


The   Unquiet   Earth  
The  Unquiet  Earth  is  an  adventure  for  the Senjitsu  Jidai  campaign  setting,  powered  by  FATE.  It                 
is  intended  for  three  to  five  starting  level  characters.  It  is  designed  to  be  completed  in  one  or  two                    
sessions  of  play.  The  adventure  is  set  in  the  crossroads  town  of  Kawagoe,  along  the  Ise  Bay,  in                   
the  territory  of  the  Kanbe  clan.  The  adventure  serves  as  an  introduction  to  the  region  as  well  as                   
to  a  potential  longer  campaign  about  the  conflict  between  the  natural  world  and  the  Oda’s                
mechanized  military  might.  The  adventure  involves  disaster  relief  and  fighting  Kaiju,  so  a  mix  of                
skills   for   search   and   rescue,   community   organization,   and   combat   is   helpful.  

Background  
The  Oda  clan  has  been  in  a  long  war  with  Ikko-Ikki  and  has  them  besieged  at  their  fortress  in                    
Osaka.  The  Oda  have  surrounded  Osaka  on  land,  but  the  Mori  clan,  who  possess  one  of  the                  
finest  navies  in  Japan,  keeps  the  Ikko-Ikki  supplied  from  the  sea.  The  result  is  a  stalemate  that                  
has   endured   for   six   long   years.  
 
To  break  this  stalemate,  the  Oda  are  building  a  massive  navy  of  their  own  at  Port  Yokkaichi,                  
located  within  the  territory  of  their  vassal  clan,  the  Kanbe.  The  skies  are  blackened  with  the                 
pollution  of  the  great  steel  mills  and  the  ocean  is  slicked  with  oil  spilled  by  tankers  bringing  fuel                   
for  the  huge  fleet.  Workers  choke  on  “Yokkaichi  asthma”  and  the  very  land  seems  to  groan                 
under  the  weight  of  this  industry.  Literally  so,  as  earthquakes  have  rocked  the  bay  more  and                 
more   frequently   as   the   construction   has   gone   on.  
 
The  shrine  guardians  of  the  Kanbe  clan  know  that  the  earthquakes  are  not  a  coincidence.  It  is                  
their  task  to  maintain  the  balance  between  the  physical  and  spiritual  worlds,  and  this               
unrestrained  pollution  has  tipped  that  balance.  They  have  appealed  to  the  Oda  authorities  to  at                
least  put  in  scrubbers  on  the  steel  mills  and  tighten  up  the  seals  on  the  oil  tankers,  but  the  Oda                     
will   allow   nothing   that   will   slow   down   the   production   of   their   fleet.  
 
Rebuffed,  the  shrine  guardians  do  what  they  can  to  restore  the  balance  and  placate  the  spirits.                 
Some  advocate  for  more  direct  action,  but  the  elders  council  that  the  situation  is  not  yet  so  dire                   
as  to  risk  provoking  the  Oda.  In  the  meantime,  the  earthquakes  grow  more  frequent  and  more                 
violent,   and   it   is   only   a   matter   of   time   until   disaster   strikes.  

Setting  
The  Kanbe  clan  lives  in  a  fairly  modern  reality,  though  they  are  not  as  advanced  as  the  Oda,                   
who  have  the  glittering  tall  towers  of  Gifu  and  data  streaming  on  rivers  of  light,  accessible  to                  
anyone  with  the  appropriate  brain  implants.  The  Kanbe  clan’s  technology  is  roughly  consistent              
with  1999,  so  the  internet  is  available,  though  you  need  a  bulky  desktop  computer  or  laptop  to                  
access  it.  Flip-phones  are  available,  and  pay  phones  are  still  a  common  sight  on  city  streets.                 
Television  networks  broadcast  the  news,  and  cars  are  commonly  available  to  get  around  -               
though  many  people  still  walk  since  neighborhoods  are  small  and  closely  built.  Kawagoe  is  too                
small  for  a  subway  system,  but  does  have  bus  routes.  The  main  train  routes  between  cities  do                  
not   exist   in   this   world,   as   the   wars   between   the   clans   makes   them   hard   to   maintain.   



Running   the   Game  
The  adventure  requires  a  copy  of  the  Fate  Core  rules,  which  can  be  found  online  at                 
https://fate-srd.com/ .  The  adventure  is  compatible  with  the Senjitsu  Jidai campaign  setting,  but             
that  book  is  not  required  to  play.  Sample  characters  are  provided  along  with  rules  text  to  be  able                   
to  use  their  special  powers,  and  NPC  write-ups  are  available  in  the  appendix.  Such  NPCs  are                 
marked   in    bold .   

Adventure   Summary  
The  adventure  begins  with  the  players  gathered  at  the  Copper  Kettle,  an  inn  located  in  the  town                  
of  Kawagoe  where  the  Tokkaido  road  meets  up  with  the  road  to  Port  Yokkaichi.  Suddenly,  a                 
powerful  earthquake  rocks  the  town.  Everyone  in  the  inn  is  okay  other  than  minor  cuts  and                 
bruises,  but  when  the  players  emerge  from  the  inn  they  discover  wide-spread  damage.  A               
mud-slide  has  collapsed  an  apartment  building  up  the  hill,  while  a  noble’s  estate  near  the  water                 
has  caught  on  fire.  When  the  players  go  to  deal  with  these  disasters,  they  are  attacked  by  Kaiju                   
-   mindless   manifestations   of   pure   destructive   energy.  
 
Once  the  players  have  dealt  with  the  immediate  problems,  a  fishing  ship  comes  racing  into  the                 
harbor,  sounding  the  alarm  that  a  tsunami  is  coming.  The  players  have  only  a  short  time  to                  
organize  an  evacuation  to  a  shelter  on  high  ground.  They  may  stay  longer  to  rescue  more                 
citizens,   but   doing   so   risks   getting   caught   in   the   wave   when   it   strikes.  
 
When  the  wave  does  strike,  it  brings  with  it  a  Tsunami  Serpent,  a  Kaiju  of  immense  size  and                   
power.  It  drives  straight  for  the  shelter,  aiming  to  wipe  out  the  last  survivors  of  the  town.  The                   
player   characters   are   all   that   stand   in   its   way.  
 
After   defeating   the   Serpent,   the   players   return   to   the   drowned   town   to   help   pick   up   the   pieces.  

Adventure   Hooks  
Each  player  character  who  participates  in  the  adventure  should  have  a  reason  to  be  at  the                 
Copper  Kettle  Inn  at  the  time  of  the  earthquake.  They  could  be  natives  with  deep  roots  in  the                   
town,  or  travelers  simply  passing  through.  They  may  do  work  or  provide  supplies  for  the  Oda                 
shipyards  in  Yokkaichi.  Rival  clans  may  have  sent  a  player  character  to  spy  on  these  activities.                 
The  characters  may  have  business  in  the  area  -  Kawagoe  is  a  crossroads  of  the  land  and  sea,                   
and  a  great  deal  of  trade  passes  through  it.  The  player  characters  may  also  have  connection  to                  
one  of  the  NPCs  in  the  adventure,  such  as  the  proprietor  of  the  Copper  Kettle,  the  Sagara                  
family,  or  the  merchant  Itagaki  Tokihira.  It  would  be  helpful  to  have  each  player  have  an  Aspect                  
that  would  encourage  them  to  engage  in  the  rescue  operations  in  the  town,  whether  that  is  a                  
general   orientation   to   help   others   or   a   specific   tie   to   one   of   the   people   in   danger.   
 
