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- . FOREWORD

If you were one of our Kickstarter backers
thank you for supporting the project! The
entire team worked extremely hard to put
together an amazing world and it is our
utmost pleasure to put it into your hands.
On the illustrative side our art team blew
the doors right off the hinges and their
artwork just explodes off the page, and
the writing by the design team is just as
impressive! While there are excellent stories
throughout Mists of Akuma you're going to
find that the tales you weave to be as compel-
ling or even more so—please share them with
us! E-mail mistsofakuma@gmail.com with
your adventures and tell us what enemies you
vanquish in Soburin!

SURVIVAL IN X
DYING WORLD

For a century and a half foreigners oppressed
Soburin’s peoples by way of advanced
technology, subjugating the inhuman races
and poisoning the soburi’s relationship with
the diverse cultures of the realms. Fifty years after invading the ceramians and ropaeo
destroyed themselves with heretical science, allowing Hitoshi's Rebellion to restore the
Masuto Dynasty to power; yet all is not well.

An ancient corrupting fog from legend has begun to roil across the continent,
flowing over the prefectures before receding without rhyme or reason and leaving legions
of monstrous freaks in its wake. What little peace they knew has been stripped away once
more as monsters from myth reappear to savage civilization and as the fell haze grows
more prominent, the lengths that people go to in order to survive only descend further
and further toward depravity.

Mists of Akuma is set in a decaying world and Soburin is an exhausted continent—
both the land itself and its survivors have suffered greatly for several generations—and
desperation grows with every season that passes. In realms that were once bound by hon-
or everything has become a means to an end and few bother to justify their actions, more
still hiding the evidence of their vileness and casting responsibility onto a rival; friends
betray friends, parents betray children, and lovers betray one another.

Survival in the Mists of Akuma is not a goal to aspire to but a benchmark to
measure upon—you will die or you will fall to corruption, it is only a question of which and

when. What few victories you can claim as your own will be pyrrhic, but before your

end you will mark the very world with the prowess of your deeds and forever be
E known as a legend in the dying lands of Soburin.



Soburin’s finest warriors were arrayed across the fields outside of Sanbaoshi, all of the clans’ armies
gathered together and united under the nobori of Empress lko Masuto. My chest swelled with pride
as the men and women of Korusu fell into rank, but breath was stolen from me as | looked up
towards the clouds and my eyes fell upon the first wonder of that fateful day: Chitanharikén. The
grand serpent was as majestic as the poems written to honor the Imperial Dragon and a murmur
of consternation spread across the assembled troops as its powerful kin—Daokoshazi, terror of the
woods—appeared nearby. | joined the other commanders as we screamed for our soldiers to fall
into rank and that the enemy would soon be upon us.

The invaders were a people not unlike the children of the Imperial Siblings, but savage and
violent, perverting nature to fell ends: ceramians. Their foul machines would come to leave an
intense impression on us all—what sort of power but magic could send a carriage soaring through
the sky or summon the lightning of a storm? Foolishly | thought the rumors mattered not; with the
might of the Imperial Dragons and the united front of the twenty-three clans, this “technology”
was sure to be a trivial advantage.

How wrong | was.

Massive waves suddenly appeared off the western shore—Sekainami had engaged something
beyond my sight, sending water flying higher into the air than the tallest spires of the Masuto Imperial
Palace. The legendary sea dragon roared so loudly that a tremor shook the very ground just as |
finally caught sight of our foes and a gasp escaped my lips as the first of their ships emerged from
the clouds, wheeling across the sky and out of the reach of Chitanharikén’s claws. Flashes erupted
from the front of the sleek vessel’s nose and the thing barked like a cur, sending clouds of dirt into
the air before ripping apart a contingent of lkari samurai like a thousand bloody demons.

Cries erupted as wounded warriors fell to the earth, maddened by pain and screaming for
merciful deaths. Yamano-Ryoshu soared into the sky, the golden serpent’s ascension bringing a
vipple of inspiration through the united soburi before me, their retributive cries drowned out as it
unleashed a cacophonous roar that sent a dozen of the loathsome aircraft falling from the sky. It
was a brief reprieve of the slaughter that was to come however, and just as soon as the lmperial
Dragon’s powerful voice faded thrice as many of the enemy came tearing through the clouds.

Samurai and spellswords alike fell by the hundreds as more metal was spat down onto the
fields, the grass quickly turning crimson from the blood of thousands of soldiers, ebbing red out into
the ocean like a disease. Our forces responded as best they could but the finest archer’s arrows fell
short of the flying ships and the few that found purchase were as leaves on the wind.

Metal boxes the size of pagodas fHoated in from the fog off shore, and for a brief moment
we men and women of Soburin felt that victory could be within our grasp—but only for a brief
moment. When they reached the sands the enemy spilled forth carrying strange weapons, and
though a few fell to Hakaisuru snipers, charging samurai began falling by the dozens as electricity
ripped across the ground, fusing sand into glass and lighting the fields aflame. Brave as they were
my troops began to fray, unsettled and dropping from formation as one fleed by the battlefield,
followed by another deserter, chased by two mwore. Mentally noting their names | screamed for
order among those that remained and we bravely marshalled alongside our brothers and sisters,
but a crashing vessel struck the skull of Gyakusatsu and the feared void dragon fell from the sky,
its limp body crashing into the sand.

When the first of the imperial dragons fell and Sekainami turned to flee—it was then | knew
that the battle was truly lost.

Many fine warriors died that day but my closest students fought on beside me, forcing a
truly righteous assault that pushed back a corps of the lightning-slinging enemy as more of the
great serpent allies of Empress Iko fled from the battlefield. Were it not for the sacrifice of my loyal
troops, Lord Toreishi Gekido and Lady Mantikoa Sukochi might never have survived the battle, and
we did not accept surrender until the very last.

The ceramians had arrived and the Battle of Gyakusatsu was theirs.

—A recounting of the Battle of Gyakusatsu
General Nandemoya Korusu, 3314




It has been over three and a half millennia since the dawn of mankind. Monsoons are more and
more common with the reappearance of the roiling, demon-spewing Mists of Akuma, and the
sun’s light grows duller with every day that passes after the end of the War of Kaiyo more than
a century ago. A pall of darkness has fallen on the continent of Soburin, and even its greatest
heroes are mired in the petty intrigues and never-ending slights of aggressive clans. Spellswords
and mercenaries cross the countryside in search of fortune, leaving the poor and meek to fend
for themselves or die in the harsh reality of a broken world where technology has been either

abandoned as heresy or perilously embraced.

HISTORY OF SOBURIN

For time immemorial the continent of Sobu-
rin has kept its borders tightly closed, separated
from the rest of the world by the Great Divide
and free from foreign influence. Embracing magic
and a feudalistic way of life, martial and cultural
arts flourished as pursuit of the sciences waned
by the decree of nearly all the greatest lords. An
idyllic, leisurely path to the future was laid out by
the Masuto Imperial Dynasty after their ascent in
the end of the 2,000 year long Ichizoku Wars, and
through intelligent governance and the astute

use of agents of the state utilizing magic,
El peace reigned for over a millenia.

Life changed forever when a fleet of
steel gunships from Ceramia sailed into the
skies above the capital of Sanbaoshi in 3301.
Laden with explosive weapons and lightning-
powered machines, their superior technol-
ogy and massive numbers quickly wrested
authority from the hands of Empress ko,
forcing open Soburin’s national borders to
the world at large and drafting its peoples
back to a life of war. Magical and martial ed-
ucation became mandatory for all citizens,
their lives codified and run by the Kengen
(a wing of the ceramian military devoted to



subjugation). Across the Great Divide the plan-
et's other two continents were engrossed in a
conflict all their own: the War of Kaiyo. Looking
for resources and any edge against the forces
of Ropaeo, the people of Ceramia enlisted the
continent of Soburin to their cause, subjugating
all of the inhuman races into the cities of the
prefectures. Soburi mages and warriors were
employed to horrifying effect on the battlefield,
raising the stakes of the momentous conflict
raging on the other side of the edge of the
world until their scientists developed weapons
that wrought destruction on a global scale.

In 3406 all contact with the continents
across the Great Divide ceased and the War
of Kaiyo came to an abrupt end—nearly all
parties sent across the edge of the world failed
to return, and the few that did spoke of omni-
present death dealt out by great and terrifying
horrors. Even after being cut off from Ceramia,
the Kengen Occupation held onto power for five
decades before being deposed, overwhelmed
by a rebellion underthe leadership of Hitoshi
Masuto. His final victory in Sanbaoshi led to the
reinstatement of the Masuto Imperial Dynasty,
sending all of Soburin's immigrants to ground
as he immediately declared a reprisal of all
foreign influences.

By 3458 after only two years of relative
peace the lands of Soburin became a danger-
ous place once more for peasant and noble
alike. A long succession of militant clans are
settling back into century-old positions of
power opposing one another, and the few lords
to embrace technology do so at the peril of
their feudal servants (many have already fallen
to cries of heresy and the blades of paranoid
neighbors). Regions that were stripped of
resources by the ceramians suffer greatly under
the political machinations of their leaders,
and though Emperor Hitoshi was an inspiring
commander he is proving a poor ruler. To make
matters worse, strange mists have begun to
spill out of the Great Divide, bringing demons
and the horrors of the war across the threshold
with them.

In 3465 to consolidate control thousands
of bengoshi were dispatched, representatives
empowered to hire and deputize citizens on
behalf of Emperor Hitoshi and the other lords
of the land. These agents root out sedition
and erase the influence of the other continents
from Soburin, striking down scientists that
experiment beyond the boundaries of imperial

decree and unveiling the plots of rogue
Kengen warlords. Turning their focus away
from war and back toward the intricacies of
magic, farseers urge for a quick solution to
the Mists of Akuma, fearing that the world
will be doomed should the fogs come to
consume all of Soburin.

While the bengoshi have gone a long
way in bringing peace and security to the
realms, the political maneuver that so many
commended Emperor Hitoshi for making has
already begun to backfire. Many of the clans’
functionaries utilize their powers to infiltrate,
sabotage, and injure their rivals, gradually
returning Soburin to the chaos of its past.
Small, fierce battles between the forces of
different prefectures are becoming more
and more frequent, and exacerbated by
the remnants of the ceramian and ropaeo
militaries. Between the Mists of Akuma,
scheming foreign generals, and the infight-
ing of the clans, it is only a matter of time
before the weakened government of Soburin
collapses, sending this world's last bastion of
survival into bloody, chaotic oblivion.

ROGUE KENGEN GENERALS

Soburin has become a land of spellswords
and samurai where deceit and suspicion
are a part of daily life—a constant struggle
ruled by heresy and fueled by betrayal.
Each of the 24 clans seeks to increase their
power and prestige no matter the cost, even
as mercenaries and mages abound on the
declining roads and cities they control.
Ceramia and Ropaeo are no more, but their
shadow still lingers across the land—the
precarious authority of the Masuto Imperial
Dynasty wanes as the surviving Kengen
warlords regroup and prepare for a rebellion
of their own. With the Mists of Akuma roiling
across the land it is only a matter of time
before Emperor Hitoshi loses his authority
over Soburin.

While mechanical tsukumogami litter
the prefectures and create an omnipres-
ent threat of their own, there are six greater
dangers that remain from the War of
Kaiyo in @ much more familiar form, foreign
as they may be: the surviving generals of
Ceramia and Ropaeo. Under the protection of
the merchants who profited
under the exploitation of
Soburin’s natural resources EI



and small-minded allies catapulted to pow-
er through the subjugation of the continent'’s
inhumans, the remaining Kengen generals
continue to claim that their advanced
sciences will bring about a better world. They
muster rogue armies supplied by hidden caches
of technology, assault the fortresses seemingly
at random, and always work to undermine the
Masuto Dynasty and the relative standing of the
clans.

Rogue Kengen Generals and Rogue Kengen
Soldiers share statblocks that are modified
slightly depending on the specialty of their forces.

OVERSEER FRENEZA GENUILO is the former
chief science officer of the Kengen Occupation,
a mad genius with a particular hatred for the
umibo and a burning desire to learn their
secrets (particularly what happened to the fikaze
elemental folk that disappeared over a century
ago). She and her warriors are masters of light-
ning technology, said to have a mobile base that
still soars the skies above Soburin.

Freneza’s Statistics (CR +1). Freneza's
Dexterity and Intelligence increase by 4,
and she gains her proficiency bonus on all
Intelligence saving throws. Her jetpack (AC 20,
50 hp) gives her a fly speed of 60 feet. She is able
to cast spells as if she were using the clockwork
components feature of a clockwork adept
(page 70); she has three each

of 1st-, 2nd-, and

3rd-level

spell slots,

as well as 1 B Y T

two 4th-level spell slots and access to all
class spell lists.

Freneza'’s Soldiers (CR +1). Freneza's
soldiers gain their proficiency bonus to
Intelligence saving throws and have
jetpacks (AC 15, 25 hp) that give them a
fly speed of 40 feet. Their firearms deal
2d8 lightning damage on a successful hit
and gain advantage on attack rolls target-
ing creatures wearing metal armor.

WARLORD KOLERAJ BATELANO hates all
of the soburi, blaming their conscription for
the apocalypse across the Great Divide. Of
all the Kengen generals he is far and away
the most violent—survivors are only rarely
left behind his army’s bloody path. They
travel from fortress to fortress, slaugh-
tering everything within and turning what
remains into a deathtrap before moving to
the next target.

Koleraj’s Statistics (CR +1). Koleraj's
Strength and Constitution increase by
4, he gains his proficiency bonus on all
Strength and Constitution saving throws,
and he ignores the first 3 points of dam-
age from any source. Each turn he may
use his bonus action to Dash and when
taking the attack action, he makes one
additional attack.



Koleraj's Soldiers (CR +1). Koleraj's soldiers
gain their proficiency bonus to Strength and
Constitution saving throws. When one of
their allies is adjacent to their opponent, the
soldiers deal +1d6 damage.

GENERAL KUPRAN STELISTO was one of
Ropaeo’s most talented infiltrators, insinuating
himself into soburi society in a wide variety
of guises and training all of his soldiers to do
the same. Many consider him to be the most
dangerous of the Kengen, able to strike
without warning before slipping back into
obscurity too quickly for the mounting of
any defenses.

Kupran’s Statistics (CR +1). Kupran's
Wisdom and Charisma increase by 4,
he gains his proficiency bonus on all
Wisdom and Charisma saving throws,
and he gains advantage on all Charisma
(Deception) and Wisdom (Insight) checks.
Each turn he may use his bonus action to
Dash or hide and he is able to hide without
concealment or cover. His attacks deal 1d8
poison damage, and any creature that has
taken damage from his attacks gains the
poisoned condition until that damage is
healed.

Kupran’s Soldiers (CR +1). Kupran's
soldiers gain their proficiency bonus to
Wisdom and Charisma saving throws
as well as to Charisma (Deception) and
Wisdom (Insight) checks, and they are able
to hide without concealment or cover. Their
melee attacks deal 1d8 poison damage and
any creature that has taken damage from
their attacks must make a Constitution save
against 10 plus the damage dealt or gain
the poisoned condition until that damage is
healed.

COMMANDER MALSA GULO is the most
public of the Kengen generals, frequently
making his presence well known by drinking
excessively in the tea houses of the various
prefectures (and then always narrowly
escaping capture). This foolish demeanor is
only a facade and no other former general of
Ceramia (or Ropaeo) is as well connected and
supported by the merchants of Soburin than
Malsa.

Malsa’s Statistics. Malsa has the standard
statistics for a Rogue Kengen General.
Malsa’s Soldiers. Malsa's soldiers have
the standard statistics for a Rogue Kengen
Soldier.

ADMIRAL REPRE ZALO was one of Ropaeo's
finest sailors and a true master of seacraft.
She and her band of soldiers still ply the
waters around Soburin, though since the end
of the War of Kaiyo they have been joined by
numerous native pirates and brigands that
bring with them valuable intelligence on the
maritime doings of the Masuto government.

Repre’s Statistics. Repre has the standard
statistics for a Rogue Kengen General, save
that she gains advantage on checks made to
navigate or pilot a nautical vehicle.

Repre’s Soldiers. Repre's soldiers have the
standard statistics for a Rogue Kengen Soldier.

LIEUTENANT-GENERAL SOVAGA KASOJ is
spoken of in hushed tones as the Mad Gambler
due to his hit-and-run tactics and an aggressive
drive that many falsely interpret as a deathwish.
His penchant for ambushes and striking when it
is least expected has been the doom for many
a soburi commander, and his very presence
makes all opposing soldiers conscious of the
dangers posed by a seeming weakness among
the Kengen generals.

Sovaga’s Statistics (CR +1). Sovaga's
Dexterityincreases by 4, his speed increases
to 50 feet, and he gains his proficiency
bonus on all Dexterity ability checks and
saving throws. On his turn he may use his
bonus action to Dash and when taking
the attack action, he makes one additional
attack.

Sovaga’s Soldiers (CR +1). Sovaga's sol-
diers gain their proficiency bonus to Dex-
terity saving throws, as well as Dexterity
(Acrobatics) and Dexterity (Stealth) checks.
Each turn they may use their bonus action
to Dash and when attacking a creature adja-
cent to one of their allies, Sovaga'’s soldiers
deal 1d6 additional damage.



