowledges 3

Disciplines

Potence 4
Celerity 2


Can fire webs that slow the players.

If the players left Yoshi & Kitamura on good terms they will come crashing through the doors of the castle in order to do battle with Kyoichi. The web by the stairway will be ripped in the skirmish so the players will have a choice to stay and fight or head upwards into the castle. Either way Kitamura will die in the act of defeating Kyoichi, and Yoshi will be sevearly wounded.
After these tough battles with the guardians, the players will travel through the other stories of this paper walled castle. It will strike the players that for such archaic envrions there are plenty of modern comforts; radio, television etc. At the door to the uppermost chamber there is a very modern security measure, in addition to the thick walls and the steel door there is a digital keypad and a fingerprint scanner. These can be overcome by use of Yoshida’s “keypads” (roll Intelligence + Computers Diff 6). 
Inside the chamber they’ll find Jinnai. He is thin, wears a midnight blue kimono, has lank, black hair and ghostly pale skin. He sits in the centre of a circle drawn in blood chanting words from a forgotten language and drawing symbols in the air. These symbols are visable as blue flames for an instant after drawn. The chamber is lit by seven blue flames that float one foot above the circle. Takako is bound mystically behind Jinnai in the chamber and her blood seems to feed whatever magic is being performed. There are a number of openings in the roof and anyone using a Kirlian Visor can see the chi flowing from them into Jinnai. (He gains power directly from the spirit that lives in the town). There’s half an ornate mask on the floor next to Jinnai. When the players first attack Jinnai he’ll remain seated, trying to concentrated on the ritual (which is almost complete). He defends himself by sending blue flames or whips formed of blood at the players and relying his supernatural toughness. The players may try to free Takako but she is too injured to help the players. If they don’t free her she will have the last of her energy drained by the ritual.
Jinnai Quick Statistics
Attributes

All Physical 5
All Social 4
All Mental
   5
Abilities

All Talents  4
All Skills 4
All Knowledges 3

Disciplines

Ghost Flame Shintai 5
Celerity 2
Jade Shintai 5
Blood Shintai 4


After a turn or two passes Jinnai’s ritual to summon a demon will be complete, though it shall not yield the results he expects. He gasps “No! This can’t be…” before convulsing in an uncontrollable fashion. Then he starts to grow. It happens slowly at first, but then he becomes taller rapidly, his muscles burst through his clothes and even the roof of the castle can’t contain him. As the top of the castle explodes outwards the players are tossed onto the sloped rooftops of the level beneath. The collection of muscles they now look upon is a demon that has possessed Jinnai. With flames licking from his eyes and mouth he calls down to the world below him “Behold, I am Tou Tsang! Demon Jailer of the Shikome Hell! Gaze at my magnificence and know terror, for from this moment hence you shall be as slaves to me!” From that point onwards the players are free to do battle with a demon straight from hell. They can use any advantage they can think of (knocking him off the roof is a good start). This battle should be made epic, but not impossible. I’ve given Tou Tsang some stats below, but you don’t really have to stick with these too closely. It’s sufficient to say that he’s the big bad, and he’ll take a serious thrashing before going down.
Tou Tsang Quick Statistics
Attributes

All Physical 8
All Social 5
All Mental
   5

Abilities

All Talents  5
All Skills 5
All Knowledges 5
Disciplines

Ghost Flame Shintai 5
Jade Shintai 5
Potence 7

Part Four

How It Ends

There are a number of ways for this scenario to end depending on some of the choices that are made. 


If all goes well, the players will find a way to destroy the corrupted shrine, grab Jinnai’s half of the mask, destroy Tou Tsang and return the mask to the spirit. If this is done, the spirit will no longer need to drain massive amounts of chi to feed Jinnai, and will shrink in size. When viewed by a visor it will now appear to be a light blue instead of inky black. The taint on the land has been destroyed thanks to the efforts of the agents. Once the players return to Tokyo they are promoted to the status of Zero Team A.


The players may go through the scenario and destroy all the obstacles in their way without actually solving the problem with the spirit. If this happens the players will have destroyed a demon, which is no mean feat, but another Zero Team has to be sent out a week or two later with a follow up investigation into the spirit situation.

As mentioned above the spirit may be shot to death. This will satisfy the needs of the organisation, and the agents will not be reprimanded for such an action.


An unlikely ending would be the players deciding to join with Tou Tsang as they believe they have no hope of stopping him. If it does happen and all the players join the demon then they are present at the birth of a new demon empire. They’re used as hosts for other demons in the days that follow, then they gain followers and march south across Japan to Tokyo. However, repeated attacks by Strike Force Zero, Hengeyokai and even Kuei-jin destroy the demons on the outskirts of the capitol.