The  sample  characters  in  the  adventure  each  include  a  background  that  gives  their  reasons  for                
being   in   town,   along   with   hooks   to   get   them   involved   in   the   evacuation.   

https://fate-srd.com/


The   Copper   Kettle  
The   following   text   describes   the   Copper   Kettle   at   the   beginning   of   the   adventure:  
 
“The  Copper  Kettle  is  a  small  inn  along  the  Tokkaido  Road  in  the  town  of  Kawagoe,  near  where                   
the  road  to  Port  Yokkaichi  turns  south  away  from  the  main  road.  It  provides  a  bar  and  restaurant                   
for  passing  travelers,  as  well  as  a  few  rooms  along  the  upper  floors  for  those  who  need  a  place                    
to  stay  overnight.  It  is  currently  the  lunch  hour,  and  in  addition  to  travelers  there  are  a  few  locals                    
gathered  to  watch  a  news  program  playing  on  the  TV  above  the  bar.  The  story  is  about  a  group                    
of  environmentalists  who  had  been  arrested  by  the  Oda  authorities  at  Port  Yokkaichi  for               
protesting  the  pollution  produced  by  the  shipyards.  One  of  the  regulars  grumbles  about  how               
there’s  never  anything  good  on  the  news,  and  asks  the  bartender  to  switch  to  a  local  baseball                  
game.  The  bartender,  Hozumi  Ane  -  who  is  also  the  proprietor  of  the  inn  -  says  something  about                   
this  being  important,  but  obliges.  She  picks  up  a  large,  blocky  remote  and  switches  the  channel                 
to   sports,   bringing   a   round   of   cheers   from   the   regulars   at   the   bar.   
 
A  cloud  of  smoke  floats  in  the  back  of  the  bar  where  a  group  of  unsavory  types  stands  around  a                     
table  playing  cards  with  no  shirts  on.  They  are  covered  in  multicolored  tattoos  marking  them  as                 
members  of  the  local  crime  syndicate.  Gambling  is  illegal  in  this  province,  but  the  local  officials                 
would  be  shocked  -  shocked  -  to  find  gambling  going  on  in  this  establishment.  Besides,  one  of                  
the   people   at   the   table   is   a   local   police   officer.   
 
The  sound  of  the  baseball  game  floats  over  the  chatter  from  the  back  of  the  room,  and  the  smell                    
of  cigarettes  mixed  with  cheap  beer  lets  the  traveler  know  that  they  have  found  one  of  those                  
delights   of   a   long   journey   -   a   wayside   rest   stop.”  
 
At  this  point  the  players  may  introduce  their  characters.  They  may  involve  themselves  in  the                
gambling,  go  to  watch  the  baseball  game,  or  engage  an  NPC  who  might  be  travelling  with  them.                  
This  is  a  good  opportunity  to  establish  any  connections  between  the  player  characters.  Some               
may  know  each  other  from  around  town,  while  others  may  have  struck  up  a  friendship  at  the  inn.                   
Once   the   players   have   had   a   chance   to   get   settled,   read   the   following.  
 
“Suddenly,  the  inn  begins  to  shake  uncontrollably.  Ane  scrambles  to  catch  liquor  bottles  as  they                
crash,  one  by  one,  onto  the  floor.  The  gamblers  dive  for  cover  under  their  card  table,  and  the  TV                    
goes  to  static  as  it  loses  its  signal.  It  returns  to  an  emergency  pattern  as  the  shaking  stops,  and                    
a  warning  is  briefly  transmitted  over  the  channel  before  the  screen  flickers  out  along  with  the                 
lights   -   Kawagoe   has   just   been   struck   by   an   earthquake.”  
 
The  people  inside  the  inn  are  okay,  other  than  a  few  minor  scrapes  and  bruises,  and  they                  
manage  to  get  themselves  sorted  in  fairly  short  order.  When  the  players  emerge  from  the                
building,   however,   they   discover   that   the   rest   of   the   town   has   been   hit   much   harder.  

Kawagoe   Township  
The  town  of  Kawagoe  is  built  along  the  Asake  River.  Town  Hall  is  built  on  top  of  a  low  hill,  with                      
the  various  schools  built  around  it.  Houses  and  small  shops  fill  the  peninsula  between  Town  Hall                 



and  the  sea.  The  end  of  the  peninsula  has  a  long  tourist  beach  and  boardwalk  along  one  shore,                   
while  the  mouth  of  the  river  serves  as  a  port  to  receive  shipping.  Warehouses  store  the  goods                  
as  they  are  transferred  from  ships  to  caravans  on  land.  A  road  and  concrete  barrier  is  built  along                   
the  river  shore  leading  up  to  Town  Hall,  providing  a  flood  barrier  to  protect  the  houses  and                  
apartment   buildings   built   in   the   low-lying   areas.  

Search   and   Rescue  
The  Copper  Kettle  is  located  near  the  warehouse  district,  in  the  middle  of  the  peninsula.  When                 
the   players   emerge   and   look   around,   read   or   paraphrase   the   following:  
 
“You  emerge  from  the  Copper  Kettle  as  many  others  up  and  down  the  street  stumble  out  of  their                   
houses  and  businesses.  The  damage  on  this  street  seems  fairly  minimal,  but  when  you  look                
around  you  see  that  other  areas  in  town  have  not  been  so  lucky.  A  thin  plume  of  smoke  rises                    
above  the  boardwalk  district,  coming  from  one  of  the  beach  houses  owned  by  wealthy  visitors  to                 
the  town.  In  the  other  direction  it  can  be  seen  that  the  concrete  barrier  built  to  hold  back  the  river                     
has  collapsed,  flooding  the  road  and  several  nearby  houses.  The  silence  of  the  emergency               
sirens  is  conspicuous,  and  looking  at  the  flood  offers  some  explanation  -  several  power  and                
telephone   lines   were   knocked   down   when   the   flood   wall   was   breached.  
 
Hozumi  Ane  grimaces  when  she  sees  the  damage.  ‘Someone  is  going  to  have  to  tell  the  mayor                  
what’s  going  on.  This  is  a  right  mess.’  She  hands  her  cleaning  cloth  to  one  of  the  players,  then                    
points  to  the  flooding  and  the  smoke.  ‘You  lot  go  and  see  if  anyone  needs  help.  I’m  going  to  run                     
up   to   town   hall.’   With   that   she   hops   on   a   bicycle   and   begins   to   ride   away.”  
 