ROGUE KENGEN GENERAL

Medium humanoid (ceramian or ropaeo), neutral
Armor Class 17 (studded leather, shield)
Hit Points 75 (10d8+30)

Speed 30 ft.
STR DEX |[(CON |INT WIS [CHA
15(+2) |16 (+3) |16 (+3) |14 (+2) [ 15 (+2) | 13 (+1)

Skills Athletics +5, Deception +4, Insight +5,
Perception +5, Survival +5

Condition Immunities frightened

Senses passive Perception 15

Languages Ceram, Ropa, Soburi

Challenge 5 (1,800 XP)

Legendary Tactician. Rogue Kengen Generals
may spend a bonus action to either take the
Dodge action or command a Rogue Kengen
Soldier within range, allowing the target to spend
their reaction to immediately take an action.
Technological Adept. Rogue Kengen Generals
gain advantage on checks made to activate, build,
conceal, hide, or understand technology.
ACTIONS

Multiattack. Rogue Kengen Generals make three
saber attacks or any combination of two pommel
and revolver attacks.

Saber. Melee Weapon Attack: +6 to hit, reach
5 ft.,, one target. Hit: 7 (1d8+3) slashing damage.
Pommel. Melee Weapon Attack: +5 to hit, reach
5 ft, one target. Hit: 5 (1d6+2) bludgeoning
damage.

Revolver. Ranged Weapon Attack: +6 to hit,
range (40/160), one target. Hit: 12 (2d8+3)
piercing damage.

REACTION

Reflexive Dodge. \When a Rogue Kengen
General is aware of their attacker, they may
spend their reaction to reduce the damage =«
of an attack or spell by half.

ROGUE KENGEN SOLDIER

Medium humanoid (ceramian or ropaeo),
neutral

Armor Class 15 (chain shirt)

Hit Points 26 (4d8+38)

Speed 30 ft.

STR [DEX |CON |INT |(WIS |CHA
14 (+2) 115 (+2) | 14 (+2) | 11 (+0) [ 13 (+1) | 10 (+0)
Skills Athletics +4, Perception +3, Survival
e

Senses passive Perception 13

Languages Ceram or Ropa, Soburi
Challenge 2 (450 XP)

Squad Tactics. When in combat with
other creatures that have this ability, a Rogue
Kengen Soldier can spend a bonus action
to gain a bonus to AC or attack rolls equal
to the number of adjacent allies. This bonus
lasts until the end of the Rogue Kengen Sol-
dier’s next turn.

ACTIONS

Bayonet. Melee Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 6 (1d8+2) piercing
damage.

Hunting Rifle. Ranged Weapon Attack: +4
to hit, range (80/320), one target. Hit: 13
(2d10+2) piercing damage.




At first it seemed that my finest victory was achieved when the last of the damnable ceramians
survendered but as the years take their toll, | fear that my greatest battles are yet to come. Truly
none of my predecessors—save for perhaps the great founder—had fought so hard for the empire.

[ am at my wit’s end and wonder how (or dare | think it, if) the great Masuto Dynasty will
endure the death and corvuption that threatens to engulf us all.

Even the most renowned of my ancestors (Sohei, bless her magnificence) must have had an
easier time wrangling the clans than what has befallen my rule. The lords that once flocked to my
banner have either perished in battle or have been taken by age, and their upstart children bring
me nothing but frustration. Lords Yakushi, Dainichi, and Shaka have allied with Lady Taho and
Askuku, continuing the heretical teachings of the blasphemous gaijin. They cannot appreciate the
danger of the heresies in which they dabble, or that the blood of their kin paves the paths on which
they tread. Fuson, Rimono, Supai, Uragi, and Uso have become ostracized by all of the mainland —
and rightly so. Who can foretell what hideous things might result from their recklessness?

Perhaps | will threaten sanctions and embargoes on them once again, and station more
soldiers along their torii gates. My counsels have warned wme that trade has Aagged since the
institution of travel papers was renewed, but there was no reasonable alternative; the return of
the Mists of Akuma poses a danger greater than anything the gaijin unleashed in their despicable
war. We must return to the old ways to respond to this ancient threat, no matter the cost to the
imperial coffers.

Though my advisors have not allowed wme to adwit it to the court, | believe that my
negligence has cost Soburin many a noble soul—I ignored too many pleas and responded too slowly
to the fell haze, as ignorant of the corvuption that encroaches the lands of my sovereignty as
foolish Shaka is to the evils of science. It was not until | saw what it did to that poor man that | knew
something must be done. | shall never forget the adeddo-oni’s screams as the mekkusenshi dragged
it into the palace’s garden, how it scrabbled and fought without regard for itself. Kyoretsuna slew
the wretched thing before it could gnaw off one of its arms, and as her katana sliced its head away
| wondered If such a monstrosity deserved so quick a death.

They tell me that the freakish aberrations now number in the thousands—possibly tens of
thousands—and that more join the horde with every passing day. The finest of scholars from every
prefecture still sift through the Library of Scrolls, but we know nothing more than before save that
the fel fog hasn’t been seen since long before the Ichizoku Wars.

While a great danger is posed by the Mists of Akuma, there are worse things still haunting my
reign. Only a month ago another wave of horvors from the War of Kaiyo assailed Shinboshimasu.
As wretched as the adeddo-oni might be, there can be nothing worse than the unholy machines of
the gaijin gone mad. Lady Darkoku brought the gun barrvel from one of the blasphemous monsters
to my court—the rest of the mammoth cannon could not fit through any of the palace doors. She
lamented that more than fifty spellswords and samurai fell before the creature finally died, and
that it was only one among many.

My days have become filled with nothing but fearful reports from timid servants and pleas
for help by an endless stream of subjects. Rumors, too, each more incredible than the last—the
latest claims that one of the Imperial Siblings has returned, bringing an entire island with him.
What a sight that would be!

The years of my rule have withered my body and mind, and something must be done
if Soburin is to be saved; even in my youth | would not have been able to meet the tasks of my
station and now [t (s an impossibility to lead the people. Lady Pingdeng of the Namida Clan and
Lord Taishan Korusu approached me with a most innovative idea yesterday, and the more | think
on it the more [ believe they have divined a solution. After this evening’s tea | will begin the motions
to bring into action agents able to dispense my justice to better heal the empire’s wounds and cut
out infection where it spreads—these bengoshi shall be the arbiters of my rule’s salvation and over
time we will come to know true peace among the prefectures.

Perhaps | can save Soburin once more.

—Hitoshi Masuto, Emperor of Soburin, 14th of Roku-Gatsu, 3464
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CHAPTER Z: SOBURIN

THE MISTS OF AKUMA

While each prefecture of the realm is unique from each other some dangers plague all of
Soburin. Chaotic oni, Imperial Dragons, and rogue Kengen generals each pose a great threat
to the clans but nothing menaces the continent like the Mists of Akuma. The corrupting fog is
remembered through whispered myths from the ancient past (before even the Ichizoku Wars)
and it has returned once more to terrify the populace, sowing chaos across the land. Since their
reappearance demons and oni have been growing more common, but worse than that is what
happens to men or beasts who find themselves exposed to the cursed haze for too long—
changing into horrific monsters intent only on bloodlust and violence.

Exposure to the Mists of Akuma twists all it touches even before wholesale transformation,
leading to a special conditioncalled misted. A creature inside a square occupied by the Mists of
Akuma makes a Dignity saving throw (DC 8 + 1 per previous save in the last minute) at the end of
each minute or accrues 1 point of Haitoku. This does not reduce a character’s Dignity score and
can increase a creature’s Haitoku above 20.

NEW CONDITION:IRATED: = LT

You are at disadvantage when making Wisdom or Charisma checks against an
humanoid that doesn’t also have the hated condition but you cannot suffe
disadvantage on Intimidation checks. :

NEW. CONDITION: MISTED e

Misted is measured in eight levels. An effect can give a creature one or more levels

) of misted, as specified in the effect’s description. Creatures always have a minimum ¢

 number of levels of misted condition equal to their Haitoku modifier. Kami, oni, and
tsukumogami are immune to the misted condition.

Table: Misted Effects

Mild auditory effect
Mild visual effect

Speed +10 feet during combat; Disadvantage on Dignity ability checks
Severe auditory effect :
Severe visual effect g

Visible physical mutation, providing +1 to two attributes, -1 to one attribute;
Disadvantage on Dignity saving throws and you gain the hated condition

Ignore the first 3 points of damage from each attack or spell i :

Death and transformation into adeddo-oni (page 137)

»  Auditory and visual effects are not perpetual but they are frequent and obvious when they  «
“occur. Some example effects are: <
 Mild Auditory Effect. A disembodied voice repeats everything you say in a barely audible whisper. 3
. Mild Visual Effect. Your hands and feet smolder with red energy during your katas, in battle orout. |
| Severe Auditory Effect. \Whenever you draw your weapon a clap of thunder echoes around you.
, Severe Visual Effect. Whenever your ire is raised (even slightly), your image stretches :
i ‘ u appear look much larger and more : demonic than you are ST
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BENGOSHI

The return of the Mists of Akuma nearly broke the
government’s grasp over the continent, forcing
Emperor Hitoshi Masuto to give the clans tools
they could use to maintain order—functionaries
able to enact change without bureaucratic
obstacles. Able to deputize citizens with the
authority of a prefecture (and threaten those
who refuse to accept a task with the penalty of
expulsion or even death), bengoshi have managed
to bring order to the chaos gripping the realm
and quell the most monstrous threats to Soburin.
Yet these new agents are the source of countless
problems of their own, using their influence and
power to advance their own positions or ruin a
rival as often as they protect the countryside.

Bengoshi are highly respected despite
their limitations (few as those are) and failings
(numerous as these may be), well known in their
communities and instantly recognizable due
to the special seals they wear. Most soburi put
great trust into their clan functionary, making the
government agents incredibly well-informed.
Indeed, actually concealing something from one
of these honored nobles is an achievement—they
are insightful, extremely well-versed in intrigue,
and masters of deceit to the last. It is said only
a true fool or an exceptional liar would consider
keeping a secret from a bengoshi.

Perhaps most important is how highly
bengoshi are held by society: the word of one
of these functionaries is as good as law and they
themselves are bound by no rules save for those
directly from Emperor Hitoshi or one of the clan
lords. Attacking a bengoshi (even if provoked) is
almost always a death sentence but that does not
prevent assassins, brigands, or angry would-be
deputies from assaulting the government agents.
As deadly as they are cunning, these officials rare-
ly need to resort to legal action—no matter the
size or prowess of their attackers—and deal out
quick death with keen blades, cutting-edge tech-
nology, or powerful spells.

The bengoshi hailing from each prefecture
are a reflection of the clan they represent,
sometimes flanked (either clandestinely or
ostentatiously) by dutiful guards that answer only
to them. These hand-picked warriors are among
the best the clans can muster, either masters of
the weapon of their kin, talented magic users,
or equipped with incredible technology. Each

entry in Chapter 7: Clans (pages 56-113)

has details on the various types of bengoshi

I E to be found throughout Soburin.

THE GREAT DIVIDE

Far beyond the horizon a vast wall of
energy known as the Great Divide separates
the lands of the Masuto Dynasty from the
rest of the world. Beyond the deadly thresh-
old the ocean falls down to disappear into
the core of the planet in an endless cascade.
Aquifers throughout the continent—pro-
tected by strongholds and bitterly defend-
ed—constantly gush forth water, creating
mighty rivers that fill the seas with a steady
supply to keep the world from running dry.

Few things are capable of both
crossing the Great Divide and surviving
the journey, and though Ceramia and
Ropaeo had mastered the practice much
of that knowledge has died alongside their
culture and history. Occasionally survivors
come from across the edge of the world on
salvaged aircraft only to crash into the waters
not far beyond; the luckiest make landfall, as
anyone dropped into the drink too near the
threshold is invariably dragged down into
the abyss. Some survive the crash howev-
er, swimming to the coasts or picked up by
ships that travel along the perilous tides.

Buccaneers are a common sight
offshore, using the current at the crest of the
endless waterfall to sail swiftly away from
heavier government ships. There is great
danger in their technique however—the
faster a vessel travels the more likely it is to
go over the edge of the world, plummet-
ing to destruction. Though many of these
maritime brigands are without loyalty a
sizable number sail for rogue Kengen
general Repre Zalo, working in concert to
plague the seas and oceans of Soburin with
piracy.

A far greater danger lurks beyond
the Great Divide: tsukumogami arisen from
the War of Kaiyo. Few of the awakened
warmachines make it across the vast gulf
at the edge of the world but their impact is
dramatic. Almost as bad as the immediate
destruction is the panic they invoke in the
populace, and with each appearance rumors
spread claiming that countless more hide
behind the threshold. None of the clans
approve of the pirates that ply the ocean
but they have recognized that the brigands
have value—they are the first warning sign
whenever the violent technological mon-
sters rear their ugly heads.



TORIl GATES

The prefectures of Soburin are largely defined by ¢
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TRAVEL PAPERS

Though the geography of Soburin already keeps the prefectures separate from one another the
clan lords collectively agreed to honor the trading practices from the Kengen Occupation. Many
claim that the strict rules of commerce keep the merchants of the realms from avoiding taxation,
but truthfully most are interested in keeping their enemies from easily placing saboteurs.

Journeying without travel papers is justification for search, seizure of property, or imprison-
ment by local authorities or government agents. A healthy and robust black market has emerged
to provide false documentation to those with coin enough to afford it, but otherwise they must
be obtained from official sources like bengoshi, clan lords, or ryokdsai.

Bengoshi. Bengoshi never require travel papers Intelligence (Investigation) check if they scru-
but they possess their own seals and stamps for tinize it carefully.
granting them to others, frequently doing so as

R e ol aid or i ey Ryokosai. Every clan has an allotted number

of functionaries dispersed throughout their
Forgeries. Crafting falsetravel papersrequiresthe  settlements devoted solely to checking, mak-
forger to know the symbols for their embarkation  ing, and tracking travel papers.
and destination in order to make an Intelligence
check. Guards use their passive Perception to
recognize the forgery or roll an

Seals. These durable metallic or gemstone
tokens are extremely valuable, minted by the
treasurer of the Masuto Dynasty. Possession of
a forged seal is a crime punishable by death.

e Stamps. Every clan has its own stamp with
,é' VL - variations for every season, altering slightly
with every year that passes. Travel papers with
expired stamps are immediately destroyed
(though many people save them “as souve-
nirs”, frequently altering the documents

later for sale on the black market.) Itl




Dear Kireina,

Once again Yosai has proven to me that life in the city is full of the unexpected.

My mentorship with Kinni Gametsu continues to be a success and she assures me that
before long | will be taking the lead in negotiations with the sailors here. We plan to expand the
reach of the business and Kinni thinks that rice from Komura might soon be eaten as far north
as Sokuru! | worry that she might be indulging too greatly in black smoke—it is a foul substance
but many here swear by it, preferving it even to sake—last week she fell so ill after a late night
at the tea house that | had to conduct important meetings on her behalf. While her sickness
concerns me she was so pleased by my performance that when an invitation to a banquet at Lady
Zhuanlun Shinko’s home arrived, she insisted | join her. | was overwhelmed with pride! Make sure
to get a good look at Fei-Lung’s face when you tell him!

The courts of the Shinko Clan are said to be among the most polite and tolerant in all of
the prefectures, and though | worried that my manners might mark me as a peasant there was
no need for concern. Quite the opposite! 'm told we were treated to a rare sight that evening
courtesy of Géro Ohirakima, a man | hope you never meet. They spoke well of Géro as the food
was brought out—he was a retired samurai that single-handedly saved Lady Zhuanlun from an
assassin’s blade only a few days before, earning his place among the nobility —but all compliments
came to an end after he arrived, far later than any of the other guests. He was clearly drunk as
well; | could smell the alcohol wafting off of him, the scent of cheap sake filling the hall.

Before sitting down Géro stumbled over to her ladyship, pulling a small box from inside his
scarf with a jingling | barely heard. A small gasp escaped many of the other guests as we realized
he wore armor beneath his silks and though | remained silent at first, even | was aghast when he
extended the present with one swaying hand, letting it lie on the floor after the poorly-wrapped
box slipped from his fingers. The smile on Lady Zhuanlun’s face remained unwavering and she
merely laughed politely, bidding the swordsman to take his place at the table, but Kinni gave me
a look I've come to know means that something is dreadfully wrong.

It was simply more than could be believed, my dearest Kireina—Géro's table manners
were as atrocious as Fei-Lung's on his worst, drunkest day. Kinni had warned wme long ago
never to speak of business before a meal is complete but as you might imagine, that did not stop
Géro from offering to take on the other guests as students in his new dojo. Worse yet he ate
only dumplings, and he finished all of them, even licking the sauce from his bowl! Like a beast!
All the while as more and more of the table came to glare at him, Lady Zhuanlun’s smile was
unflinching, but her eyes spoke volumes. With every disgraceful gesture and disrespectful action
they seemed to become more intense, and | knew that what Kinni suspected was true.

The final straw broke as Géro pushed his bowl forward, belched, and placed his chopsticks
inside.

| know what you are thinking Kireina, and the court’s reaction was even worse than
when Fei-Lung did it in old Rojin’s food hall. Almost as one the lords and merchants around the
table rose in disgust, demanding that he apologize for acting the savage. Lady Zhuanlun stood
gallantly, expecting an apology, and though Géro might have meant to bow as he got up off the
Hoor he tripped forward, accidentally slapping her across the face.