Note  -  The  FM  may  Compel  the  players  to  go  and  help  with  the  search  and  rescue  activities.                   
There  is  no  additional  risk  at  this  stage,  but  providing  a  Compel  can  help  establish  the                 
character’s  motivations.  The  FM  may  impose  situational  Aspects  on  characters  who  accept  the              
Compel,  reflecting  distracting  emotions  like  worry  for  loved  ones.  The  Compel  may  even  be  to                
have  the  character  only  go  reluctantly  -  this  should  not  prevent  the  character  from  taking  part,                 
but  perhaps  they  arrive  late,  freeze  up  for  one  round  when  called  to  action,  or  have  an  Aspect                   
related  to  fear.  This  would  allow  a  selfish  character  to  play  up  their  selfishness  without  disrupting                 
the   adventure   as   a   whole.  
 
The  players  have  many  options  about  how  to  respond  to  the  disaster.  The  first  decision  is                 
whether  to  go  to  the  mudslide,  to  the  fire,  or  to  split  up  and  do  both.  The  characters  do  not  have                      
time  to  do  one  and  then  the  other  -  by  the  time  they  have  resolved  one  situation,  the  other  will                     
have   been   resolved   without   them.   
 
Note  -  The  encounters  are  designed  to  be  fairly  easy  if  the  party  focuses  on  one  disaster  or  the                    
other.  If  they  split  up,  it  should  be  difficult  but  achievable  to  rescue  the  trapped  civilians.  In  the                   
event  the  party  splits  up,  the  FM  is  advised  to  resolve  one  round  of  action  with  one  team,  then                    
switch   to   one   round   of   action   with   the   other   team.  
 
The  search  and  rescue  missions  generally  rely  on  the  players  to  use  skills  like  Notice,  Athletics,                 
and  Physique,  but  social  players  can  overcome  the  challenges  by  rallying  bystanders  to  help               
out.  Such  efforts  might  use  Rapport  or  Provoke,  and  represent  the  players  recruiting  NPCs  to                



resolve  the  problem.  Efforts  to  organize  these  NPCs,  such  as  forming  a  bucket  brigade,  should                
be  considered  Create  Advantage  actions  and  use  skills  like  Lore  or  Strategy.  Recruited  NPCs               
could  also  be  sent  to  help  a  PC  to  rescue  someone.  In  those  cases,  the  effort  should  be  treated                    
as   a   Create   Advantage   action   using   the   appropriate   social   skill.  
 
The  difficulty  to  rescue  a  particular  endangered  person  is  given  in  the  scenario.  This  difficulty                
should  be  used  whether  the  players  act  personally,  using  skills  like  Physique,  or  recruit  others                
using  skills  like  Rapport.  More  difficult  or  dangerous  tasks  require  more  people  to  succeed,  or                
greater   persuasion   to   convince   the   NPCs   to   risk   their   life   to   help   another   person.  
 
The  players  may  attempt  to  recruit  the  other  patrons  of  the  bar  to  help  them  with  their  mission,                   
or  to  go  and  resolve  the  other  crisis  while  the  players  focus  on  the  other.  The  difficulty  to  recruit                    
the  bar  patrons  to  help  the  PCs  on  their  mission  is  Fair  (+2).  If  they  are  recruited,  reduce  the                    
difficulty  of  all  Rapport  or  Provoke  rolls  to  rally  NPCs  to  help  by  1  point,  reflecting  the  pool  of                    
able-bodied  people  the  players  bring  to  support  them.  The  difficulty  to  get  the  bar  patrons  to  go                  
and  resolve  a  crisis  on  their  own  is  Great  (+4),  as  this  is  significantly  more  dangerous.  Each                  
event   below   gives   details   on   what   happens   if   the   bar   patrons   go   to   resolve   it.  

Mudslide  
The  players  reach  the  mudslide  after  a  swift  jog  up  the  river-front  road.  When  they  arrive,  read                  
the   following:  
 
“Flood  waters  are  pouring  into  the  city  from  the  Asake  River,  inundating  the  road  and  several                 
buildings  along  the  road.  The  waters  stop  just  short  of  a  fruit  and  vegetable  store  along  the  road.                   
Several  shoppers  are  gathered  in  front  of  the  store  watching  the  flood,  unsure  of  what  to  do,                  
while  the  shop  owner  scrambles  to  gather  her  cabbages.  Debris  clogs  the  waters  just  in  front  of                  
you,  but  the  water  flows  swift  and  powerful  where  the  flood  wall  gave  way.  You  can  see  that  a                    
minivan   is   caught   in   the   rush   of   water,   pinned   against   some   unseen   obstacle.   
 
Three  houses  are  also  caught  in  the  flood.  The  nearest,  a  building  that  seems  to  be  at  least  50                    
years  old,  has  an  elderly  couple  standing  on  the  porch  looking  out  on  the  flood  waters.  There  is                   
an  open  field  past  it,  on  the  other  side  of  which  is  a  boarding  house  where  several  people  can                    
be  seen.  It  seems  to  have  been  damaged  by  debris  from  the  wall.  A  home  of  newer  construction                   
is  on  the  other  side  of  the  boarding  house,  though  it  is  hard  to  see  from  here  if  anyone  is  still  at                       
home.”  
 



 
 
The  area  is  divided  into  nine  zones.  On  the  left  is  the  Vegetable  Store,  which  is  just  on  the  edge                     
of  the  flooded  road.  The  road  itself  has  four  zones  -  Road  #1,  Road  #2,  Road  #3,  and  Road  #4  -                      
each  of  which  is  in  front  of  a  residential  plot.  Each  plot  is  a  zone,  with  the  first  being  an  Old                      
House  in  front  of  Road  #1,  the  second  being  an  Empty  Field  in  front  of  Road  #2,  the  third  being                     
a   Boarding   House   in   front   of   Road   #3,   and   the   fourth   being   a   New   House   in   front   of   Road   #4.   
 
The  swiftly  moving  floodwaters  make  moving  through  the  Zones  difficult,  particularly  along  the              
road  next  to  the  river.  Characters  must  make  a  roll  to  move  into  each  Zone.  A  character  can                   
attempt  to  push  through  the  waters  with  Physique,  carefully  pick  their  way  along  the  remnants  of                 
the  wall  or  houses  with  Athletics,  or  attempt  to  guide  a  horse  or  vehicle  into  the  waters  with                   
Drive.  The  difficulty  of  these  rolls  are  Great  (+4)  along  the  road  and  Good  (+3)  among  the                  
houses.  If  the  characters  are  able  to  find  or  build  a  boat,  then  the  difficulties  of  these  rolls  are                    
reduced  by  1  -  Good  (+3)  along  the  road  and  Fair  (+2)  among  the  houses.  Each  roll  takes  an                    
action,  unless  it  is  to  move  downstream  from  the  roads  to  the  houses.  Moving  with  the  flood                  
waters   is   free,   though   a   check   is   still   required   to   avoid   being   swept   further   than   intended.  
 
If  a  character  fails  this  roll,  they  are  swept  downstream  one  Zone  and  take  1  shift  of  physical                   
damage.  A  character  swept  out  of  the  house  Zones  must  use  their  next  action  to  re-enter  the                  
area,  but  do  not  need  to  roll  and  do  not  risk  taking  damage.  The  waters  further  into  the  city  are                     
shallow  and  slow  enough  that  they  are  not  dangerous  to  the  heroes.  A  character  who  ties  the                  
roll  is  swept  downstream  and  takes  no  damage.  A  success  indicates  the  character  is  able  to                 
move  to  the  new  Zone,  and  a  success  with  style  provides  a  Boost  to  their  next  roll  as  they  find  a                      
helpful  piece  of  cover  or  other  beneficial  aspect.  Alternatively,  a  character  achieving  a  success               
with  style  may  bring  another  character  with  them.  That  character  does  not  have  to  spend  an                 
action   to   move.   

Aspects  
Several  Aspects  apply  to  the  scene.  Each  of  the  flooded  regions  has Swiftly  Moving               
Floodwaters.  The  Road  #1  and  Road  #4  Zones  have Debris  from  the  broken  flood  wall  that                 
slows  the  water  and  may  help  characters  to  pick  their  way  into  the  Zone.  The  Boarding  House                  



Zone  has  the  Aspect Cracked  Foundations  due  to  damage  from  the  broken  wall  striking  the                
home.   

Road   Rescue  
There  is  an  overturned  minivan  in  the  Road  #2  Zone.  There  is  a  woman  trapped  inside.  The  car                   
is  pinned  against  an  unseen  obstacle,  and  the  flood  waters  prevent  the  woman  from  being  able                 
to   open   her   door.   If   she   is   not   rescued   within   5   rounds,   the   car   fills   with   water   and   she   drowns.   
 
Opening  the  car  door  requires  a  Fantastic  (+6)  Physique  roll.  Anyone  may  break  open  a                
window,  though  a  Fair  (+2)  Melee  roll  is  required  to  avoid  taking  2  shifts  of  physical  damage  (1                   
shift  on  a  tie).  A  Fair  (+2)  Rapport  roll  is  required  to  calm  the  mother  down  enough  to  get  her  to                      
roll  down  a  window.  As  soon  as  the  door  or  a  window  is  opened,  however,  the  car  begins  to  fill                     
with  water.  The  players  only  have  one  round  to  get  the  woman  out  before  she  drowns.  Pulling                  
her  out  of  the  car  against  the  rushing  water  requires  a  Good  (+3)  Physique  roll,  though  she                  
provides  a  +1  Teamwork  bonus  on  the  roll.  Once  she  gets  out,  any  character  who  moves  to  a                   
new  Zone  may  bring  her  with  them  safely.  She  is  not  strong  enough  to  fight  the  floodwaters  on                   
her  own,  but  she  is  strong  enough  that  she  is  not  an  impediment  to  someone  helping  her  to  get                    
to   safety.  
 
A  character  who  achieves  a  Legendary  (+8)  Melee,  Physique,  or  similar  roll  may  simply  tear  off                 
the  top  of  the  van  above  the  water  line.  At  this  point  the  woman  may  be  pulled  out  of  the  car                      
with   no   additional   check   or   risk   of   drowning.   

Elder   Care  
The  Old  House  is  the  home  of  an  elderly  couple.  They  are  safe  enough  for  the  moment,  but  do                    
not  have  the  strength  to  force  their  way  through  the  water  to  solid  ground.  Moving  through  the                  
flood  while  carrying  them  increases  the  difficulty  by  one  -  to  Superb  (+5)  along  the  road  or  to                   
Great   (+4)   among   the   houses.   
 
If  someone  with  at  least  an  Average  (+1)  Notice  moves  into  the  Zone  with  the  Old  House,  they                   
will  spot  a  boat  behind  the  house.  The  grandfather  here  likes  to  go  fishing  along  the  shore,  and                   
his  boat  was  up  on  blocks.  Getting  the  boat  onto  the  water  requires  a  Good  (+3)  Drive  roll  to  get                     
it  free  from  the  blocks.  The  boat  may  be  spotted  from  any  other  Zone  if  someone  scans  the  area                    
and  succeeds  at  a  Fair  (+2)  Create  Advantage  roll  with  Notice.  Any  free  invokes  earned  with                 
this   check   may   be   spent   to   help   recover   or   operate   the   boat.  

No   Man   Left   Behind  
The  Boarding  House  is  home  to  five  young  men  and  a  housekeeper.  Most  of  them  are                 
warehouse  workers  who  can’t  afford  anything  more  than  a  room  at  this  group  home,  though  one                 
is  a  veteran  who  was  paralyzed  in  the  war  against  Kyoto.  He  lives  with  his  brother  in  the                   
downstairs  room  and  helps  the  housekeeper  with  household  chores.  Other  than  him,  the              
inhabitants  of  the  house  are  able  bodied  enough  to  be  able  to  get  out  of  the  building  and  to                    
safety.  Carrying  the  paralyzed  man  increases  the  difficulty  to  move  through  the  waters  by  2  -  to                  
Fantastic   (+6)   along   the   road   and   to   Superb   (+5)   along   the   houses.  



New   House  
Anyone  who  moves  into  the  New  House  Zone  is  able  to  check  a  few  windows  and  confirm  that                   
the  house  is  empty.  A  Good  (+3)  Notice  roll  is  required  to  tell  this  from  a  neighboring  Zone,  or  a                     
Superb  (+5)  roll  from  any  other  Zone.  If  a  character  spends  an  action  to  check  the  house,  and                   
has   a   suitable   Aspect,   they   should   be   awarded   a   Fate   Point   as   if   they   had   accepted   a   Compel.  

Mud   Devil  
At  the  beginning  of  the  third  round  after  the  players  arrive,  a Mud  Devil  is  swept  into  the  Road                    
#3   Zone   from   the   river.   Read   or   paraphrase   the   following:  
 
“Crashing  sounds  from  the  river  rise  to  a  crescendo  as  a  large  clot  of  mud  is  swept  into  the  gap.                     
As  it  rounds  the  corner,  it  rises  up  into  a  roughly  humanoid  shape  topped  with  a  round,  red-eyed                   
head.  The  triangular  teeth  and  horns  identify  it  as  a  Mud  Devil  -  a  mindlessly  destructive  entity                  
drawn  to  disaster  and  conflict.  It  turns  its  head  toward  the  boarding  house  with  a  wicked  grin,                  
and   flows   toward   the   damaged   building   to   finish   what   the   earthquake   started   by   tearing   it   down.”  
 
Being  made  of  the  same  stuff  as  the  flood,  the Mud  Devil  can  move  from  one  Zone  to  another                    
without  making  a  check.  It  takes  its  turn  to  move  to  the  Boarding  House,  where  it  begins  to                   
attack  the  building  in  an  effort  to  collapse  it.  It  must  make  two  successful  Overcome  rolls  with                  
Physique  against  a  Great  (+4)  Difficulty  to  collapse  the  building.  If  the  building  collapses  while                
the  disabled  veteran  is  in  it,  both  he  and  his  brother  are  killed.  Once  the Mud  Devil  has                   
collapsed  the  building,  it  moves  to  attack  anyone  who  is  visible.  It  also  fights  back  to  defend                  
itself  if  anyone  attacks  it,  returning  to  collapse  the  building  once  the  attackers  are  killed  or  driven                  
off.  