Géro began slurring out what | suspect was an excuse but Lady Zhuanlun silenced him with
a word, stripping him of his title right then and there! Her retainers took the drunk samurai
by the arms, lifting him into the air as he struggled and screamed obscenities. They didn’t even
allow him to don his shoes before throwing him (and them!) into the street. A band of musicians
entered soon after, followed by a taikomochi that sang a beautiful song of Shinko’s triumphs, as
pleasant and illuminating as the rest of the evening.

Kinni is calling for me so | must go, but | pray that this missive and the attached wages
find you well—soon enough you shall join me here in Yosai, where hopefully you will never witness
a buffoon like Géro.

—Until we meet once more,
Toritera Sensochifu
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Despite the decay of the world around them—
or perhaps because of it—the citizens of
Soburin strongly adhere to ancient traditions
of etiquette and respect. An inappropriately
timed offer, insulting gift, or brazen word can
be as dangerous to one’s well being as any
crime, making those capable of navigating
the intrigue of a noble’s court as in demand
as talented swordsmen (if not more).

General Etiquette. Punctuality is of the
utmost importance. When presenting or
receiving items, one does so with both hands
(provided that they have two hands). Open
displays of affection between amours are
regarded very poorly.

Greetings. It is extremely impolite not to
greet someone before beginning conversa-
tion, formally bowing and wishing the person
to have a good day. When greeting a group
only one bow is necessary but one should
always address the oldest or most important
person first.

AT s g e e

CHAPTER 3: CULTURE

ability checks for knowledge of how to act d

ng many social situations. Any character c
ke proficiency in the Culture skill instead:

Being a Guest. When entering a dwelling one
ties off their weapon inside its sheath and
removes their shoes, armor, or winter clothing
before passing through the doorway inside.
When leaving a domicile, a guest dons their
armor or winter clothing outside of the build-
ing. When hosting someone (regardless of who
or why) it is rude not to offer drink, food, or
similar, and when imbibing alcohol or using
black smoke inside someone’s residence, doing
so without sharing or explicit permission is the
height of rudeness. It is phenomenally

impolite to invite oneself into someone

else’s home or outing. II:|




Eating. When toasting, one taps the table twice
(not their glass). Leaving chopsticks in an empty
bowl signifies death and is a sign that the
patron has no intent on returning. One samples
all available dishes at a meal and leaves a small
bit of food on their plate as a sign of gratitude
to the host's graciousness. Perhaps most impor-
tantly atevents thatinclude a meal, talking about
business before the food is finished is taboo.

Tea Houses. Every tea house has its own set of
rules and manners but for most establishments,
wearing one's shoes and armor is not frowned
upon. Patrons are expected to wait for a server
or host before sitting or placing an order, and
depending on the caliber of the tea house
there may be security above and beyond the
local guards.

Honor Duels. Honor duels are not uncommon
but when someone of high social status is
accused or challenged by someone of lower
standing, they may substitute a champion to
battle on their behalf. Interfering in an Honor
Duel is tantamount to blasphemy and in some
prefectures an actual crime with requisite jail
time or harsh penalties.

Dealing with Bengoshi and Lords. Only the
influential, wealthy, or those who have achieved
great things merit the attention of a noble court,
but ignoring an invitation from one is ill-fated.
Not answering the summons of a bengoshi or
lord can be grounds for arrest or even death
depending on one's societal standing. Being
summoned to a court does not necessitate a
gift, though it is generally a good idea—even
small gestures—but if one requests the meet-
ing a gift is absolutely required. Drawing a blade
or threatening a bengoshi or lord is grounds
for immediate execution; though it is not law,
arriving too early or late for such a meeting
does not bode well and some say leads to the
same end.

Court Etiquette. Courts are managed by alord’s
majordomo (sometimes a geisha or taikomochi).
Interrupting anyone in court with something
other than an affirmation is frowned upon and
interrupting the host is widely seen as a direct
insult. It is expected for every guest to have an
entertaining anecdote, notable skill, or talent
to display if the host and other guests

l:] begin to share their own. Bringing drink,

drugs, or food (either for oneself or everyone
assembled) is rude because it is expected
for the host to offer refreshments and enter-
tainment. Bringing a tsukumogami to court,
regardless of reason or importance, is reason
enough for one to find themselves being
ejected (or worse).

Giving Gifts. Being invited to an event
imposes the need to provide gifts to the host,
though the presentation of a gift is at least as
important as the actual gift itself. It is common
for the giver of a gift to open it and present it
with both hands, and though it is rare not all
gifts are accepted—accepting a gift creates
an unspoken obligation on the recipient, one
that they may not always desire.

Gifts should be neither too cheap nor
too expensive—typically between 1 and 10
Imperial Pieces when coming from a serf, or
10-50 Imperial Pieces for someone of higher
station. Clan lords often exchange gifts that
range from hundreds to thousands of Imperi-
al Pieces. During Seibo (a winter holiday) and
Chagen (a summer holiday), students and
serfs give gifts to their teachers and lords.
The most common types are omiyage (sou-
venirs brought home from a trip) or temiyage
(specialty drink, food, or other items brought
from one’s home town).

e to gift.

When gifting a wedding or other ceremo
union, mirrors, ceramics, glass, scissors, and |
ives are inappropriate because of their sym-

ogy for breaking or cutting the relationship..

When giving a gift for the opening of
“shop or a christening of a new home
ing related to fire (ashtrays, incense hold
toves, heaters, or black smoke lighters) i
dered impolite unless requested.
When giving a gift to an older person, it
e to give anything related to the foot as it
as though one is stomping on their eldt
~ Clocks and watches symbolize mo
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Servants of Comfort and Entertainment. Geishas and taikomochi are status
symbols and some are even celebrities, usually with a clan lord as one of their
retainers. These respected entertainers are trained from a young age, studying
traditional instruments (the shamisen, shakuhachi, and drums) and mastering
many games, traditional songs and dances, calligraphy, tea ceremony,
literature,and poetry. A geisha or taikomochi must be wooed with gifts and
demonstrations but after their respect is gained they can be hired to host
parties or banquets, paid by how many incense sticks they burn while
performing their duties. Truly great services performed for an influential clan
lord are often paid in parcels of land or with the assignment of a courtesan,
but even then, only with the geisha or taikomochi’s consent.

RELIGION

Soburin has no true gods and is instead home to beings of mythical power
—including the Imperial Siblings, yai sovereigns, and most prominently, kami.

Kami and Placating the Spirits. Many creatures travel the invisible roads that
crisscross Soburin but the best known and most liked among these entities are kami—
spirits as ancient as the continent itself. While little is certain about their true nature, they are
known to gather around places, items, and people of great influence, age, or power. While some
whisper this is to forward agendas that the kami alone ken, only those who regularly interact with
them (like priests and yamabushi) can even guess at their true purpose.

Regardless of the spirits’ aims all those who live and work in the struggling lands of
Soburin know that honoring the kami (either as a form of true reverence or to placate the wrathful
ones) is a daily tradition only the foolish would dare mock. While they may be invisible to most,
the spirits affect the world around them in real and tangible ways—responsible for a bit of fair
weather here, an accident there, or the occasional run of good luck. Others have come to learn
that especially ancient kami wield incredible power, growing so potent that they can animate
objects and manifest their will in the world of the waking. It is these spirits that the people of the
prefectures fear and respect the most, knowing all too well the repercussions that befall those
who dishonor them.

Most of the men and women of Soburin, both commoner and noble alike, walk gently in
the sacred places said to house the kami and do not dare to tempt their wrath. This tradition of
respect extends to those who display special powers or stumble upon unique talents (especially
before puberty); either could have ties to the spirits and the wise know that to placate them is to
invite their blessing rather than ill will. Doing so properly is no small affair and many try their own
hand before ultimately seeking out a skilled yamabushi—an ascetic hermit frequently found in
the wilderness—to perform the necessary honorific rites. When one cannot find a trained priest,
attempts to placate the kami might include everything from the giving of gifts, titles, and most
frequently, the building of shrines (places where they are invited to dwell in honor and peace).

Godless, Immortal Spirits. In many ways the kami are the final vestiges of true soburi religions,
occupying roles common to the divine servants of other faiths—even when their gifts are as fickle
as the seasons some represent. There are renowned kami who have accumulated power and
prestige equal to that of lesser gods in other cultures, and might command entire temples staffed
by circles of wu-jen sworn to their service. While not common, these holy sites—hidden deep in
the mountains, cloaked from both the people of Soburin and oni alike—house servants dedicated
to expanding their master’s influence, championing them the same way a samurai would honor
a feudal lord.

When these kami wax in power one can expect strange sights and wondrous events as
their magic and the majesty of the invisible world flood out into the stark light of the waking.
Whether or not these spirits are truly immortal is a secret known only to those brave (or foolish)
enough to face them on their own ground. These kami might manifest earthly bodies and
challenge their foes to open combat or reside in their hidden homes, forcing powerful
yamabushi, monks, or others to travel to them, usually using their willpower and E I
magical acumen to evade conflict rather than confront it.



NEW ATTRIBUTES: DIGNITY AND HAITOKU

In the lands of Soburin few people are truly honorable—most of those who claim to be hide their
duplicitous ways behind hearsay, rumor, and the appearance of nobility. When playing in a game
set in Mists of Akuma, two new ability scores come into play that are emblematic of the struggle
against the overwhelming nature of the world that grinds down all the living souls within it:
Dignity and Haitoku. These abilities function just like any other ability score, with the exceptions
detailed below.

Characters begin with a Dignity score of 10 and Haitoku score of 10. Some backgrounds
may decrease or increase a character’s Dignity and Haitoku, and at the GM’s discretion a PC
may choose to have a starting Haitoku score of up to 15. Unlike normal, these attributes are not
limited to a score between 1 and 20, and are directly related to one another. After character
creation most increases to Dignity reduce a character’s Haitoku by the same amount, and most
increases to Haitoku reduce a character’s Dignity by the same amount (though the GM is not
bound to this rule and may increase either attribute as they see fit). A character with a feat that
has Dignity or Haitoku as a prerequisite does not lose the feat even if their attribute drops below

the prerequisite.

When a Dignity or Haitoku check or saving throw is needed for a monster that does not
have these attributes, substitute Charisma for Dignity and Wisdom for Haitoku.

DIGNITY

Dignity isn't an actual measure of a char-
acter’s devotion to a set of principles or
how virtuous they might be—it is an indi-
cator of how well they carry their dutiful
nature (if they have one) and how honorable
others perceive them to be. The reputation of
a character with a high Dignity carries weight
and garners them recognition, both generally
and with bengoshi or among other charac-
ters with high Dignity.

Dignity can be raised through nor-
mal ability score increases without lower-
ing a character’'s Haitoku (and when in-
creased this way, gains double the normal
bonus). Otherwise, the GM can choose to
increase Dignity (lowering Haitoku) based
on how a character acts (although they are
not required to do so every time Dignity in-
creases). At the end of a gaming session if
a character was seen defending the law,
protecting against wanton malice, or has
otherwise distinguished themselves (such
as finishing a mission for a bengoshi), the
GM can increase the character’s Dignity (as-
suming of course that at least one witness
survived to spread the word).

CC

Dignity Checks. Dignity checks can be used
much like Charisma, when how honorable
a character is plays an impact on a social
situation.

The GM might also call for a Dignity
check in the following instances:

« A character is unsure on how to act honor-
ably and must respond quickly.

* A character is surrendering but attempting to
retain the respect of their allies and enemies.

« A character wants to know another char-
acter’s Dignity score (DC 10 - character's
Dignity modifier).

« A character wishes to utilize the appropriate
etiquette in a social situation that is complex
or tense.

« A character wants to influence another
character through their social standing.

« A character wants to acquire travel papers
from a torii gate when they would not
normally be able to.

Dignity Saving Throws. Dignity saving throws
are used against Haitoku-driven abilities and
when a character is attempting not to dishonor
themselves. The GM might also call for a
Dignity saving throw in the following instances:

« A character is about to breach etiquette.

A character replies to an enemy'’s insults or
provocations in turn, dishonoring them-
selves.

« A character is about to be fooled by an
enemy'’s ploy to breach their honor.



HAITOKU

Haitoku means “fall from virtue” and represents a character’s gradual embrace of the dark
methods, immoral ethics, and fel powers that have encroached upon and consumed Soburin
(and everyone within). Characters with a high Haitoku score do whatever is necessary to achieve
their goals—endangering children and the infirm, sacrificing the lives of others, committing a
settlement to bloody reprisal from a rival town, or even dooming a region by disrupting a
powerful relic for their own gain—and it taints their soul. This severe disposition can be
recognized by others who share a willingness to be cutthroat, and some truly embody their
depravity to unlock powerful abilities beyond the ken of mortal men.

Haitoku can be raised through normal ability score increases without lowering a
character’s Dignity (and when increased this way, gains double the normal bonus). Otherwise the
GM can choose to increase Haitoku (lowering Dignity) based on how a character acts (although
they are not required to do so every time Haitoku increases). At the end of a gaming session if a
character was seen breaking the law, engaging in wanton violence, or has otherwise committed
an immoral act, the GM can increase the character’s Haitoku.

Finally, a character always has a number of levels of the misted condition (page 13) equal
to their Haitoku modifier.

Haitoku Checks. Haitoku checks can be used much like Wisdom, when how despicable a
character is plays an impact on a social situation. Generally if the Intimidate skill is applicable,
Haitoku may be used with it.
The GM might also call for a Haitoku check in the following instances:
« A character is unsure of whether they are going to endanger others with their direct actions.
* A character wants to know another character’s Haitoku score (DC 20 — character’s Haitoku
modifier).
« A character wishes to unlock the secrets of a powerful item, activating it with the implacable
and unending perseverance of their spirit.
« A character wants to influence another character by revealing how depraved they are willing
to be and that no consequence or measure can stop them.

Haitoku Saving Throws. Haitoku saving throws are used against Dignity-driven abilities or when
a character pushes their body and mind beyond their limitations.
The GM might also call for a Haitoku saving throw in the following instances:

* A character can resist death by dipping into their deepest
reserves of unyielding resolve. As a reaction, a character can
attempt a Haitoku saving throw (DC equal to the damage from
the last attack). On a successful save, the character regains 1 hit
point and a level of the exhausted condition. They may activate
this ability even while unconscious (and before they make a Death
Save). A character may resist death a number of times equal to
their Haitoku modifier (minimum 1). Uses of this ability recharge
after a long rest and when they do the character gains a point of
Haitoku.

» A character encounters a truly unnatural horror that would
shatter the mind of a less resolute being. When an effect
would cause insanity (such as the symbol spell or to resist
madness) a character may make a Haitoku saving throw in place
of a Wisdom or Charisma saving throw. They may make this
Haitoku saving throw with advantage by gaining a level of the
exhausted condition.

« A character breathes the Mists of Akuma.
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Utsukushi grit her teeth, focusing on keeping hold of the bucking dragonfly kite's wing even as
the steel augmetics where her arms used to be began to spray steam from the exertion. The
vapor combined with the smoke from the vehicle itself and mingled into clouds that obscured the
rampway adjoining the building’s top floor, turning the panoply of Sanbaoshi's countless lights
into a kaleidoscope gradually suffocated by the exhaust the damnable piece of Uso technology
was coughing into the Koshaji Mercantile House. The evening had not gone as she had planned,
though the Masuto Bengoshi was right—Gairo Koshaji was certainly guilty of something.

As per the powerful government official’'s orders (and on pain of death for failure or refusal,
she thought dryly), Utsukushi and her companions left the Apple Blossom Teahouse with full bellies
only to be waylaid by a group of thugs swathed in black. Fortunately they were no match for her
steel or Omoomoshi's thunderous blasts (and certainly not Shibonotoko's uncanny knack for striking
opponents where they were weakest) but when the Imperial Guard arrived her allies collectively
decided that it would be easier to abscond rather than explain the situation, fleeing down alleyways
until the tanuki thief could lure their pursuers into a dead end and climb away to safety. Undeterred
by the cutthroats they continued on to the Peasant’s Ward, wary of any sign of the authorities along
the way.

Looking in through a window in the back alley behind the Koshaji Mercantile House Utsukushi
had spotted a figure fiddling with something on the thick, worn oak countertop, urging her allies
to be as quiet as possible as they broke into Gairo Koshaji's place of business. Though they had
managed to slip into the shop and remain beneath his notice, once confronted combat broke out
almost immediately and a half dozen thugs—dressed in the same fashion as those from not an
hour before—descended into the room. Behind the crashing of cheap antiquities that followed in
the brutal melee Utsukushi's artificial ears (one of her many ceramian relics) had picked out the
cough of an engine on the second floor and she sprinted up to find the trader strapped into the
flying contraption, about to flee and take her freedom (or possibly her life) with him.

That wasn't going to happen.

Over the raucous noise of the engine Utsukushi could hear him screaming to let go but
she wouldn't have it; the thunder of Omoomoshi's magic had ceased, meaning that only aid or
death lay behind her. Suddenly Gairo's ranting slowed, replaced by a chanting she recognized
as a spell only as she realized how good of a friend this man might turn out to be—after all, he
clearly had connections. Letting her resistance drop just a little and grabbing onto his outstretched
hand, the duo exploded out of the steam and exhaust to soar out above the streets of Sanbaoshi.
Momentarily taking in the sight of the Imperial Prefecture’s capital, Utsukushi looked oddly at Gairo
as her new companion released his grip on the apparatus with his left hand to work at something
on the arm holding her up, twisting away metal from his skin.

With a sickening lurch she realized what the dastardly merchant was doing (and what he'd
done to her mind) just as his forearm fell away, clenching and unclenching its fist mindlessly as she
dropped onto a rooftop thirty feet below. Hitting the building hard Utsukushi broke her fall as well
as something in her shoulder, a loud clang from pieces of her left arm snapping before she came
to a stop. The dragonfly kite picked up speed and flew onward, belching black smoke behind it in
a trail until it was nothing but a silhouette against the pale moon.

Then it was gone.

Hefting the sophisticated prosthetic in her own crude, steel hands, Utsukushi looked out
on Sanbaoshi’s rooftops with rage rising inside her. Gairo Koshaji might have escaped her grasp
tonight but he would not enjoy his victory for long and she vowed to herself then and there: the
next time we meet, that merchant is getting beaten to death with his own f&%*ing fist.




IMPERIAL CARITAL
OF THE MASUTO DYNASTY

A sprawling metropolis emblematic of the
continent at large, the Imperial Capital is a
tableau of technology alongside the tradi-
tions of Soburin’s past and home to the rulers
of the land: the Masuto Dynasty. The Kengen
Occupation respectfully allowed the native
soburi to keep most of the city's culture in-
tact but the large ceramian presence left an
indelible mark on the settlement, most visible
in the electricity-powered lanterns that illumi-
nate the urban waterways day and night.

The Masuto Dynasty rose to power
at the end of the Ichizoku Wars, leveraging
something still-unknown against the Imperial
Dragons that allowed their upstart forces—
mostly paid ronin and spellswords—to finally
overcome the armies of the 23 warring clans.

SANBAOSHI

Once she had assumed authority Sohei
Masuto cemented her family’s place in Soburin
by claiming the center of the continent as their
own and the Imperial Capital of Sanbaoshi has
been a bulwark of stability since, safe from the
greatest clan rivalries and ruled by a Masuto
as Emperor for almost 1,500 years.

THRONE OF POWER

Ceramian invaders recognized the great value
of the Imperial Capital immediately, targeting
it in the Battle of Gyakusatsu and breaking the
defenders’ will in a display of superior weaponry
and tactics that swiftly cowed the continent.
This technology spread across Soburin and
the metropolis over the next century as the
Kengen Occupation wore on—today, 50 years
after the fall of the foreign oppressors,
complicated metalwork and gadgets

aren't as well loved. The most violent EE



or invasive machinery is forbidden entirely as
are some even innocuous items but others
persist: lightning lanterns are everywhere,
tinkerers’ shops can be found all throughout
the settlement, and samurai fitted with steel
augmetics walk the city’s streets.

As the central seat of government
Sanbaoshi is a place of much intrigue among
the bengoshi of the clans. Each of these func-
tionaries is constantly toiling for their lords,
working to undermine their rivals and raise
their patron’s esteem as well as their own. The
Imperial Guard is constantly chasing down
suspicious persons but the capital has countless
potential agents to spare—adventurers flock to
the city for reasons of all kinds and prove easy
to manipulate for only a few Imperial Pieces.

Emperor Hitoshi Masuto's tolerance for
technology, the settlement’s strategic location,
and the flurry of nightly activity that keeps its
defenders occupied has made the metropolis
a hotbed for smuggling. The trade of illegal
goods is a constant problem in Sanbaoshi
fueled by bengoshi using the illicit devices for
all manner of immoral aims and technologists
looking to make a profit by outfitting adven-
turers with cutting-edge augmetics; it doesn't
help that some of the largest concentrations of
ceramian and ropaeo communities surviving in
Soburin are those in the Imperial Capital. These
gaijin are by and large unwanted, spurned
under the belief they'll continue on the
destructive paths of their foreign ancestors, but
as long as they serve a purpose to the clans’
functionaries they are sure to remain a thorn in
the side of the Imperial Guard.

peror Hitoshi corhrhon 4l ciine mé op-
s, tsukumogami—items that awaken int
1 __-_eatures usuaIIy of the V|olent sort—are

ng c1t|zens from harm The
a are a common presence in Sanbaos
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COMBATING THE MISTS OF AKUMA

Sanbaoshi is a sprawling city and has no single
dedicated way to protect the populace when
the Mists of Akuma roll in. Through most of
the metropolis there are teams of fansabanto,
Gasu-Heishi, and kaki meiji that move quickly
and proactively to gather citizens together in
comparatively safe locations, while in richer
districts (like the Heavenly Estates, Yohei Ward,
and Masuto Imperial Palace) people make use
of hikdsen or anzen-sei boxes. Of course no
protection is perfect, for even the most secure
shelter or dutiful guardian can be sabotaged or
distracted for the right price.

Anzen-Sei Boxes. These large, elabo-
rately decorated capsules can be hermeti-
cally sealed from within, giving a small
group of people days to wait out the cor-
rupting fog in safety (and often comfort)
before the air runs out.

Fansabanto. Groups of monks fitted
with fan no te augmetics (page 239) protect
their charges with powerful gusts of wind—
for a price that few can pay.

Gasu-Heishi. Elite soldiers are chosen
from the Imperial Guard and fitted with
sealed armor and qi-téukui masks to pro-
tect them entirely from the effects of the
Mists of Akuma; so armored, they patrol
the streets slaughtering the monsters that
emerge from the fel haze.

Hikésen. Small blimps float above
the city at all times offering supposedly
absolute safety from the Mists of Akuma
and the bloody chaos it heralds—provided
one can afford to buy and maintain one
(page 237).

Kaki Meiji. Equipped with scrolls for
spells specifically to combat the corrupt-
ing fog, these spellcasters are typically
stationed at the heart of each district
to protect as much of the populace as
possible with their specialized magic.



UNDERWORLD OF THE
IMPERIAL CTAPITAL

Both the Path of the Siblings and the Imperial
Road end in Sanbaoshi, making the settlement
a locus for trade—and crime. Each of the clans
reach deep into the underpinnings of the
Imperial Capital, funding gangs that manipu-
late and influence the criminal elements of
society, spies in noble houses, laborers who
watch the goings on at the docks, and a
network of informants who learn what
little they can from the information that slips
out of the Masuto Imperial Palace. Freelance
muggers, pickpockets, and thieves are
common throughout all but the richest
districts, working in the shadows and doing
their best to avoid the attentions of the
Imperial Guard and rivals alike. With a high rate
of turnover, the crime lords are always seeking
more members for their organizations, often
coercing inductees with violence when coin
fails.

The agents of this criminal organization—each
allied with one or more tsukumogami—are
rife in Sanbaoshi, using the center of trade to
devastating effect both to absorb informa-
tion and to throw pursuers off their trail. They
are a constant thorn in the side of the Seishin
Nohanta (ever in search of more animated
items to add to their collective) and frequently
butt heads with the city’s spiritual protectors,
though tensions mount as they become more
brazen each month; it is only a matter of time
before Emperor Hitoshi is forced to rout the
illegal syndicate.

SanbaoshifSewer:s]

The 7th emperor of Soburin began construc-
tion of a system of sewers beneath Sanbaoshi,
but the extensive subterranean network wasn't
completed until near the end of the 9th's
rule. During the Kengen Occupation many
of these passages were further expanded by
imperial loyalists as part of a defense effort. The
largest chambers housed newly trained
warriors or were used as supply depots for
Hitoshi's Rebellion but since then they've been
adapted to opposite ends—hiding ceramian or
ropaeo scientists and secret factories beneath
the Imperial Capital.

Amoral scientists are far from the worst
things to wander the underground conduits
however, and they often ally with oni using
the sewers as a quick means to enter the city
relatively undetected, or to escape pursuers
and throw the Imperial Guard off their trail.
The two groups work together, the foreign
scientists providing a means for the monsters
to easily flee and the oni kidnapping test
subjects or providing protection when the
corrupting fog rolls in. The two groups also
keep alliances with many of the criminal
elements of Sanbaoshi, who keep the eyes of
the city away from them in exchange for the
occasional service.

Despite the beasts and slavers in the
tunnels the citizens of the poorest districts of
the metropolis frequently flee into the city's
sewers rather than face the Mists of Akuma.
Dozens or hundreds of people disappear each
time the fel haze falls, assumed to have been
transformed into adeddo-oni. While some
do indeed succumb to such a fate in truth
many live on, chained to tasks of industry and
worked to the bone by monstrous overseers
or scientists though their suffering does not
end there—once their usefulness on the
production lines reaches its end they often
become the fodder for unethical experimenta-
tion.

MASUTO IMPERIAL PALATE

The rulers of Soburin have lived in the Im-
perial Palace for over fifteen hundred years,
preserving their ancestors’ place in history by
improving and maintaining the estate even
during the Kengen Occupation. Very little
about the grounds are known to the general
public—trespassers within its high walls are
frequently sentenced to death.

The grounds themselves are ringed
by high, steel gates, and the entire building
is guarded by numerous abjurations to
protect the rulers of the continent from both
attack and intrigue. The most impressive of
such spells allows the entire palace to seal itself
air-tight in mere moments, every opening
covered with inch-thick adamantine. Yet beyond
even that the palace is directly surrounded
by the Bushi School (the headquarters of the
Imperial Guard) and the Mage School, all of
whom will arrive in moments to
defend Emperor Hitoshi. Etl



When building the Imperial Palace taller
proved infeasible and acquiring the properties
adjacent to the estate became too expensive,
its owners began to instead expand down-
ward. So it is that the mansion of the Masuto
Dynasty is like an iceberg: only the smallest
part of it is visible from the surface. Catacombs
underneath the city run all the way into the
countryside miles away, used by the few
servants that can be bribed to smuggle
subtle tsukumogami or information in or out
of the hallowed grounds. In a few instances the
passages under the Imperial Palace (predating
the sewers of the settlement by centuries) have
even been used by the Masuto to bring in
contentious diplomats, high-profile prisoners,
and other visitors (or worse) that might bring
shame or invite trepidation in the populace.

Master of Arms Kyoretsuna Ichigeki (use the
statistics for a Masuto Commissar but increase
hit points by 34, attack bonuses by 2, damage
for weapon attacks by +1d8, and Challenge
Rating by 1) runs a tight operation much like
her ancestors before her—maybe even more
so thanks to the Mists of Akuma. Under her
direct guidance the Bushi School relentlessly
trains new recruits for the Imperial Guard, the
best among them receiving schooling in secret
martial arts known only to the emperor’s
protectors or trained to become Gasu-Heishi.
House of Iryono. While many healers
from Fuson have shops in the districts of
Sanbaoshi and there are chirurgeons in
bloodhouses throughout the city, the most
intense (and normally illegal) surgeries
and medical “miracles” happen within the
Imperial Guard’'s medical facility. In the inter-
ests of remaining familiar with the breadth
of technology in Soburin, Emperor Hitoshi
decreed that the fleshcrafters of the House
of Iryéno to be unbound by the laws of any
prefecture while in pursuit of their craft. As
a result an Imperial Guard must be utterly
without merit or truly dead in order to leave
the ranks of the emperor’s protectors.
Imperial Torii Gates. There is no
grander (or safer) sight in Sanbaoshi than
the Imperial Torii Gates. The massive struc-
tures are lined with lightning lanterns that
flicker day and night, offering a grandiose
entrance for those invited to the
EE] Imperial Palace. Many of the

wealthiest people within the city have moved
near them, paying great sums of coin to
ensure that their security atop a torii gate is
assured when the Mists of Akuma descend
on the Imperial Capital.

Suréta Tower. This imposing monu-
ment to the Imperial Guard stands ten stories
high and serves as a testament to their skill
and bravery. At least once each day a foolish
new recruit enters the tower in an attempt
to leap up the ranks but no such upstart has
ever been able to reach the top floor, most
receiving grievous injuries that must be
healed by the House of Irydono—who often
transform the otherwise doomed remains
of the dishonorably ambitious soldiers into
mekkusenshi.

Magic is as integral to the protection of the
Emperor as the Imperial Guard, and the Im-
perial Palace has been flanked by the Mage
Academy since the establishment of the city
at the end of the Ichizoku Wars. The current
Magemaster, Akumeiji Kuchikukan (use the
statistics for an Archmage), has held the posi-
tion since the Kengen Occupation and many
wonder what arcane secrets he has unlocked
that have allowed him to age so gracefully.
Garakuta Kyatcha. At the very top of
the academy’s highest towers sits a com-
plicated arcane device of brass and gold,
crafted by the greatest seers of Soburin.
Whenever the Mists of Akuma are about to
descend onto the city the Garakuta Kyatcha
shines with a baleful crimson light that warns
the citizens of Sanbaoshi to flee to safety.
Library of Scrolls. The Masuto Dynasty
has long been a proponent of magic, work-
ing for over a thousand years to accumulate
Soburin’s most powerful spells inside this
heavily-fortified library. Paper kami (page 151)
hide among the cases of ancient scrolls and
parchment, tearing to shreds those who would
unlawfully remove any of the texts within.
Window of Kiado-Mado. In the base-
ment of the Library of Scrolls is a portal that
opens into a place known as the Void. Only
those granted express permission by Emperor
Hitoshi are allowed to witness the anomaly
—it is said that to some it can reveal the
future, though how it determines whom
to share destiny with remains a frustrating
mystery to Sanbaoshi’s scholars.
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HEAVENLY ESTATES

The splendor and ostentation of the Imperial
Palace is matched only by the manses surround-
ing it: the Heavenly Estates. Soburin's most
honored and successful military commanders
live here alongside the continent's master
merchants, usually as retainers of the various
vacation homes owned by the lords of each
of the clans (hosting nobles when they visit
Emperor Hitoshi) as the prices for real estate
are astronomical. It is far and away the most
pleasant part of Sanbaoshi however, its paved
stone roads free from all but the boldest
criminals and its theaters considered home to
the metropolis’ greatest works of art.

Shikake Machineshop. Kuintokei is
one of Soburin’s most brilliant mechanical
minds. Though many feel she wastes her
talents making clockwork trinkets or fanciful
gifts for the clans, they don't know her true
purposes in Sanbaoshi. For years she has
secretly developed the most cutting-edge
technologies, smuggling prototypes into the
sewers of the Imperial Capital to be tested and
then mass-produced—there are even hushed
rumors among those who know of her doings
that she is responsible for the grisly ketsueki
shokubai (page 240).

Tengoku Nogekijo. Seats for every
show that has ever played in the “theater of
heaven” have sold out and actors have lit-
erally killed for roles on Sanbaoshi’s most
coveted stage. Esteemed Actor-Manager
Dirkuta Hibon has run the Tengoku Nogekijo
for decades and is said to have the ear of all
the highest clan lords (including Emperor
Hitoshi), making her one of the most influen-
tial people in the Imperial Capital. There's talk
that some of her bunraku puppets are more
than they seem and tsukumogami hunters
find their senses baffled in the confines of
the theater, but their protests to the Imperial
Palace have so far fallen on deaf ears.

Tera-o's Fine Garments. Sanbaoshi
boasts the continent’s most talented tailor, a
seamster without peer with a knack for the
art that borders on the supernatural. Téra-o
Kiyasa has an alternate persona and function
within the Imperial Capital however—he is
also Kurai Toréda, proprietor of the subter-
ranean Rokudenashi Trading House. As the

metropolis’ most clandestine and ef-
ficient fence he barters, buys, and
ﬂ l:] sells all goods regardless of the law or

morality, taking a particular interest in the
corpses of textile tsukumogami or even live
specimens to harvest their enchanted fibers
for his highly-sought after clothing.

YOHEI WARD

Locals often say that this district is the safest
in the city and they may well be right—the
vast majority of homes are owned by retired
samurai and spellswords, deadly with a blade
or deft at the use of magic. Enough cutpurses
have bled to death on the cobbled roadways
of the Yohei Ward that the practice is almost
unheard of on its streets, drawing traders and
the best culinary institutions to the area long
ago. It is a popular destination for nobles and
serfs alike though there are more of the former
to be found as dwindling crop yiels raise the
price of an expertly cooked meal every year.
Nearly all of the finest tea houses of Sanbaoshi
are located in this quarter as well, catering to
both the high and low-end clientele of the
metropolis to make a melting pot where the
rich and poor rub elbows and drink side-by-
side (until the light of the Garakuta Kyatcha
illuminates the sky).

Kokkucho Bokushi-Kan. There is no
restaurant in Sanbaoshi more popular than
Kokkuché Bokushi-Kan; tables must be
reserved months in advance and even take-
out orders have to be placed weeks ahead
of time. After a robbery attempt took the life
of the original owner (Kinguheddo Oochari)
his son pleaded to Emperor Hitoshi for
additional protection and the ruler of Soburin
agreed. Now two mekkusenshi stand guard
at the business’ doors day and night like
grotesque statues of man and machine,
only ever leaving (one at a time) to deliver
the emperor’s daily order of miwaku-tekina
dumplings. A scandal awaits in the Kokkucho
Bokushi-Kan kitchens however—their most
prized dishes are prepared by a tsukumo-
gami chef, the animated wok Chikanabe (an
instrument that claims to be the reincarna-
tion of Kinguheddo Oochari himself). Since
it took over the back of the restaurant the
demand for miwaku-tekina dumplings has
skyrocketed as each person who consumes
them finds themselves compelled to eat the
delicious delicacy again (requiring a DC 15
Wisdom saving throw every 24 hours for one
week to avoid doing everything possible to
acquire more of them).