Aftermath  
Anyone   rescued   by   the   players   returns   with   them   to   the   Copper   Kettle   for   the   evacuation.  
 
If  the  bar  patrons  are  sent  to  help  with  the  mudslide,  they  form  a  human  chain  and  rescue  the                    
woman  from  the  car.  When  the Mud  Devil arrives,  the  bar  patrons  flee.  Then  the  police  officer,                  
caught  by  conscience,  turns  back  and  fights  his  way  to  the  elderly  couple’s  house.  He  frantically                 
frees  the  boat,  managing  to  rescue  the  elderly  couple  and  escape  while  the  Boarding  House                
collapses.  The  disabled  veteran  and  his  brother  are  killed  fighting  the Mud  Devil ,  buying  time                
for   their   roommates   and   housekeeper   to   escape   before   the   building   falls.  
 
If  the  players  do  not  go  to  help  with  the  mudslide  or  send  the  bar  patrons  to  help,  then  the  young                      
woman  eventually  calms  down  enough  to  roll  down  her  window.  Unfortunately,  the  water  proves               
too  strong  for  her  and  she  is  swept  away.  The  disabled  veteran  and  his  brother  are  killed  buying                   
time  for  their  roommates  and  housekeeper  to  escape  the Mud  Devil .  The  elderly  couple  are  left                 
in  their  house,  where  they  may  be  rescued  during  the  evacuation.  If  they  are  not,  then  they  are                   
killed   when   the   tsunami   strikes.   



House   Fire  
The  beach  house  that  has  caught  on  fire  is  owned  by  the  Sagara  family.  When  the  players                  
arrive,   read   or   paraphrase   the   following:  
 
“The  beach  house  is  a  large  three  story  building  with  a  huge  wrap-around  porch  on  the  second                  
floor  and  a  roof  deck  on  the  top  floor.  Both  provide  excellent  views  of  the  ocean.  By  the  time  you                     
have  arrived,  smoke  is  pouring  from  the  structure,  and  flames  are  visible  in  the  front  rooms  of                  
the  second  and  third  floor.  The  first  floor  is  just  a  garage,  currently  open  with  the  family  sedan                   
inside,  with  an  interior  door  visible  past  the  car.  A  stairway  leads  up  from  the  ground  to  the                   
porch   on   the   second   floor.  
 
Three  people  -  an  older  couple  and  a  young  man  -  are  standing  off  to  the  side,  holding  each                    
other’s  hands  as  they  look  in  dismay  at  the  burning  building.  The  older  man  has  the  cap  and                   
jacket  of  a  professional  driver,  and  the  older  woman  seems  dressed  like  a  housekeeper.  The                
younger  man  has  the  look  of  a  scholar,  and  might  be  a  tutor.  There  is  no  sign  of  the  wealthy                     
family   that   would   likely   own   the   home.”   
 

 
 
The  building  and  its  surroundings  are  divided  into  eight  zones.  A  character  can  move  into  the                 
building  from  the  Street  zone  by  entering  the  Garage  zone  or  going  up  to  the  Porch  zone  using                   
the  external  stairs.  There  are  internal  stairs  from  the  Garage  going  up  to  the  Kitchen  zone  on                  
the  first  floor.  There  is  a  door  from  the  Porch  to  the  Living  Room  zone  on  the  first  floor.  The                     



Kitchen  and  Living  Room  have  an  open  walkway  between  them.  There  are  stairs  from  the  Living                 
Room  to  the  second  floor,  leading  to  the  Children’s  Rooms.  There  is  a  hallway  from  the                 
Children’s  Rooms  to  the  Master  Bedroom.  The  Master  Bedroom  has  a  sliding  glass  door               
opening   onto   an   exterior   Roof   Deck.   
 
Smoke  and  heat  make  entering  the  house  dangerous.  The  fire  is  mostly  raging  in  the  Living                 
Room  and  Children’s  Rooms.  There,  the  fire  makes  a  Great  (+3)  Attack  against  any  player                
character  who  enters  or  starts  their  turn  in  the  room.  The  attack  is  defended  against  with                 
Physique  and  inflicts  physical  stress.  The  Kitchen  and  Master  Bedroom  are  less  impacted,  but               
are  still  filled  with  smoke  that  makes  a  Fair  (+2)  Attack  against  Physique.  So  far  the  Street,                  
Garage,   Porch,   and   Roof   Deck   are   clear   and   well   ventilated,   so   it   is   safe   to   enter   them.  
 
If  a  player  is  moving  from  one  zone  to  another  with  someone  they  have  rescued,  they  are                  
generally  able  to  protect  their  charge  from  the  heat  and  smoke.  The  fire  does  not  make  a                  
separate   attack   against   the   rescued   person,   though   the   rescuer   is   still   exposed   to   attack.  

Aspects  
Each  of  the  interior  Zones  -  the  Living  Room,  Stairs,  Kitchen,  Children’s  Rooms  and  Bath,  and                 
Master   Bedroom   and   Bath   -   have   the    Smoke-Filled    and    Blazing   Heat    Aspects.   

Servants  
The  three  servants  are  huddled  together  when  the  players  arrive  and  do  not  initiate  contact.  If                 
asked  about  what  happened,  they’ll  say  that  Mr.  Sagara  has  just  run  inside  to  get  his  wife  and                   
children.  They  are  also  concerned  that  the  nurse  has  not  emerged  from  the  fire.  They’ll  indicate                 
that  the  fire  spread  faster  than  they  could  have  imagined,  and  that  they  thought  everyone  was                 
right  behind  them.  However,  they  did  hear  a  crash  just  as  they  were  running  out  of  the  kitchen  to                    
the  garage,  and  only  Mr.  Sagara  emerged  from  the  group  of  people  who  was  upstairs.  They  can                  
also  give  a  general  overview  of  the  layout  of  the  building,  and  will  volunteer  that  the  fire  started                   
in  the  living  room  and  had  not  spread  to  the  kitchen  yet.  The  kitchen  can  be  accessed  from  the                    
garage.  If  someone  mentions  trying  to  get  to  the  top  of  the  building,  they  will  mention  that  there                   
is   a   long   ladder   in   the   garage,   used   for   painting   the   building.  

Garage  
A  small  sedan  is  parked  in  the  garage,  which  takes  up  the  entire  first  floor  of  the  building.  It  is  a                      
well  stocked  garage,  including  a  pantry  as  well  as  a  large  stock  of  tools.  This  includes  a  long                   
ladder,  used  for  painting  the  exterior  of  the  house,  which  is  long  enough  to  reach  the  Roof  Deck                   
Zone.  