Mahéno-Gatari Teahouse. The Mahono-
Gatari is the most wondrous and exclusive
teahouse to be found in the Imperial Capital,
only allowing very particular patrons to gain
entry: one must be capable of great works of
magic, a member of one of the great clans,
or carry a special seal. Inside is the most lush
and comfortable drinking establishment in
Sanbaoshi, able to offer concoctions that
cater to every taste and preference regardless
of scarcity or season. Bottles pour themselves,
cups float to their imbibers, and some of the
city’s finest songs melodically wind through
the air at all hours of the day and night in the
enchanted confines of the Mahdno-Gatari.

Nomimonogo. For those too poor to
afford tickets to one of Sanbaoshi's theaters
there is no better entertainment than a night
in the Nominogo. Notorious for being the
drinking hole of many alcoholic samurai
(both active and retired), its aged rooms have
been host to the most thrilling recountings of
battles to be heard in the Imperial Capital—
and their impromptu reenactments, perfor-
mances that frequently end with brawls that
spill into the streets of the Yohei Ward.

BAOSHI PORTS & SANBAD HARBOR

Sanbaoshi’s crucial placement in the center of
the continent puts the metropolis at the end of
the Sodaina River, making it home to countless
boats that go into and out of the docks every
day. A strong dichotomy has formed on the
settlement'’s shores creating two very different
anchorages along the coast: merchants with
high value goods, the favor of the clans, or coin
enough for the privilege to moor their vessels
in splendorous Sanbao Harbor, while all the
rest use the Baoshi Ports. For every new piece
of equipment, freshly crafted boat, or member
of the Imperial Guard patrolling the former,
the latter offers an outdated object soon
to become tsukumogami, derelict ship, or a
buccaneer in hiding.
Mitsu-Yaisgo Pier and Utsmi-Sogyai
Pier. These seemingly abandoned piers are
reserved by the Mitsuyu Gydsha Consortium
for when one of their members is in trouble.
They are never as abandoned as they seem
however—the organization’s agents are
always present nearby and ready to offer help
to one of their kin.
Shio Noinu Tavern. There is a drinking
establishment in Sanbaoshi for every type

of individual looking to imbibe
but the Shio Noinu in the Baoshi
Ports is best known for
being a place filled with
mariners of all stripes, le-
gitimate sailors knocking
elbows with pirates from
the edge of the world every
night. In addition to serving
brigands and seafarers
the tavern's location
in the poorer port has
made it a place for
black market dealers
and smugglers to meet,
negotiate, and some-
times even exchange
contraband. No one
seems to know who
exactly owns the Shio
Noinu but it is always
staffed and never runs
short of sake, leaving
none the wiser.

Tsuyoi-Hito
Boathouse. A sizable
force for the Impe-
rial Guard is kept in
Sanbao Harbor at all
times, maintaining the
ships of the Tsuyoi-

Hito as well as vessels
ordered to be refitted

or repaired. Rumors

have persisted for a long time
the last Shipmaster before the War of Kaiyo
(Sencho Sensuikan) built a hidden warehouse
somewhere beneath the Tsuyoi-Hito Boat-
house, using the space to build a vessel
capable of traveling beneath the water without
the aid of magic.

LOW QUARTER

The lowest and outer regions of Sanbaoshi are
home to its poorest citizens. Once this meant
they would be the initial victims of occasional
flooding from the Sodaina River, but now they
are also the first to suffer when the Mists of
Akuma roll onto the metropolis. Businesses of
all kinds line streets crowded with apartment
buildings, the aroma of the densely packed
citizenry somewhat abated by notoriously
competitive food stands on nearly every

corner. EI I




There is a love for the arts even in the
Imperial Capital's most destitute wards how-
ever, and in addition to many sculptures of
Soburin's past heroes (most of them so
weathered by age they're unrecognizable)
there are dozens of theaters from Minato
to Sen’In. Some suspect that if not for these
entertainment houses the Imperial Guard
would never visit the Low Quarter at all, their
lack of concern for the wellbeing of Sanbaoshi's
downtrodden neighborhoods evidenced by
the strong presence of the city’s thieves' guilds.

Kojiki District's population almost exclusive-
ly works for the Imperial Guard or the Bushi
School—the clang of anvils ring out late into
the night from the armorers and weapon-
smiths that line its streets and all of the restau-
rants and teahouses are prepared to serve in
bulk (with offerings that taste like it). Though
the emperor’'s protectors also have their own
dedicated forges, they frequently barter deals
for goods in bulk with the Armorer’s Guild,
Bladeforgers Union, and Clockwork Coalition.
These groups were established to maintain the
purity of Soburin forges during the Kengen
Occupation, but remained together afterward
to better resist gangs (and for the improved
buying and selling power their alliances offer).

Jetto’s Wondrous Machinations. One
of the only ceramians in Sanbaoshi to retain
prominence after the return of the Masuto
Dynasty, Fauruga Jetto became the Chief of
the Clockwork Coalition almost by default and
has held onto the position with an iron grip
despite his advanced age. The old scientist
earned the favor of Emperor Hitoshi in the
ruler's youth by providing him with delightful
devices, each one more entertaining than
the last. These are more than toys however;
Fauruga is secretly allied with rogue Kengen
General Koleraj Batelano, using the gadgets
he sends to the Masuto palace to spy on
military operations, sending the information
back to the bloodthirsty warlord via small
dragonfly constructs.

Nubaki Blades. Fuketsu Nubaki is the
head of the Bladeforger's Guild and was
appointed by her peers because of her
unmatched talent. Once a soldier sworn to the
Namida Clan, she suffered a terrible injury that

robbed her of half her sight and
[ the ability to feel pain. After

refusing augmetics of any kind she cut a
swathe of blood through the other prefec-
tures in the Battle of Four Swords, taking her
bounties and buying the secrets of Soburin’s
finest smiths before setting up her own shop
in the Imperial Capital. Every few months
enemies from her murderous past appear
to trouble Fuketsu but none yet have done
more than inconvenience her.

Satsu Armory. The Armorer's Guild is
led by Chairman Kegareta Sutsu, the 44th
of his name to work a forge for the Imperial
Guard inside the Kojiki District. Though
other shops briefly eclipsed the quality of
his family’s armaments after the last master
smith (his mother, Sieyaru Sutsu) passed
away, recently a new quality of his work
has brought orders from across Soburin:
Kegareta’'s armors activate the blood of the
ancestors of Soburin’s clans (page 223).
Nobles and samurai related to the Imperial
Siblings wait outside his shop for days to be
fitted, and though it has brought him great
fortune Kegareta grows more anxious with
every passing day. The master smith hides a
terrible secret—he uses a byproduct from the
construction of ketsueki shokubai to make
the magic work and cannot explain how or
why it does. To acquire enough material to
meet demand he has taken to providing
armor to the criminal gangs beneath the
city (something that could cost him both
the loss of his family’s honor and his life
should the authorities ever find out).

The lowest-lying district of Sanbaoshi is home
to the poorest of the Imperial Capital's popu-
lace—both the dregs of society and honest,
hardworking citizens whose work takes them
to the farms outside the city. Their naivete
and desperation is easily manipulated into
fear (especially of the crime that runs rampant
throughout) and more mobs have originated
in the Mazushidesu District than anywhere else
in the metropolis.

Apple Blossom Teahouse. Despite
the mystery that surrounds it there is no
other establishment in the Low Quarter
with a reputation as renowned as the Apple
Blossom Teahouse. Patrons receive the same
respectful and courteous service regard-
less of wealth or heritage, and blades have
never been drawn within its walls. With the



exception of Fei-Hung the Barkeep each and
every servant in the inn is identical: beauti-
ful and androgynous. Unknown to all but the
most well-informed denizens of Sanbaoshi,
the Apple Blossom is home to the Desundto
Assassins; the ruthless killers (use the statis-
tics for an Assassin) work the tables between
missions to remain humble, making certain
that the secret of their hideout never slips out
to the Imperial Capital.

Chinimasen Orphanage. With virtually
nowhere else to go in the Imperial Capital,
children without parents can find a home
in the Chinimasen Orphanage. The estab-
lishment's master, doddering old Arimasen
Itaidu, puts visitors and investigators at ease
with the clean and ordered structure of the
place and her polite demeanor. This is all a
ruse; Arimasen is one of Sanbaoshi’s crime
lords and her charges are made to pick-
pocket coin day and night. Those who return
with too few Imperial Pieces are tended to
by Gomon—a sophisticated clockwork
puppet that delights in punishing their
bad behavior—and any that fail
four times in a row are \
remanded to the factories L4
and laboratories beneath \\ )
the metropolis. S

House of Stone. The R\ 5
district's most popular seer is
an old woman known only as
Gémumasuta, working with a
small group of fortune tellers
known as the House of Stone.
Gémumasuta’s predictions
are not always accurate
(occasionally sending people
far astray from their destined
path) but when they bear truth
they are unerring in detail.
Many believe that visiting the
House of Stone invites bad
luck and that for some the
wishes they make come true
with results that are too fortunate
to be believed—and usually are,
coming to pass in the worst
possible fashion (enforced by the
magic of one of Sanbaoshi's most
secretive criminal gangs).
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District

There are so many dockworkers, seafaring
shops, and fish markets in the Minato District
that many consider it to simply be an extension
of the Baoshi Ports. While pirates on the run lay
low in its alleyways and pleasure houses stand
on nearly every corner, one other unsavory
feature truly sets the area apart: there are more
accesses to the sewers of Sanbaoshi here than
in any other part of the metropolis. Kidnappers
are a common threat in the Minato District—
taking test subjects or factory workers for the
complex subterranean machinations of the
Imperial Capital—and children are almost
never seen on its cobbled roads.

Conto Rora’s Emporium. Running
what is easily the busiest shop in the Minato
District, Conto Rora supplies the Baoshi
Ports with every tool a sailor could need by
bartering for used equipment to refurbish
and resell at breakneck prices. The practice
isn't very profitable but it doesn't need to
be as Conto is the premier man to talk to in
Sanbaoshi if you're trying to clandestinely
get rid of a dead body. The price to do so
may be costly indeed however, rising ever
higher each time the service is used.

Koshaku’'s Ropes. There are countless
stores in the Imperial Capital that sell ropes,
wires, and cords—only a few of them better
than those woven by Kdédo Kdshaku.
The store also serves as a front for the
Shimegoro assassin guild, murderers for
hire that kill their targets with cables and
: line stolen from Kodo's rivals (insuring
1) that before too long, any competitors
L\ are put out of business by the Imperial
N Guard).
N Yogen-Sha Navigation. Ac-

quiring cartography in Sanbaoshi is a
common problem for shipmasters moor-
~ing in the city's docks where untrustworthy
7 forgeries and outdated maps are frequent.

Umino Yogen-Sha is one of the most

trusted mapmakers in the settlement and
though she commands a high price for her
depictions of Soburin, they are startlingly
accurate. With her growing renown Umino
hears all the talk that the metropolis
has to offer—and to supplement her
profits she shares the valuable secrets

of the Imperial Capital to anyone
=

with enough coin to buy
them.
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Heavily influenced by the Mage School just
across the Yohei Ward, the Nodo District is
home to more reagent markets, charlatan
enchanters, fortune-tellers, and poor mages
than any other part of Sanbaoshi. Disfigure-
ments are a common sight as rogue spellcasters
or students of the Mage School are always
offering coin to those willing to subject their
bodies to arcane experimentation and of
all the districts in the Low Quarter, Nodo
receives by far the most attention from the
Imperial Guard—fel rituals and masquerading
oniare both frequent threats in the city and great
efforts are put into preventing that chaos from
spilling up toward the Heavenly Estates. The
tsukumogami-hunting Seishin Nohanta are
notably prevalent all over the Nodo District,
both because the living objects are drawn to
the latent magic in the area and to make sure
the city’s regular defenders are capable of
responding quickly when needed.

Hirano Keimusho Hostice. \When heal-
ing is needed but the advanced techniques
offered in the Yohei Ward aren't affordable,
people go to the Hirano Keimusho Hostice or
one of its many satellite stations. To supple-
ment their low prices the hospice occasionally
claims a severely injured person has passed
away—ultimately putting these wounded
patients through brainwashing before sale
into slavery beneath the city.

Kyodaina Shiyachiba. The biggest
reagent market in Sanbaoshi also offers the
rarest herbs, spices, and magical accoutre-
ments in the city, provided you can navigate
the complicated streets and rules it follows.
Beyond magical components some of the the
market's many stalls hide pieces of banned
technology traded under the notice of the
Imperial Guard (and for an extra bit of coin
the merchants will even organize a surgeon to
install their illegal augmetics.)

Wareta’s Music. Norobito Wareta is
a true artisan, having mastered the creation
of many kinds of instruments in her child-
hood and growing to be a celebrated prodigy
of Soburin’s cultural arts that emerged as
the Kengen Occupation dwindled to an end.
She judges those who walk into her shop
very carefully, selling her wares to those
she likes least at the lowest prices—usually

giving them instruments cursed
ﬂ'—l to bring trouble. There are rumors

that Norobito also makes special cases for
some of her clients, containers able to block
the senses of tsukumogami hunters from
seeing the magical creatures living inside.

Seniln
The second most protected area of the
Low Quarter is home to the dockmasters of
Sanbao Harbor, the attendants to the nobles
of the Heavenly Estates, and the servants
for the masters of the Yohei Ward. There are
more restaurants than food stands on the old
cobble streets of the Sen’In District and a
notably larger number of inns to accom-
modate travelers coming out of the nearby
docks, making the area a frequently contested
battleground for Sanbaoshi’s criminal gangs.
Chaota Takaimasu Square. Imperial
Guards are almost never seen in the very
center of the Sen’In District, staying clear
from the area so the city’'s gangs can fight
out their problems with minimum violence to
bystanders. Unsurprisingly it is also a perfect
place for illegal transactions, though which
criminals hold the most sway there changes
with every passing day and only a fool en-
ters the square without checking whom to
pay tribute to for doing business outside
of the notice of Sanbaoshi’'s protectors.
Kenko-Tekina Designs. When a ser-
vant commits a grave enough mistake that
they are permanently harmed by their master,
Hizashi Kenko and Bayesu Tekina provide
them with augmetics at prices low enough
that they can retain the bit of hearing, sight, or
faculty that was taken from them as penance.
The seemingly affordable payment plans for
the prostheses are actually completely unfair
but is often the only option available to them,
locking many of the Sen’In District's wounded
citizens into lifelong debt to pay for the
injurious mistake they made at work.
Tonpobu Apartments. These many-
floored buildings offer amenities lacking in
almost every other part of the Low Quar-
ter—running water, rudimentary electric
lightning, and even heating during the cold
months. The structures have gradually grown
higher and higher every year and they now
overlap on one another in a mishmash of ar-
chitecture that creates a maze of streets the
locals call the Tonpobu Tunnels, an area of
the metropolis that criminals run to when
they need to lose pursuers but want to avoid
the passages beneath Sanbaoshi.



OTHITA-UMI OTEAN & SODAINA RIVER
Sanbaoshi’s chief export is fish, both freshwater
catches from the Sodaina River and the boun-
ty of the Ochita-Umi Ocean. The metropolis’
impressive defenses long ago dissuaded piracy
along this part of the coast, but other dangers
still occasionally rise from the waters to threaten
the Imperial Capital—bakekujira are not un-
heard of, nor are worse things from across
the Great Divide. Fortunately the city is well-
equipped to fend off attack, its shores watched
over day and night by soldiers with electrolens
augmetics and other sensory equipment able
to detect hostile forces at impressive range.

Mark VIl Defense Cannons. Despite
Sanbaoshi’'s general disdain for technology
after the last surge of Kaiyo Nightmares (page
159) crossed the Great Divide the metropolis’
many dissenting voices relented and Emperor
Hitoshi had no choice but to install powerful
defenses. The best cannons ceramian science
can offer now run along the shores of the capi-
tal and each of the powerful machines is always
accompanied by an alert Seishin Nohants,
prepared to cut it down should a spirit possess
the siege weapon.

Tsuyoi-Hito. While some oni attempt
to walk into Sanbaoshi masquerading as a serf
or even a member of the Imperial Guard, likely
more try to sneak through the sewers or ports
so as to remain beneath the notice of the city's
protectors. The Tsuyoi-Hito pilot numerous boat
patrols that check for travel papers on junkers,
find monsters lurking in the water, or uncover
smugglers bringing contraband into or out of
the Imperial Capital.

0 f|C|aIs are treated with great care and car‘_ -
lly monitored. With the valuable informa:
n one of these objects might offer once
imated and properly persuaded

nishment for stealing or abetting in t_

MASUTO DYNASTY

For centuries the whole of Soburin
has been ruled not so much by the
Masuto Dynasty’s scions as it has
their coin purses, proving time and
again that anyone can be bought
for the right price—even Imperial Dragons.
While all the other clans and prefectures were
made to house an inhuman race the cities of
the Imperial Prefecture avoided such punish-
ment and throughout the Kengen Occupation
continued to receive special treatment from
the ceramian military. Bribery is the most
common tactic for Masuto's agents to employ
(the nobility themselves rarely allowing their
hands to be dirtied) but they are not above
intimidation, and in order to maintain power
they have shown that they are willing to work
with anyone if it is ultimately profitable for
them to do so.

Masuto are notoriously elitist, spoiled,
and supremely manipulative—though they
take care not to injure their rivals so much that
it ever affects the clan’s standing in a serious
fashion. Even so, trouble brews in the Imperial
Prefecture; the disparity of wealth between
the rich and poor has become overwhelming,
and with the appearance of the lost Imperial
Sibling many of the lesser lords are slowly
inching toward allegiance to one of Soburin’s
founding fathers (seeking protection from the
Mists of Akuma over more coin.) The threat
of insurrection may yet be small but Emperor
Hitoshi grows more suspicious and paranoid
with every year that passes, and before too
long a reckoning sure to bathe the Imperial
Palace in the blood of nobles will be enacted
by or against the Masuto Clan.

Dainamo omiryd, denki shirudo, flrearm_ 4
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Masuto Bengoshl the best equped and most
arduously trained agents of the government
in all of Soburin, implacable masters of deceit
and statecraft that are at home with subterfuge
regardless of their situation. They are masters
of combat, trained to use their gear with
deadly efficiency (and should they be
overwhelmed, flanked by shinobi
oathed to die for their master).
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MEKKUSENSHI

Medium humanoid (human), neutral
Armor Class 16 (natural armor)
Hit Points 75 (10d8+30)

MASUTO BENGOSHI

Medium humanoid (human), neutral
Armor Class 20 (leather, magic items)
Hit Points 130 (20d8+40)

Speed 40 ft. Speed 40 ft.
STR |DEX |CON |INT |WIS (CHA STR DEX |CON |INT WIS |CHA
20 (+5) 14 (+2) |17 (+3) [ 11 (+0) | 14 (+2) |9 (-1) 13 (+1) [ 18 (+4) [ 15 (+2) [ 16 (+3) [ 17 (+3) | 18 (+4)

Saving Throws Dex +5, Con +6, Int +3
Skills Athletics +8, Perception +5, Stealth +5,
Survival +5

Damage Vulnerabilities acid, lightning
Damage Resistances cold, fire, poison
Damage Immunities psychic

Condition Immunities charmed, exhaustion,
frightened, poisoned

Senses blindsight 20 ft, darkvision 60 ft,
passive Perception 15

Languages Soburi

Challenge 5 (1,800 XP)

Augmented Leap. The Mekkusenshi can ver-
tically jump 20 feet or horizontally jump 45
feet without the need for an ability check.
ACTIONS

Multiattack. Mekkusenshi make a sword arm
attack and gun arm attack.

Sword Arm. Melee Weapon Attack: +8 to hit,
reach 5 ft, one target. Hit: 14

(2d8+5) slashing damage.
Gun Arm. Ranged
Weapon Attack: +5 o VIC
to hit, range (50/200), M. <39 )
one target. Hit: 11 b Jf,“s
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Saving Throws all increased by +2

Skills Acrobatics +9, Arcana +5, Culture +11,
Deception +14, History +5, Insight +13, Intimida-
tion +9, Investigation +8, Nature +5, Perception
+14, Persuasion +9, Religion +5

Damage Resistances poison, psychic

Condition Immunities charmed, frightened, poisoned
Senses passive Perception 24

Languages Ceram, Draconic, Pyo, Ropa, Soburi
Challenge 13 (10,000 XP)

Enchanted Equipment. A Masuto Bengoshi's
damage resistances, condition immunities,
Masuto rod attack, and 3 points of their AC are
from magic items worn on their person.

Masuto Ancestral Favor. A Masuto Bengoshi
may reroll any ability check or saving throw once
per round; they may choose to do so after the
results are rolled. Masuto Bengoshi deal an addi-
tional 1d8 damage with any weapons they wield.
Paid Retinue. A Masuto Bengoshi is never truly
without allies. By spending a bonus action calling
them with a secret sign noticeable with a DC 24
Wisdom (Insight or Perception) check, a Masuto
Bengoshi may summon 4d4 ninjas (use the
statistics for Spies) who emerge within 100 feet
at the end of the round.

Social Adepts. A Masuto Bengoshi’s intensive
training doubles their proficiency bonus when
using Deception, Insight, and Perception.
Tutored. A Masuto Bengoshi adds half their pro-
ficiency bonus to Arcana, History, Nature, and
Religion checks.

ACTIONS

Multiattack. Masuto Bengoshi make six magic
katana or masuto rod attacks in any combination.
Magic Katana. Melee Weapon Attack: +10 to hit,
reach 5 ft, one target. Hit: 14 (2d8+5) magical
slashing damage.

Masuto Rod. Ranged Weapon Attack: +9 to hit,
range (100/500), one target. Hit: 13 (2d8+4) force
damage.

REACTIONS

Reflexive Dodge. When a Masuto Bengoshi
is aware of their attacker, they may spend their
reaction to reduce the damage of an attack or
spell by half



When calls started to ring out from the guards manning the jidoka-sensu fans along the walls of the
city, Shakaitsu—the head of our escort—urged us to hurry through the rest of the Highborn District
and into the royal grounds before the Mists of Akuma reached Kyéfu. Looking toward the north | could
already spot the telltale signs of the corrupting fog, a distant torunédo-sentoki in fierce combat with
two adeddo-oni. Fortunately the honored warrior was more than up to the task and its whirring blades
slashed through the undead easily. As quickly as they fell more appeared, spurring us to run all the
quicker.

Passing across the Highborn District and into the Supai Estates the higoshi fans in the grates
below kicked on, blowing the supernatural haze fast approaching us up and away from the streets.
Just as we began to feel some relief, thinking the danger was contained, a great and raucous cry came
down from the Shinsei-Sukui Mountains. A threat as deadly as the Mists of Akuma rushed toward
Kyofu—bakemono, gaki, jiang-shi, tikbalang, yaoguai, and worse led by a massive oni warlord, towering
as high as one of the blades on the Oki-Kaiten Fan above.

We stood stunned, momentarily unsure whether we should press onward until one of the
guardsmen of Kyofu traveling with us suddenly cried out, a demonic woman’s gory scissors having
sliced his body nearly in half. My servants unleashed bullets and magic on the thing as the poor fellow
breathed his last, sending it scurrying off into the city, but after taking sight Hagrid here—a fine
marksman by any standard—spotted the sashimono of the dreaded Sanshoéo. As you might know, the
Eritokira Chapter of shikome is infamous for their bloodthirsty efficiency and ability to infiltrate even
the most impregnable of fortresses.

Warned of the danger by my manservant we quickly dove for cover in your gardens as Shakaitsu
and his guards charged the armored shikome; it is my sad duty to report that though they fought
valiantly, they were no match for the technology wielded by the Sanshédo. Each and every one of the
Kyofa guards escorting us sacrificed themselves, taking several of the oni warlord’s soldiers with them
into death, and we are honored that they protected us so ferociously.

At Lukas’ direction—which | thought was wise given the circumstances—we retreated toward
the southeastern veranda and circled under the roof of the tenbod-dai gifted to the great Lady Shaché
by my father Akira. Hagrid is quite at home with technology of all kinds and he quickly deciphered
its controls, activating the device and giving the Sanshdo pause as Shakaitsu’s last warrior fell. Were
it not for this gun priest’s brilliance, | assure you that we would be dead today because the whirring
protrusions of the humble little structure sent many of the shikome’s bullets astray.

We held our ground for what seemed like hours though it could not have been more than a
few minutes; as the Mists of Akuma grew denser above us, the Eritokira soldiers took cover them-
selves and a terrible firefight consumed your gardens, which while necessary to our survival will be
something for which I will forever be shamed. Even aided though we were aided by the machinery in
the tenbo-dai the shikome warriors were as bold as they are freakish, gradually coming nearer to us
as Hagrid ran low on shot and Lukas’ magic neared exhaustion.

Truly, | wondered if my life’s thread was destined to be cut short.

It was then that the great Oki-Kaiten of the Mirai Mechanus Quarter finished deploying, the
massive fan blades spinning to blow the Mists of Akuma entirely away from Kyofu. The adeddo-oni
capering about in the distance retreated, as did the oni warlord and many of its monstrous horde—but
not the Sanshéo. The squad of Eritokira were pressing on, apparently quite taken with Hagrid’s gun
and keen to acquire it, and only the intervention of your blessed torunédo-sentoki saved us. They
came down like falling cherry blossoms, spinning through the sky before descending on the assaulting
shikome with clangs of steel or the slicing of flesh. So reinforced, my manservants unleashed the
last of their resources and together we made quick work of the foes so brazen as to invade your very
home.

That, my Dear Lord Dainichi, is why | was late for this most gracious appointment—I ask a
thousand apologies for my impertinence and am compelled to beseech your infinite patience and
wisdom, appropriately famed as it is throughout the Supai Prefecture and all of Soburin besides. |
assure you that no other circumstances would have delayed me, and that in the future, | will never
make you wait on my arrival ever again.

—Testimony of Kichini Tomimashita, Mirai Mechanus Merchant




CHAPTER 5: KYOFU

STAR OF THE NORTH

Most of Soburin’s lords resisted the Kengen
Occupation in all its forms but a few embraced
Ceramian science and have even worked to
improve upon it; the Supai were one such
clan. When the War of Kaiyo ended over half
a century ago Lady Shachd Supai brought
together the greatest diviners of the land
to see what the future had in store for her
prefecture. Though the enormity and totality of
the danger represented by the Mists of Akuma
remained shrouded to them, how it would
descend onto the world was as clear as day.
Seizing the expertise of ceramian and ropaeo
immigrants, Lady Shacho instituted labora-
tories and schools to educate her kin on the
secrets of science—to great effect.
Though she died six years ago (some
say to a shinobi's blade) the wisdom of
her judgment holds true and today
the seat of the prefecture's power

=]

is protected by vast, tempest-like vortices that
turn the Mists of Akuma back whenever it falls
on the city. The ranks of the Supai are com-
monly fitted with fan hand augmetics for when
the fell fog catches them outside of Kyofd's
walls, making them a deadly and swift asset on
the battlefield (able to charge at ranged enemy
lines without fear of sling or arrow).

Technology advances in quality each
season and Kyofu has adopted a throwaway
culture—for a person to keep personal effects
for more than a few years is almost unheard
of. The accumulation of junk has led to tsuku-
mogami becoming omnipresent and hunters
that specialize in tracking the strange creatures
are a frequent sight, though only those in dire
need or of malevolent intent can stand to toler-
ate the distasteful behavior prevalent through-
out the settlement.



With every month that passes the trash
only accumulates as more and more villages
throughout Soburin adopt the wind machines
manufactured in Kyofd, making it a frequent
harbor for legitimate traders and smugglers
alike. Yamabushi and kami clerics that have seen
the Star of the North say it is a cursed place,
doomed to destruction; rumors persist that the
settlement is built upon the bones of an ancient
Imperial Dragon of prodigious size (and that it
is only a matter of time before the spirits broken
in the Destruction Forges animate its corpse.)

COMBATING THE MISTS OF AKUMA

The City of Fans is aptly named, home to
an overwhelming variety of the devices in
magical, mechanical, and mundane designs.
Kyofu's citizens are rarely found without at least
one fan on their person and they have been
taught the most effective ways to use them to
blow away dangerous gasses—the Supai Clan'’s
answer to the threat of corruption posed by the
Mists of Akuma.

Higoshi Fans. The Highborn District,
both Mechanus Quarters, the Supai Estates,
and Windswept Way all have many grated
areas with fans underfoot that create great
updrafts, cleaning the air and replacing it
with fresh mountain breezes drawn from
the Shinsei-Sukui Mountains to the west.
In and around the Destruction Forges these
relentlessly blow air up and away, sending a
constant plume of pollution high above the
settlement and creating a black streak against
the stark white of the north that is visible
for miles.

Jidoka-Sensu. All along the city’s outer-
most bulwark are mechanical fans that blow
air away from Kyofa when the Mists of Aku-
ma begin to encroach on the settlement, the
first and most rapid form of defense. When
the Oki-Kaiten and Oki-Koogi Fans have been
activated, the jidoka-sensu are turned inw-
-ards to create safe areas for torunédo-sentoki
to mete out destruction on the adeddo-oni
that quickly swarm up the walls.

Oki-Kaiten and Oki-Koogi Fans. These
enormous fans tower over the Mechanus
Quarters and when activated create massive
distortions in the air that blow the Mists of
Akuma away from the Star of the North
(taking anything airborne along with it and
generating terrible disruptions in nearby
weather patterns). The Oki-Kaiten stands

above the Unmei Mechanus Quarter, thrust-
ing into the sky like a vengeful claw until
deployed, at which point it begins spinning
so rapidly it becomes nearly invisible. Despite
needing constant maintenance and attention,
the Oki-Koogi above the Mirai Mechanus
Quarter are looked upon more kindly by
Kyofa's populace and in some cases even
revered—its arrays of more traditional fans
each have the name of a great warrior or
scientist that has distinguished themselves
in the eyes of the leaders of the Supai Clan,
and to earn a place among them is consid-
ered one of the greatest honors a Supaian
can achieve.

Torunédo-Sentoki. These fanatical war-
riors have completely given themselves over
to Supai engineers, receiving a vast suite of
augmetics that make them into literal storms
of metal and wind. Many of Kyofl's youth
apply to this order but few can withstand
the invasive surgeries required to join them,
seeking out glory instead in a place where
they will not be shamed for their failure.

DESTRUCTION FESTIVALS

No other settlement in Soburin has remained
as industrious as the Star of the North—most
are hamstrung by a lack of scientific insight
(such as that brought by foreigners) or, more
prominently, access to resources. The city's
success is largely due to the cultural practices
instituted by the Supai Clan and embraced by
many of their charges. Well aware of the dan-
gers posed by tsukumogami and fearful of the
consequences that befall those too reliant on
technology, Lord Dainichi Supai organized the
first Destruction Festival shortly after coming
to power and the tradition has become be-
loved by the city's residents, looked forward
to for months by all its citizens as well as the
farmers eking out a living in the countryside.
At the height of every season anyone
can bring their unwanted goods to one of the
Blusters and trade it for Imperial Pieces. Each
piece of junk is evaluated by a materials scien-
tist, filling the Destruction Forges with enough
durable refuse for the mass-production facilities
of Kyofa to recycle into new goods throughout
the year. Conjurers and shamans have warned
that with every festival fragments of would-
be souls are shunted into the sky like toxin—
and that some day there will be a
reckoning from the world of spirits. EI El



MECTHANUS RIVALRY

Lady Shacho Supai’s schools blossomed into
three principal institutions: the Kiso-Chishiki
Academies for Kyofa's youth, and for more
advanced studies, the Rekishiya University and
Unmei College. Though both are leaders in the
field of augmetics and blaze technological trails
that are far in advance of the other scientific
prefectures, there is a potent rivalry between
them that often flares up to dominate the
attention of the city at large.

School of Rekishiya. Accepting that
technological evolution is a part of life in
modern Soburin, this philosophy espouses
a hybridization of traditional methodology
and scientific advancement. Fan no te hands
built by followers of the School of Rekishiya
are made to form into flat, wide koogi that
flutter rapidly to generate wind.

Unmei Way. These engineers and in-
ventors have completely abandoned their
roots to adopt the ceramian approach to sci-
ence, simultaneously absorbing the foreign
culture as well. Fan no te hands constructed
by students of the Unmei Way are composed
of a variety of blades that rapidly spin to
create powerful gusts of wind.

THE BLUSTERS

Fenced-in from the rest of Kyofa by an inner
bulwark to "keep the peace” and “better
enable equitable trading”, the Blusters are
where the majority of torunédo-sentoki are
stationed alongside guards ever-prepared
to deploy onto the city’s outer wall. Anyone
entering into or exiting the settlement must
do so through these sectioned-off areas, pre-
senting or acquiring travel papers from Supai
Ryokdsai before they can get into or out of
the district. Rumors among the city’s under-
world claim there is a second reason for the
Blusters—they would make a powerful second-
ary fortification line should Kyofa's torii gates
fall to an overwhelming wave of adeddo-oni.

East. Fewer torunédo-sentoki are sta-
tioned here than any other district in Kyofa
where they patrol, stretched thin across the
northeastern and eastern walls.

North. The devoted torunédo-sentdki
that do not make it into the honor guard
of Lord Dainichi are stationed in the North

Bluster, deploying around the walled
I_I D bay of the Uzumakimasu River and

acting as the officiators of the city's docks.

South. There are plenty of torunédo-
sentoki that oversee the foreigners in the
Cultural District. Though the public has no
reason to suspect it yet, they have orders to
keep people inside of that borough should
the rivalry between Mechanus adherents
erupt into bloodshed.

CULTURAL DISTRICT
Not all of the Star of the North is made avail-
able to outsiders. Newcomers to the city are
restricted to living and working in the Cultural
District—a diverse place filled with inns, mas-
sage parlors, restaurants, shops, tea houses,
and theaters that cater to all types. Ceramian
or ropeao immigrants are required to live here
for at least one year before they can move
to one of the other districts unless they can
secure paperwork from Dokusen Industrial, the
Romaji-Shoyl League, or one of the indepen-
dent craftsmen in Kyofa that specifically grants
rights to a living situation provided by their
employer (oftentimes in the Poor District).
Konran-Gekijo Theater. Located at the
intersection where the Cultural District meets
the Destruction Forges and Kako Mechanus
Quarter, the fiery recycling sector is frequently
used as a foreboding backdrop in the city's
most popular plays. Nowhere else witnesses
so many of the elite of the city rub elbows
with those beneath their station and the house
is regularly packed with people eager to be
entertained. Despite its popularity there have
always been rumors that folks sometimes
disappear inside—no remains have ever been
found and most people assume that any
corpses are tossed into the forges to the west.
Teppoko's Firearms. Marksmen across
Soburin claim there is no better gunsmith to be
found than JU Teppoka. Directly after graduating
from the Kiso-Chishiki Academies she invent-
ed the hand hwacha (page 237) and instantly
gained national prominence. Her designs and
prototypes are said to be far more advanced
than other firearms, and both the Dokusen
Industrial mercantile family and Romaji-Shoyd
League constantly vie to buy (or steal) them.
Several (unsuccessful) thieves have tried to
mug JU as she goes about her business in Kyofa,
leading to the circulation of tales that the
bullets she carries are enchanted with steel
wrought from the slag of proto-tsukumogami
melted down in the Destruction Forges.
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DESTRUCTION FORGES

During the seasonal Destruction Festivals
smoke rises from this sector of Kyofa in truly
impressive gouts—but the polluted plumes of
the forges are never ending, belching smog
into the sky throughout the year. Junk traders
and smelters are everywhere, operating huge
forges that reprocess old goods brought to the
city from all over Supai. The northern streets
of the Destruction Forges are hotly contested,
the metal merchants there playing both the
Mechanus Quarters against one another and
exploiting whatever resources are scarcest to
maximize profits.