Living   Room  
Mr.  Sagara  ran  up  the  porch  and  into  the  living  room  when  he  realized  that  his  family  had  not                    
escaped.  Unfortunately,  he  was  prevented  from  entering  when  the  flames  roared  to  life  in  front                
of  him.  He  is  dancing  back  and  forth,  looking  for  a  way  to  run  in.  What  he  does  not  see  is  a Fire                        
Devil  hidden  in  the  flames.  The Fire  Devil  attacks  anyone  who  enters  the  Living  Room  or  Stairs                  
Zones.  It  has  on  free  invocation  on  both  the Smoke-Filled and Blazing  Heat Aspects,  which                



can  be  used  to  enhance  a  sneak  attack  or  to  resist  an  effort  to  discover  it  with  Notice.  When  the                     
Fire   Devil    does   attack,   read   the   following:  
 
“The  flames  suddenly  coalesce  in  front  of  you,  creating  a  beastial  figure  with  wicked  triangular                
claws,  teeth,  and  horns.  Bright  red  eyes  blaze  with  hatred  as  it  lunges  for  you,  burning  and                  
slashing   with   its   terrible   sharp   claws.”  

Stairs  
The  reason  the  rest  of  the  inhabitants  of  the  house  did  not  escape  is  that  the  stairs  collapsed                   
while  Mrs.  Sagara  was  running  down  them.  They  are  now  a  pile  of  wood  and  embers,  and  Mrs.                   
Sagara  is  lying  unconscious  in  the  rubble.  There  is  nothing  very  heavy  on  her,  so  she  can  be                   
pulled  out  without  a  check.  However,  doing  so  exposes  the  rescuer  to  the  burning  embers.  The                 
burning  embers  attack  with  a  Great  (+4)  modifier,  defended  against  with  Athletics,  and  inflict               
physical  stress.  The  debris  can  be  removed  with  a  Great  (+4)  Overcome  roll,  typically  using                
Athletics,  but  a  failure  means  that  the  rescuer  accidentally  brushes  against  the  debris  and  is                
attacked  as  if  they’d  tried  to  pull  Mrs.  Sagara  out  of  the  rubble  directly.  A  tie  indicates  that  the                    
rescuer   takes   1   stress.  
 
With  the  stairs  collapsed,  it  is  much  harder  to  climb  to  the  second  story.  It  is  possible  to  climb  up                     
with  a  Fair  (+2)  Overcome  roll  using  Athletics,  but  doing  so  exposes  the  character  to  the  burning                  
embers.  As  above,  they  make  a  Great  (+4)  attack  against  Athletics.  Failure  on  the  Overcome                
roll  means  that  the  player  must  try  again  to  climb,  while  a  tie  grants  a  Boost  on  the  attack  by  the                      
burning  embers,  but  the  player  does  reach  the  next  level  of  the  building.  Getting  down  the  stairs                  
can  be  done  by  jumping  from  one  level  to  another.  A  success  on  the  Overcome  roll  avoids  the                   
burning  embers  altogether,  while  a  tie  means  only  a  light  brush  inflicting  1  stress.  A  failure  on                  
the   roll   exposes   the   player   to   the   attack   of   the   burning   embers.  

Children’s   Room   and   Bath  
The  nurse  and  the  two  children  of  the  household  were  at  the  top  of  the  stairs  when  they                   
collapsed.  The  flames  had  started  to  close  in  by  this  point,  so  the  nurse  shepherded  the  children                  
into  the  bathroom  and  had  them  hide  in  the  bathtub.  The Fire  Devil  pursued  them,  but  she                  
drove  it  off  by  turning  the  shower  on  and  spraying  it.  She  then  closed  the  door  to  hide  away,  and                     
is   trying   to   think   how   to   get   help.  
 
Finding  the  nurse  and  the  children  in  the  home  is  very  difficult,  requiring  a  Superb  (+5)  Notice                  
roll.  If  a  character  on  the  third  floor  calls  out  to  them,  however,  they  will  start  to  shout  for  help.                     
This   provides   a   +3   Teamwork   bonus   to   whomever   is   looking   for   them.  
 
Opening  a  door  during  a  fire  is  always  dangerous,  as  the  sudden  introduction  of  fresh  oxygen  to                  
the  fire  can  result  in  an  explosive  backdraft.  If  the Fire  Devil is  still  present  when  the  door  is                    
open,  this  immediately  triggers  its  Backdraft  power.  The Fire  Devil  may  immediately  make  an               
attack,  move  up  to  two  Zones,  and  make  another  attack,  even  if  it  has  already  acted  in  the                   
round.  If  the Fire  Devil is  not  present,  this  still  causes  a  normal  backdraft.  The  fire  makes  a                   
Good  (+3)  attack  against  everyone  in  the  Zone.  The  nurse  and  children  take  no  damage  from                 
this,  however,  as  they  are  soaked  in  water  from  the  shower.  The  backdraft  can  be  prevented  if                  
the  players  have  succeeded  at  at  least  two  Good  (+3)  Overcome  rolls  to  fight  the  fire,  such  as                   



by  organizing  a  bucket  brigade  to  douse  the  flames  with  sea-water  or  cutting  a  hole  in  the  roof                   
to   vent   the   smoke.  

Aftermath  
Anyone   rescued   by   the   players   returns   with   them   to   the   Copper   Kettle   for   the   evacuation.  
 
If  the  bar  patrons  are  sent  to  help  with  the  fire,  they  quickly  get  the  help  of  the  servants  since                     
one  of  them  is  friends  with  the  tutor.  The  driver  directs  them  to  the  garage  where  they  find  the                    
large  ladder,  and  two  of  the  burlier  bar  patrons  go  up  to  the  porch  and  wrestle  Mr.  Sagara  away                    
from  the  flames.  A  small  group  climbs  up  to  the  Roof  Deck  and  gets  into  the  third  floor,  where                    
they  hear  the  nurse  and  children  calling  for  help.  The  policeman  from  the  bar  remembers  the                 
danger  of  backdraft,  so  they  cut  a  hole  in  the  ceiling  above  the  children’s  bathroom  and  manage                  
to  lift  the  children  and  nurse  out.  Unfortunately  nobody  is  able  to  enter  the  building,  and  Mrs.                  
Sagara   succumbs   to   the   flames.  
 
If  the  players  do  not  go  to  help  with  the  mudslide  or  send  the  bar  patrons  to  help,  then  Mr.                     
Sagara  runs  in  and  meets  his  doom  at  the  hands  of  the Fire  Devil .  The  servants  do  eventually                   
come  up  with  a  plan  to  climb  into  the  Master  Bedroom  using  the  ladder,  and  they  go  to  rescue                    
the  nurse  and  children.  Unfortunately  the  backdraft  does  occur  when  they  open  the  bathroom               
door,  and  the  tutor  is  horribly  burned.  The  other  servants  drag  him  out  as  they  rescue  the                  
children,  but  the Fire  Devil  pursues.  The  nurse  is  caught  before  the  group  can  escape  and                 
perishes.   This   does   buy   enough   time   for   everyone   else   to   climb   down   the   ladder.  

Evacuation  
The  players  meet  back  at  the  Copper  Kettle,  which  has  become  a  local  emergency  response                
center,  after  they  have  completed  their  search  and  rescue  operations.  They  have  a  moment  to                
rest,  and  any  stress  they  received  in  the  rescue  operations  is  cleared.  Hozumi  Ane  arrives                
shortly   after   the   players,   bearing   grim   news.  
 