Ashimoto Tunnels. The higoshi fans in
the Destruction Forges are the biggest in the
city and almost always kept on to keep the
heat and gasses of the sector’s refineries ris-
ing up and away from the Star of the North.
To provide refreshment and avoid sucking
air toward the settlement tunnels have
been bored all the way to the Shinsei-Sukui
Mountains; it is from here that the Chippo-
kena thieves’ guild (a gang of small-sized
criminals) accesses passages for smuggling,
traveling throughout Kyofa by means of the
blustery accessways worked beneath much
of the city for maintaining the machinery.

Junkmaster Gomi Kantoku. While
Gomi Kantoku does not wield the influence
over industry enjoyed by the Risosu-Kanri in
the Supai Estates, the Junkmaster plays an
essential role in the Destruction Forges that
makes him the most important man in the
sector (and considered the next in line for the
more prestigious position). He is constantly
seeking a way to leverage power over Yuriko
Shizuka, manipulating the prices of goods
brought to be recycled in the forges and
controlling the accessibility of heavy main-
tenance equipment between the Mechanus
Quarters until one can provide the aid he
requires to attain a loftier title.

HIGHBORN DISTRICT

After Lady Shachd's diviners foresaw the Mists
of Akuma nearly all of Supai’s nobility moved
into the prefecture’s capital. A maze-like sector
of towered manses and walled-in palaces was
the result, built as high as the winds of Kyofa will
tolerate. In between these ostentatious homes
are the finest shops in the prefecture, making it
|_| E, a popular place for wealthy visitors—

provided they can secure papers to go.

Ishi-Seikatsu Sutira Surgical Services.
The finest augmetic surgeon to be found
outside the Mechanus Quarters sells her
expertise to the highest bidder without any
concern for what conflicts might arise from
her art. Obsessed with tackling bigger chal-
lenges regardless of legality, Ishi-Seikatsu's
talents are sought after by countless war-
riors as she is thought to be able to install
anything into any creature.

Sukai-Teitoku Docks. There is a fledg-
ling fleet of recovered aircraft kept by the
clan lords of Supai and many of these ships
make port in the Highborn District of Kyofq,
docking beside the Captains of the Sky.
Though the harbor sits on the border to the
Supai Estates, all vessels give a wide berth to
the propeller-powered vehicles gifted to Lord
Dainichi by the Mechanus headmasters.

METHANUS QUARTERS

Kyofa's two largest boroughs are dominated
by the presence of the scientific schools that
crafted the giant fans looming over the city—
all of the industry therein is overseen by the
professors of one of those two schools or
by the interests of powerful merchants. The
production facilities that craft components
too delicate or complex for the Poor Quarter
are almost exclusively forged in the shadow of
the settlement’s greatest academic institutions
and the manufacturing processes they use are
fiercely defended from competitors. The Kako
Quarter looks much like any district found
in any settlement throughout the scientific



prefectures, but it is said that nowhere else
is as emblematic of ceramian culture as the
Mirai Quarter (heavy with the scent of foreign
spiced meats and frosted light pastries).

Dokusen Industrial. An inspirational
example of a family that rose to great promi-
nence from out of nothing, the newly richand
ennobled Dokusen have become national
heroes thanks to connections to ceramian
scientists and ties to the fugitive Overseer
Freneza Genuilo. They were the first to
master foreign mass-production techniques,
allowing them to oversaturate the augmetic
market with low pricing that near-instantly
made them beloved by the people and just
as quickly utterly destroyed many estab-
lished businesses of Supai—creating nem-
eses all over the prefecture.

Rekishiya University. The currentcourt
poet of Emperor Hitoshi Masuto, Kasen Rek-
ishiya, is a direct descendant of the founder
of Rekishiya University and as a member of
the scholarly line one of the institution’s most
lauded graduates. The school is looked on
favorably by soburi as much as any scientific
endeavor can be, embracing the continent’s
past as well as its future. Headmaster
Tensai Muyubyo keeps her students on a
tight leash working on projects realized
by the Kako Quarter’s factories and she is
constantly searching for new uses for their
creations throughout the prefectures.

Romaji-Shoya League. In response
to the market blowout caused by Dokusen
Industrial a collection of old-rich families
joined together in the Kako Quarter in order
to remain solvent after their profits plum-
meted. Though their products are still more
expensive than their biggest competitors,
they follow the Rekishiya philosophy and
craft items that are far more pleasing to
soburi aesthetics (making them just as
popular as their rivals).

Unmei College. Folks that travel
through Supai claim that Unmei College is
not only home to foreigners but that even
its buildings are not native to Soburin. There
is some truth to this claim—no other part of
the prefectures is as friendly to ceramians
(many paying exorbitant prices to the Chip-
pokena to be smuggled inside). Production
quotas from the factories in the sector are
as high as the technological goods here are
affordable, despite Lord Dainichi's favoritism
for their competitors in the Kako Quarter.

POOR QUARTER

The largest district of Kyofa is also its most pop-
ulated, filled with production lines that have the
lowest possible margins of error. Factories here
run day and night, chewing through the lowest
sections of society in endless forging and prepa-
ratory tasks that anyone can easily accomplish.
Some more talented workers live in the area but
are employed in the Mechanus Quarter, mak-
ing enough coin for a smattering of restaurants
and entertainment houses to persist amongst
the crowded tenements and apartment build-
ings that make up the district.

Asenburu Lines. Creatures can usually
count the number of places openly friendly
to the robotic race in Soburin using only
their fingers (or the nearest equivalents) and
their freedoms in the Star of the North were
hard won. The steametic factory in the Poor
Quarter is completely transparent about the
two long production lines that hug the north-
ern wall of Kyofa, allowing students from both
Rekishiya University and Unmei College to
come research the methods of their creation.

Suramu Steppes. Dwellings are stacked
on one another throughout nearly all of Kyofa
but nowhere is it as pronounced as it is in the
Suramu Steppes in the Poor Quarter. Dozens
upon dozens of homes sit upon one another
in four haphazard pyramids, each festooned
with metal stairways like vines on tree trunks.
The eldest residents live in the winding hall-
ways on the ground while younger folk dwell
in the precariously balanced rooms on top.

SUPAI ESTATES

The most defended part of Kyofa is home to
almost the entire Supai Clan, protected by the
Shinsei-Sukui Mountains to the west and the
rest of the prefecture’s capital to the east. The
whole of the Supai Estates are shielded from
below by enormous higoshi fans but every
mechanical fan ever gifted to Lord Dainichi
Supai or his predecessor is mounted in the
streets, making it imminently defensible should
the corrupting Mists of Akuma ever threaten
the nobility that live there.

Lord Dainichi’s Aerosphere. All access
to the innermost court of the Supai Clan
requires crossing a magical sphere of tempest
winds. Listening in on the doings of the court
or infiltrating the area is practically impossible
without access to the tokens of
authority (enchanted baubles that l_l 3



allow one to cross the barrier safely) so close-
ly held by Lord Dainichi’s personal torunédo-
sentoki honor guard. Should it ever be
breached there are rumors that the entire in-
ner structure of the palace can be jettisoned
into the sky, flying to safety in the Shinsei-
Sukui Mountains.

Risosu-Kanri Yuriko Shizuka. A rela-
tively new office created by Lord Dainichi
upon the commencement of the first
Destruction Festival, the position of Risdsu-
Kanri has proven to be highly desirable.
Though the Junkmaster of the Destruction
Forges handles the minutiae of day-to-day
recycling, the Risosu-Kanri has discretion over
material projections, output quotas, and price
ceilings—ultimately controlling the flow of
limited resources in Kyofa.

WINDSWERT WAY

Travel papers approved by Supai Ryokdsai are
typically for people bound for Windswept Way,
home to the majority of the Star of the North'’s
augmetic surgeons and independent machine
shops.

Kiso-Chishiki Academies. All of Kyofa's
children are required to receive a minimal,
general education in this sprawling series of
buildings before pursuing their own lives.
The brightest and most obedient excel into
either Rekishiya University or Unmei College,
but the undisciplined and dim-witted learn
valuable skills as well—typically by getting
hands-on practice with industrial tasks ideal
for their small hands. After a failure by the
defenses on the southern wall necessitated
a gruesome slaughter of children-turned-
adeddo-oni, higoshi fans were constructed
around all of the Kisho-Chishiki Academies
to insure that such a foul occurrence never
happens again.

Jinkésogu Market. Supai's thriving
black market for augmetics operates in the
underpinnings of this popular square of
merchant stands. To those who know the
right people to speak to it is a place where
augmetics of any quality can be bought
and sold, though usually only inferior, used,
or broken pieces are available at prices
appreciably under market value (and custom-
ers are not always warned to beware).

4

EritokiralSaboteurs]

The Sanshoo are not the only Eritokira Chap-
ter with battle brothers in Kyofa and it is ru-
mored that every one of the shikome warrior
factions has at least one representative in the
settlement, placed in a position where they
can easily access augmetics and technology
too difficult to produce without cutting-edge
facilities. Lord Dainichi Supai is not completely
deaf to warnings of the hobgoblin saboteurs
but in truth cares very little about their pres-
ence unless violence is raised—as far as he
is concerned they are simply doing business.
Officially however there are expectations to
be kept and to that end one of his bengoshi
(page 107), Asami Shizuka, is utterly devoted
to rooting out, exposing, and capturing or kill-
ing the shikome warriors.

From her offices in the Dattehaidei De-
tective Division (in an alleyway in Windsept
Way that borders the Cultural District), Asami
works with small teams of investigators to
find Eritokira Chapters hiding within Kyofa,
typically by following improperly filed orders
for exports from the Mirai or Kako Mechanus
Quarters. Although usually quite a boring job
as of late many of her agents have disappeared
or abruptly left the prefecture, leaving Asami
to suspect that something very big is about
to go down in the City of Fans. Not keen to
appear weak to her superiors and peers, she
has wasted no time or effort in acquiring re-
sponsible and effective replacements from
the adventurers common to Kyofd; there are
never enough deputized detectives to be had
but with the ample financial backing provided
by Lord Dainichi and the Supai Clan, there's al-
ways coin available for those brave or nosey
enough to take on the job.



TORUNEDO-SENTOKI

Medium humanoid (human), any alignment
Armor Class 15 (natural armor)

Hit Points 78 (12d8+24)

Speed 30 ft., fly 60 ft.

STR |DEX |CON |INT |WIS |CHA
17 (+3) [18 (+4) |14 (+2) |12 (+1) |15 (+2) | 13 (+1)
Saving Throws Str +6, Dex +7, Con +5

Skills Athletics +6, Nature +4, Perception +5, Survival +5
Damage Resistances poison, thunder
Condition Immunities exhaustion, prone
Senses darkvision 60 ft., passive Perception 15
Languages Ceram, Soburi

Challenge 5 (1,800 XP)

Endless Gusts. As an action, the Torunédo- g
Sentoki can create an effect identical to the
gust of wind spell, without the need for =
components or concentration. It can _
maintain three of these effects at once. |
Personal Tempest. As a bonus action, o
the Torunédo-Sentoki can whip up the &V 4
winds around it. This grants disadvantage —
on all ranged attacks rolls made against it ,
and any targets within 10 feet. The effect lasts

until the start of its next turn.

Shredding Grapple. Any creature being grappled by the
Torunédo-Sentoki takes 4d8+3 slashing damage at the start
of the Torunédo-Sentoki's turn.

ACTIONS

Multiattack. The Torunédo-Sentoki makes one propeller
hand attack and one wind blast attack.

Propeller Hand. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 21 (4d8+3) slashing damage.

Wind Blast. Ranged Weapon Attack: +7 to hit,

range (100/200), one target. Hit: 18 (4d8) thunder damage.
REACTIONS

Deflecting Blades. As a reaction, the Torunédo-Sentdki can
cause one ranged weapon or spell attack targeting it to
instead target a randomly determined square within 5 feet.

If a creature or object occupies that square, the attack targets
that creature or object instead.

Students that prove themselves to be physically superior but a poor
fit for the Kiso-Chishiki Academies are encouraged to join the
fanatical order of Torunédo-Sentoki, though few have the

resolve and zeal to endure the process of induction.

Rejected applicants frequently become fansabanto in

Sanbaoshi or simply join Kyofd's city guard, hoping for a less intensive (albeit not paid as well
and less important) position as a minor officer. When Torunédo-Sentoki are not in the City of
Fans they are typically traveling in between Supai’s settlements assigning recently promoted
aspirants as defenders, allowing the few successful enough to survive attacks from the

Mists of Akuma to climb the ranks and return to the prefecture’s capital, keeping the

law and fighting alongside their peers from the comforts of civilization. I_I 5



Hiyoribo had found himself in situations like this a dozen times before but rarely did they escalate
so quickly.

Just yesterday he'd managed to acquire travel papers that granted entry to the Fukushu
Prefecture (not an easy thing to do for an oni-touched, especially a ronin) and he was eagerly looking
forward to once more know the kindness of a woman in Hakyoku he'd saved from bandits only two
years ago. The desire for romantic company was Hiyoribd's greatest weakness and he once again rep-
rimanded himself as Junichi Nobuko, a retainer for the Ikari Clan, brandished her katana in the heavy
rains that had assaulted Nagabuki all day. The water ran an inch deep down the Boulevard of Honor
and a symphony rang out from the gutters adorning the Keizei Market beside them to underpin the
grave scene about to play out.

The jingling of her elaborate earrings caught Hiyoribd's attention prompting her to glare at
him with renewed ferocity, her arms hardening like steel as she held her blade unwavering in the
rain-slick air. "“Again, here, even as I prepare to cut you down? I know ronin are honorless but you are
truly despicable. Even for one born corrupted.” The look on Junichi’s face made it clear that there was
no getting out of this and he reluctantly let the heavily-weighted end of his kusarigama drop from
his right hand.

Hiyoribd's mind jumped back to the previous evening as he left the ryokosai’s office, stopping
in the Pewter Quarter for another batch of Shodhinna’s pork buns before leaving for Hakyoku. While
waiting he idly watched the inside of a nearby tea house, appreciating the song of a beautiful geisha
so much that he found himself clapping when she finished. A woman with beautifully jeweled ears
and an ornate headdress stood from the crowd and stomped into the street, nothing but rage in her
eyes; within moments a heated exchange erupted and not long after an honor duel declared.

The oni-touched stopped reflecting on how he could avoid yet more of this sort of altercation
in the future as the samurai darted forward with her katana poised for either a powerful sweeping
strike or precise stab. Hiyoribo didn't like either of those options and flipped backward, spinning
the chain of the kusarigama to ward her away long enough to clamber up a tabi merchant's shop—

Junichi’s versatile weapon wouldn’t be as much of an asset on the slick rooftops as his expert foot-
work.

“Do not run from me Hiyoribo Kanami!”, she bellowed, bounding off a table of tarped-over
clothing to land lightly a few roofs away. “I am a retainer of the Ikari Clan! Flee from this fight and
you'll become a fugitive wanted all over the prefecture!”

Reaching toward his belt and grabbing a few shuriken to throw as she closed the distance
between them he replied, "I know who your masters are you crazy bitch, but this need not end in
death! It was a beautiful song and I was lucky to hear it! That is all!” Despite his marksmanship she
effortlessly batted the throwing stars from mid-air, landing within striking distance and lashing out in
blows made clumsy by the slippery shingles they stood upon. Falling backwards in a dodge Hiyoribo
rolled away from her, drawing out the length of his weapon and tossing the sickle as he took to knee.

Junichi stepped aside from the hasty throw and batted the weapon down but not before the
oni-touched could cinch, nearly disarming her. The samurai resisted and in response Hiyoribd flipped
forward rapidly, drawing his slacked chain closer before throwing it out to lasso more of her blade
until they were locked in a grapple and the chance of being stabbed was greatly reduced. A flurry of
savage kicks and headbutts followed before he decided to draw on his heritage, flaring his veins with
power and sending a massive jolt of electricity into Junichi that made her stagger backwards.

She reached out to catch her katana as it sailed out of her grasp but slipped on a slick shingle
and fell to the street below in a flurry of curses that would make a Ryoshi pirate blush in shame.
Hiyoribd bucked his weapon and caught the sword in one hand, flourishing it proudly and yelling,
“See here, people of Nagabuki! I have taken the sword of Junichi Nobuko, retainer of the Ikari Clan!
By the rights of combat I declare her defeat—the honor duel has ended!”