“You  return  to  the  Copper  Kettle,  where  locals  have  set  up  an  impromptu  emergency  response                
center.  The  injured  are  being  given  medical  care  inside  the  bar,  where  Ane’s  liquor  collection  is                 
being  used  as  an  improvised  pain  killer  and  disinfectant.  Just  after  you  arrive,  Ane  herself                
comes   riding   up   on   her   bicycle.   She   hops   off   and   approaches   the   players.  
 
‘We’ve  got  big  trouble  coming  this  way.  The  mayor  says  that  the  earthquake  has  probably                
triggered  a  tsunami.  Worse,  the  tsunami  sirens  have  been  knocked  out  somehow  -  even  the                
emergency  power  failed  to  come  online.  We  have  to  get  all  these  people  to  safety,  and                 
somehow   let   everyone   else   know   as   well.’  
 
A   nearby   fisherman   comes   over   when   he   hears   this.  
 
‘My   boat   has   power.   We   could   wire   that   up   to   at   least   the   sirens   by   the   docks.’   
 



Ane  gives  the  fisherman  a  piercing  look,  knowing  that  running towards  the  sea  will  put  the                 
seamen  in  danger.  He  returns  the  look,  acknowledging  the  danger,  and  Ane  nods.  She  then                
looks   to   the   characters.   
 
‘If  any  of  you  knows  how  to  rewire  an  emergency  siren,  these  folks  could  likely  use  your  help.                   
There’s  also  a  lot  that  needs  to  be  done  here.  We  have  to  get  everyone  here  moving,  find  a  way                     
to  transport  the  wounded,  and  spread  the  word  house  to  house  in  case  someone  can’t  get  out                  
on  their  own.  Also,  it  would  be  good  to  grab  any  food  or  supplies  we’ll  need  over  the  next  few                     
days.   Once   the   tsunami   hits,   none   of   this   will   be   usable.’”  
 
The  players  have  a  lot  to  do  for  the  evacuation  and  not  a  lot  of  time  to  do  it.  It  should  be  made                        
clear  to  the  players  that  they  will  not  be  able  to  do  everything,  and  that  they  must  choose  what                    
to  focus  on.  Each  player  may  help  with  one  event,  though  if  they  stay  longer  and  risk  the                   
tsunami  then  they  may  help  with  two  events.  A  variety  of  skills  are  useful  in  these  efforts,  from                   
using  Drive  to  move  the  wounded,  Craft  to  fixing  the  sirens,  or  Provoke  to  get  people  moving.                  
Each  event  lists  relevant  skills  and  the  difficulty  to  achieve  it.  Even  failing  an  event  results  in  a                   
better  outcome  than  if  the  player  had  ignored  it.  Furthermore,  as  the  players  go  about  the                 
evacuation  new  events  will  come  to  their  attention.  Compels  can  be  used  to  drive  home  the                 
stakes,  and  anyone  who  takes  on  a  second  event  and  has  an  Aspect  related  to  it  should  receive                   
a   Fate   Point   as   if   they   had   accepted   a   Compel.   
 
Note  -  These  events  are  intended  as  role-playing  challenges.  Completing  each  event  is              
relatively  straightforward,  but  the  players  will  have  to  make  choices  about  where  to  spend  their                
efforts  and  what  personal  risk  they  are  willing  to  take  on  to  complete  the  event.  Making  such                  
moral  choices  may  be  distressing  for  some  players,  and  the  FM  may  consider  removing  some                
events  if  they  are  likely  to  upset  a  player.  The  FM  may  also  consider  giving  a  third  round  of                    
actions,   which   should   be   sufficient   to   complete   all   events.   

Initial   Events  
When  the  players  leave  the  discussion  with  Hozumi  Ane,  they  have  a  list  of  five  things  to                  
accomplish.  As  they  go  about  these  events,  additional  events  present  themselves.  These             
additional  events  will  have  a  brief  introduction  about  how  the  characters  might  come  across               
them,  and  the  FM  should  review  those  to  make  sure  they  get  introduced  at  the  proper  time.                  
Also,  a  player  may  choose  to  have  their  character  run  for  safety  right  away.  Doing  so  is  a  valid                    
option,  and  if  the  character  has  an  appropriate  Aspect  then  they  may  receive  a  Fate  Point  as  if                   
they  had  accepted  a  Compel  for  doing  so.  The  events  are  intended  as  a  role-playing  challenge,                 
and   prioritizing   self-preservation   can   be   a   very   interesting   role-playing   decision.  
 
The  players  may  come  up  with  their  own  approaches  to  deal  with  the  situation,  which  the  FM                  
may  adjudicate  using  the  following  events  as  examples.  Note  that  it  is  generally  beyond  the                
capability  of  the  players  to  protect  the  entire  town  from  the  tsunami,  even  with  powers  like                 
summoning  spirits  or  being  able  to  produce  a  sea-wall  with  ink.  Such  powers  work  on  the  level                  
of  individuals,  and  the  entire  town  is  too  large  for  these  characters  to  save  all  at  once.  Player                   
initiated  events  may  reflect  their  character’s  personal  motivations,  such  as  rescuing  a  specific              
NPC  from  their  backstory  or  taking  the  opportunity  to  loot  abandoned  stores.  Those  kinds  of                
things   are   appropriate   for   the   scale   of   the   player   character’s   capabilities.  



Siren   Call  
Going  to  fix  the  sirens  is  the  most  time-consuming  and  dangerous  event  of  the  evacuation.  It                 
should  be  made  clear  that  any  character  who  goes  on  this  is  committing  to  staying  in  the  field                   
until  the  end  of  the  second  round  of  events  -  one  event  is  required  to  repair  the  sirens,  but  then                     
the  characters  are  so  far  out  that  it  takes  the  full  second  round  to  get  to  safety.  A  player  may                     
take  this  second  round  to  participate  in  a  second  event,  such  as  to  round  up  stragglers  as  they                   
run,   but   they   will   take   the   stronger   hit   from   the   tsunami   no   matter   what   they   do.  
 
It  should  also  be  made  clear  that  the  fishermen  can  complete  this  event  on  their  own.  They  are                   
almost  guaranteed  to  die  doing  so,  however.  The  players  will  get  a  chance  to  rescue  a  few  of                   
them   on   the   second   round   of   events,   if   they   wish   to   do   so.  
 
When  the  characters  arrive  at  the  docks,  they  discover  why  it  is  that  the  backup  systems  for  the                   
sirens  failed  -  they  have  been  attacked  by Waterspout  Devils .  The  damage  can  be  repaired,                
but  it  is  a  bit  more  involved  than  just  connecting  the  generator  to  the  siren.  To  make  things                   
worse,   three   of   the    Waterspout   Devils    have   hung   around.   
 