Though many eyes below were fixed on him none would dare clap for the victory of an oni-
touched ronin over one of the city’s most respected warriors but that didn't bother Hiyoribd in the
slightest—if anything it only made him even more eager to leave the Gem of the South all the sooner.
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CHAPTER B:

GEM OF THE SOUTH

The Ikari are one of Soburin’s most violent clans,
made all the deadlier by having to tame much
of the continent's jungles. Their warriors are
masters of the lethal kusarigama, a long chain-
sickle that helps them traverse the claustro-
phobic wilderness with almost as much ease as
the enjin that live there—ape-like people that
the foreign invaders disastrously attempted to
force into submission within Ikari cities during
the Kengen Occupation. The prefecture’s
traditions of martial study made it easy for them
to handle the insurrection that followed and
though Nesuto to the north housed more of
the simian wildmen Nagabuki’s size made it the
ideal place for keeping the most rebellious enjin,
turning the settlement and its residents as hard
as the bark of a tapok tree.
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NAGABUKI

Ceramian soldiers may be a thing
of the past but the marks of their imposed
rule are still fresh all over Nagabuki. Militant
before even the Ichizoku Wars began, the
Ikari were the last clan to relent to oppres-
sion and as punishment for their resilience
the foreigners forced them to serve as hosts
to the most troublesome inhumans on the
continent. The Gem of the South adapted
to match the city’s needs during the times
of imprisonment (as it is known to the
enjin), changing much of its historical layout
to be far more like a fortress than that of a
bustling settlement and today there are tall
walls surrounding Nagabuki, the top

S

of the ramparts rising above even
the highest structures within.



COMBATING THE MISTS OF AKUMA

To unify the bloodthirsty lords within her bor-
ders Lady Wuguan declared most technology
illegal in the Ikari Prefecture. Though enforce-
ment of these restrictions may be wanting,
they have led Nagabuki to embrace ancient
traditions to defend against the Mists of Akuma.
Warrior orders with records dating back to the
Ichizoku Wars—reinvigorated by their enforced
service in the War of Kaiyo—have flocked from
all over Soburin to the Gem of the South, keenly
watching the soldiers training in the Nagabuki
Guard for the finest recruitment prospects.

Gensoso Guards. Fallen to obscurity and
myth, these foregone martial artists appeared
from out of nowhere to become champions
of Hitoshi's Rebellion, tapping into a primal
power that overwhelmed the Kengen loyalists
that remained in Nagabuki. Many of the
continent'’s finest tattoo artists are members,
marking the legendary warrior-monks with
beautiful illustrations that warn those who
stand against them of what dangerous
techniques they wield.

Lung Tattoos. When traveling in
Nagabuki it is more common to see a person
with a magical tattoo emblazoned on their
chest than otherwise, as nearly all of the city’'s
populace has received artwork empowered
with the lungs of Akuma (page 246) in case
the corrupting fog creeps into the settlement.
Indentured servitude to shop owners is a
frequent means for the poor to afford these
enchanted illustrations and though the
disparity of wealth in Nagabuki grows ever
greater the practice is becoming more
popular as the threat of the fell haze rears
more often W|th every passmg season.
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Shiranto Sap. Drawn from black ash
trees common to the jungles that survived
the deforestation of the Kengen Occupation,
this thick syrup can be boiled down and
mixed with a few other commonly found
plants to make a waxy glue that expands into
a durable foam when dried. Tales of its suc-
cessful use as a means to seal fortresses and
homes has become widespread, prompting
many soburi to seek it out to caulk the
entrances to small hideaways dug beneath
their dwellings (despite warnings of these
panic rooms becoming impromptu tombs).

Sobietachi Walls. Designed by ce-
ramian engineers at the start of the Kengen
Occupation (both to keep enjin in and to
isolate ape folk that escaped capture), there
are no taller walls to be found anywhere else
in the prefectures. Though only the barriers
around the Silver District and Gold District
are fully intact, shiranto sap is lacquered and
smeared all over the outer ramparts and the
bulwark has only failed to stop the Mists of
Akuma from filling Nagabuki's streets with
corrupting haze a few times—something
Lady Wuguan frequently recounts in the
Imperial Court, shaming rivals that have
embraced heretical science.

FORTRESS OF TRADITION

Long ago the Ikari Clan were famed for their
many warrior clans, mastering the crafting of
armor and weapons in Nagabuki and making
it the center of the continent’s metal trade long
before the ceramians invaded—accessible
both by land (along The Imperial Road) or by
boat (on the Yokini-Sawagi River). During the
millennia of peaceful rule under the Masuto
Dynasty the mercantile interests of the
settlement changed but their demand for
material bent toward artistic expression more
than martial need, leading serious crafters
and artisans to head to the Gem of the South
in order to acquire the finest components of
their crafts.

Opening a shop in Nagabuki is no simple
matter; artisans and merchants alike need
permission from Lady Wuguan (a daunting
task) before renting or buying property in the
city, and even then it only allows them to live
and operate for one year in the Tin Quarter
(leading many to forge false papers that
distractguardslongenough forthemto escape
with their cart-shop). After this induction



period business owners may petition to set up
their business in a new district, but the doings
of the Ikari Courts are fraught with bureaucracy,
graft, and politics that favor seniority and the
rich, regulating where different types of shops
can open.

Whether the main floor of a building is
a business or home, there is inevitably another
above it; nearly every structure in Nagabuki
reaches up or arches across the streets, making
a dizzying skyscape of overhanging dwellings
within the towering Sobietachi Walls. When
it rains in Nagabuki—an especially frequent
occurrence—the metropolis creates thousands
of waterfalls from rooftop gutters that drain
into centuries-old sewers before emptying into
the Yokini-Sawagi River.

BROADWAYS OF NAGABUKI

Two hundred years ago there were bustling
businesses and beautiful homes built into the
interior of Nagabuki’s far less impressive walls,
home to artisans inspired by the views from
atop the modest ramparts that once protected
the city. The invading ceramians were keen to
crush the spirit of rebellion in Ikari however,
and their first act—ostensibly in order to build
the far greater bulwark that still stands today—
was to demolish large areas of the settlement.
The ruins were paved over by war machines
and throughout the Kengen Occupation mon-
uments to the foreigners were put on display
there for the soburi under their rule to see
every day, solidifying in the minds of the
defeated that the battle was over.

Boulevard of Honor. With so many
warriors gathered in one place it is no won-
der that Honor Duels (page 20) have become
common occurrences in Nagabuki. Samurai
frequently meet to duel on the easternmost
border of the city and the citizens know it,
leading to the area being constantly popu-
lated by idlers hoping to become spectators.

Lane of Glory. The northern broadway
of the city became a place of vice almost as
soon as it was built. Unlike the chaotic market
that reigned under foreign oppression, pricing
is now controlled by well-established gangs
of hookers that rule the business of street
prostitution in Nagabuki (influence they
fiercely protect within their territories).

Lane of Victory. Little remains of the
mosaics and frescoes that the foreigners
used to decorate the southern wall around

the docks to the Yokini-Sawagi River; nearly all
of the artwork was ripped down or vandalized
by soburi at the dawn of Hitoshi's Rebellion.
Word of the lane being used as a meeting
place for foreign-loyalists has spread to the
Nagabuki Guard and though it is closely
watched, most ceramians and ropaeo know
that should they have no alternative there are
friends to be made in the shadows of the War
of Kaiyo's destroyed heroes.

Monument March. Perhaps the most
galling of the foreign invaders’ contributions
to Nagabuki were the 300 statues that
lined the western side of the city, symboli-
cally watching the soburi from the direction
of the oppressors’ distant homeland. The
settlement's native warriors relished casting
down the carvings of their persecutors only
a decade ago and at the direction of Lady
Wuguan’'s Court, with every month that
passes a new memorialization of an Ikari hero
is installed to replace the crumbled remains
of their persecutors—facing west
toward Ceramia. I_I IZI



FORTIFIED DEFENSES

Even without Lady Wuguan's re-institution
of conscription within the city—a measure
at first protested but ultimately accepted
as a fair practice with the return of the Mists
of Akuma—there is no other settlement in
Soburin as well-manned and protected as
Nagabuki (save for, perhaps, the Imperial Pre-
fecture). Every citizen's service has taught
them to value the metropolis and that a
united effort is to their benefit, and in addition
to the common guards another force protects
the Gem of the South: the Gensoso.

Gensoso  Warrior-Monks.  Tapping
into a primal power that once ran rampant
through Ikari's jungles, these martial artists
are the greatest defenders of Nagabuki and
some of the continent's most famous com-
batants. They hone their techniques in the
Frost, Scorch, Stone, and Zephyr Monaster-
ies, only leaving when dutifully patrolling the
city, ordered to by a sensei (or bengoshi), or
to induct new members in the jungles outside
the metropolis’ walls. Rumors claim that they
take aspirants to perform a secret ritual in
sacred jungle caves that once brimmed with
elemental power before the War of Kaiyo,
but none have ever confirmed the tales.

lkari Barracks. All of Nagabuki's sword-
worthy citizens are made to serve at least 2
years with the Nagabuki Guard and while do-
ing so are made to live in the large, fort-like
barracks at the top of the Iron Quarter. This
practice of conscription causes some strife
but ultimately strengthens the Gem of the
South twofold—the Sobietachi Walls are al-
ways amply defended and those who patrol
the city are well-known to the people they are
oathbound to protect.

Training Fields. Open for use by indi-
vidual schools as well as the city's defenders,
this area is often jokingly called the "Unend-
ing Theater” by seasoned Nagabuki guards
for the sounds of combat that can be heard
day and night. Gensoso sensei frequently
wander the grounds in search of fighters
with the potential to master the primal
martial arts and the Mists of Akuma have
prompted ever more men and women to
try their luck dueling other students, hoping
to be seen by the elite warrior-monks and

chosen to learn the order’s secret
5 D techniques.

GOLD DISTRICT

Nagabuki's oldest merchant families charge
a fine price for their goods and services in
the Gold District, selling to customers fat
from expensive meals in restaurants that have
operated for centuries and bedazzled by the
luxury shops brought in via heavy bribes to the
Gem of the South's nobles.

Dentokina-Akuto Bathhouse. Sev-
eral bathhouses can be found in Nagabuki
but the Dentdkina-Akutd is infamous among
the most influential citizens, a home away
from home for the affluent, powerful crimi-
nals, and soburi military officers. Debauchery
is commonplace inside its walls and rumors
claim that there is no activity one cannot
indulge within—provided that enough Impe-
rial Pieces are involved.

Kagami Smithery. Built on the la-
bors of generations of men and women that
created the metal links used to survive in
Ikari (and bind enjin), the Kagami Smith-
ery has grown into a vast production facility
of traditional soburi methods. Though they
may not make their product as fast as others,
their protected techniques and access to the
purest materials produce the most depend-
able chains in all of Soburin.

SILVER DISTRICT

During the Kengen Occupation the Koshaji
merchant family bribed and cajoled their op-
pressors into allowing the center of Nagabuki
to house the negotiators of commerce,
making it home to brokers and intermediaries
that paid in both blood and coin to remain after
Hitoshi's Rebellion. Aside from a few jewelers
and respected restaurants, bulk good dealers
and liasons continue to be the most common
traders in this area of the city.

Akaibu Magic Shop. This family-owned
institution run by Keiko Akaibu sells a rare
commodity: magic items. Gaining an audi-
ence with Keiko requires no small bit of ma-
neuvering and even then not everyone is
given leave to browse her wares. Those who
do should be wary—spurned customers
have complained that they received a curse
with their purchase. The fact that all of these
claims come from the same type of (dishon-
orable and untrustworthy) people has caused
demand for floortime there to diminish slight-
ly, though if it bothers the owner she shows
no signs of it.
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Yami-Ichi Market. Lax enforcement of
Lady Wuguan'’s technology-banning decree
has allowed a thriving black market to devel-
op here under the auspices of bulk traders,
supplied as much by merchants with more
wealth than sense as by Ryoshi pirates keen
to unload goods stolen from Fukushu and
Hofuku junks.

BRASS QUARTER

The ceramian production facilities that domi-
nated this area for over a century have all
been torn down and replaced by traditional
artisans. Though these neighborhoods lagged
behind their peers for a time, the sharp rise in
demand for containers able to reliably store
shiranto sap has made this district one of the
most popular parts of Nagabuki.

Jueki Masters. In addition to making
all types of brass objects (fixtures, pots, and
simple jewelry) and the containers needed
for Nagabuki’s prime export, the Brass Quar-
ter is home to a guild of soburi alchemists
that are said to process better shiranto sap
than anyone else on the continent.

Shinchaki Tombstones. It is a common
practice throughout the prefectures to
memorialize great events and peoples with
brass plaques, and Shinchiki Tombstones
seems to produce them at a rate that defies
the limitations of their craft and production
facilities. Investigations have revealed no
forbidden technology but no foul play
either—many believe they are making their
memoriams before they are needed, with
unerring accuracy that can only be borne
from dark Thelia
magics.
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COPPER QUARTER

Despite its name the Copper Quarter has much
less to do with metal than the other sections of
Nagabuki—it is instead where simpler goods
are bought and sold like staple foods, simple
textiles, and mundane items. The past decade
has seen a huge influx of immigrants from the
countryside and now the area is overpopulat-
ed with laborers eager to secure work, often
finding only illicit employment or turning to
the wanting mercy of the streets.

Honzégaku Hospital. Enterprising
herbalist merchants salvaged the gutted
remains of a ceramian hospital after Hitoshi's
Rebellion and continue using it today, cutting
a tidy profit from the explorers injured by the
jungle or Burakku Kira wounded by enjin. The
more traditional medicines practiced today
are largely to abate the Mists of Akuma, and
acupuncturists—despite questionable suc-
cess rates—are becoming a common sight.
Still, they are finding it difficult to earn the
public’s trust as tales of a masked killer who
uses the same sort of needles increase in
frequency each week.

Shigo-Tekina Pawn Shop. Beneath
the notice of Lady Wuguan Ikari's Court
and the defenders of Nagabuki, the Shago-
Tekina family has changed their shop from
a place for antiquities into a front for the
Mitsuyu Gyosha Consortium—and business
has never been better. Thanks to the Gem of
the South’s love for tradition, tsukumogami
are a frequent sight and the agents of the
criminal network are constantly bringing in
new awakened items for Xianghua Shugo-
Tekina to smuggle out of the city.

IRON QUARTER

The majority of ore coming into Nagabuki is
iron brought along The Imperial Road or down

* the Yokini-Sawagi River. Hotels, teahouses, and

bathhouses crowd streets alongside fisheries
and freight yards catering to the docks,
making it the liveliest area of the Gem of

the South.
Ryoshi Hotels. Several inns quietly
cater almost specifically to vagabonds and
pirates (commonly known as The Fishermen).
Disguised as descendants of ceramian sailors,
the Rydshi sell their charade by making use
of illegal technology to better direct tensions
away from Ikari, perpetuating a hunt for the
descendants of the foreign invaders instead.



Yokini-Sawagi River. Timber from the
jungles is shipped up this river to Nesuto in the
north, metals travel from all over into Nagabuki
on its waters, and finished armaments forged
in the Gem of the South head downstream to
Kusari before distribution across Soburin.

LEAD QUARTER

Forced to adopt the large-scale processing of
lead during the Kengen Occupation, this part of
Nagabuki carries the greatest burden left by the
foreign oppressors—it has begun to suffer from
bouts of madness, its peoples agitated from
even the slightest dishonor.

Botoku Gang. Though they are ultimately
cowards prone to giving up when presented
with a substantial obstacle, the sheer num-
ber of disenfranchised soburi that have joined
these criminals make them a threat. A few
among them are true villains working in con-
cert with larger illicit organizations, but their
skills have kept Lady Wuguan Ikari and her
court from learning of any of their true plans.

Kegawa Refinery. Some Umi Kuraiya
suspect this lead refinery of supplying rogue
Kengen generals but the city's soldiers are
reticent to intervene—suspecting that the rash
of attacks focusing on the other prefectures
are connected, they are keen to keep their
rivals occupied with foreign loyalists for as
long as possible.
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PEWTER QUARTER

Smiths that specialize in making alchemical
fixtures, clothing accessories, and silverware
ply their trade here in the company of nu-
merous restaurants trying to gain a foothold
in the Gem of the South. Many criminals go
to ground in the Pewter Quarter and it has
become a hotspot for both ne'er-do-wells
and bounty hunters since the end of the Ken-
gen Occupation.

Chaya Cuisine. Rumored to make
the best food in the Gem of the South
and known for affordable prices, this sushi
house has expanded into multiple locations
and its owner Bodanno possesses a remark-
able influence throughout the city (and is
secretly the best fence in all of the Ikari Pre-
fecture, be that for information or goods.)

Gomoku Yakisoba Guild. A cadre of
secretive tattoo artists work for cheap in
this district, switching up shops to avoid
being caught for their dangerous pranks—
inscribing whatever amuses them on their
customers. Though these are sometimes
the most impressive tattoos a warrior might
wear, they are usually extremely offen-
sive and made available at a low price that
makes most sensible patrons wary.

TIN QUARTER

Businesses and immigrants new to Naga-
buki are required to spend one year in the
Tin Quarter no matter whom they are or what
they sell. The area is a complete mishmash
of goods and services and many a customer
has been fooled into buying from an inexpe-
rienced craftsman or shoddy counterfeiter
only to find out afterward that the offender
has moved or left for another settlement.
Keizai Market. One can find nearly
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