The  players  may  overcome  this  challenge  in  one  of  two  ways.  They  may  use  Crafts  to  perform                  
the  repairs  as  the  fishermen  hold  off  the Waterspout  Devils .  This  requires  a  Good  (+3)                
Overcome  roll  with  Crafts  to  clear  away  the  damage  and  then  a  Fair  (+2)  Overcome  roll  with                  
Crafts  to  hook  up  the  power.  Alternatively,  the  player  may  engage  the Waterspout  Devils  while                
the  fishermen  perform  the  repairs.  In  this  case,  the  player  must  defeat  the  destructive  creatures                
or   at   least   hold   them   off   for   two   rounds   of   combat,   at   which   time   the   fishermen   are   ready   to   run.  
 
Even  if  the  player  fails  both  Crafts  rolls,  they  are  able  to  get  the  sirens  working.  They  take  two                    
physical  stress  for  each  roll  they  fail  as  they  injure  themselves  in  their  haste  to  do  the  repairs,  or                    
one   physical   stress   for   a   tie.  
 
If  the  player  does  not  go  with  the  fishermen,  one  of  them  is  killed  by  the Waterspout  Devils                   
during  the  repairs.  The  two  survivors  run  for  the  town  hall,  though  by  the  time  they  are  leaving                   
the   waters   are   already   receding   from   the   bay.   
 
Getting  the  sirens  to  go  off  sends  enough  warning  to  the  town  that  most  of  the  inhabitants  are                   
able  to  reach  the  town  hall  before  the  wave  hits.  Whether  the  remaining  inhabitants  make  their                 
escape   depends   on   the   results   of   the   other   events.  

Organizing   the   Evacuation  
Kawagoe  has  a  tsunami  evacuation  plan,  so  as  soon  as  people  get  the  word  they  are  able  to                   
get  moving  on  their  own.  However,  there  are  some  who  need  more  help.  Visitors  from  out  of                  
town  get  lost,  children  wander  off,  and  traffic  gets  snarled  as  people  run  into  debris  on  the  way.                   
Further  specific  challenges  may  also  arise,  as  described  in  Additional  Events.  In  particular,  the               
Merchant  Goods,  Piled  High,  and  Every  Person  For  Themselves  events  may  occur  in  relation  to                
this   event.   
 



Getting  the  crowd  safely  to  the  town  hall  is  a  challenge  requiring  four  successes,  which  the                 
players  have  three  rounds  to  accumulate.  The  difficulty  of  these  rolls  is  Fair  (+2)  by  default,                 
though  the  Every  Person  For  Themselves  event  can  influence  this.  Good  communication  is              
necessary  but  not  sufficient  to  succeed  at  this  event,  so  skills  like  Art,  Contacts,  Provoke,  and                 
Rapport  can  only  be  used  for  two  of  the  four  successes.  Organization  is  important,  so  skills  like                  
Resources  or  Strategy  may  be  used  -  here,  Resources  represents  managerial  skill  or  an               
established  organization  that  can  help  keep  people  moving  in  an  orderly  fashion.  Finding  lost               
people  can  use  Notice  or  Investigation,  and  Notice  can  also  be  used  to  find  ways  around                 
blocked  routes.  Drive  and  Physique  might  be  used  to  physically  pick  people  up  and  move  them,                 
or   to   push   debris   out   of   the   way.   
 
If  the  players  tie  on  a  roll,  they  accumulate  a  success  on  the  challenge,  but  the  difficulty  of  the                    
next  roll  is  increased  by  1  point  due  to  the  chaos  of  the  situation.  A  success  with  style                   
accumulates  two  successes  for  the  challenge.  If  the  players  accumulate  4  or  more  successes,               
everyone  in  their  group  reaches  the  town  hall  in  time.  If  they  accumulate  2  or  3  successes,  most                   
of  their  group  reaches  the  hall,  but  there  are  a  few  people  who  get  lost  or  fall  behind  and  do  not                      
arrive.  If  they  accumulate  1  success,  then  the  evacuation  dissolves  into  a  mad  rush.  Several                
people  are  trampled  or  split  from  family  members,  and  only  a  fraction  of  the  group  reaches  the                  
town  hall.  The  same  result  occurs  if  no  player  gets  involved  in  organizing  the  evacuation.  If  the                  
players  accumulate  0  successes,  the  poor  leadership  of  the  player  characters  makes  things              
worse  than  they  would  have  been  otherwise  -  the  players  may  lead  the  group  into  multiple  dead                  
ends,  or  scatter  the  group  in  fruitless  searches  for  people  who  go  missing,  or  even  cause  fights                  
to  break  out  with  people  who  resent  their  presumed  authority.  In  the  end,  only  the  player                 
characters   and   a   handful   of   people   manage   to   reach   the   hall.   

Moving   the   Wounded  
There  are  several  people  at  the  Copper  Kettle  who  are  too  injured  to  get  themselves  to  the                  
Town  Hall.  These  include  the  disabled  veteran,  if  the  players  rescued  him  at  the  mudslide,  and                 
Mrs.  Sagara,  if  the  players  rescued  her  at  the  house  fire.  Players  may  physically  carry  the                 
wounded  with  Physique,  carry  them  in  a  vehicle  with  Drive,  or  recruit  others  to  help  with                 
Rapport.  Lore  or  Witchcraft  can  also  be  used  to  stabilize  the  wounded  for  their  transport.  Other                 
skills  may  be  used  if  the  player  justifies  how  it  is  useful.  The  difficulty  of  these  rolls  is  Good  (+3),                     
as  carrying  the  wounded  without  injuring  them  further  is  a  delicate  and  dangerous  operation.               
The   Every   Person   For   Themselves   event   can   also   influence   the   difficulty   of   these   rolls.   
 
Evacuating  the  wounded  is  a  challenge  requiring  a  total  of  three  successes,  and  the  players                
have  three  rounds  to  accumulate  the  successes.  The  players  cannot  carry  more  than  one               
wounded  person  personally,  so  no  more  than  one  success  can  be  accumulated  with  Physique               
or  Drive.  However,  a  Create  Advantage  action  with  Craft  or  Notice  can  be  used  to  assemble  or                  
find  a  cart  to  carry  the  wounded,  enabling  a  player  character  to  accrue  two  successes  with                 
Physique  or  Drive.  The  Create  Advantage  action  also  produces  the  normal  free  invocations              
which  can  be  used  on  the  Physique  roll.  Only  one  success  can  be  accumulated  with  Lore  or                  
Witchcraft,   as   there   is   only   so   much   that   medical   care   can   help   during   a   rough   journey.   
 
A  failure  on  a  roll  accumulates  no  successes.  A  tie  accumulates  a  success,  but  increases  the                 
difficulty  of  the  next  roll  by  1.  A  success  accumulates  1  success  on  the  challenge,  while  a                  
success   with   style   accumulates   2   successes.  



 
If  the  players  accumulate  three  successes,  all  of  the  wounded  successfully  reach  the  Town  Hall.                
If  the  players  accumulate  two  successes,  one  patient  expires  as  their  wounds  overcome  them               
during  the  move.  If  the  players  accumulate  one  success,  a  team  carrying  a  wagon  of  wounded                 
gets  stymied  by  rubble  and  is  washed  away  when  the  tsunami  strikes.  This  is  what  happens  if                  
the  players  do  not  help.  If  the  players  accumulate  zero  successes,  their  incompetent  leadership               
scares  the  rest  of  the  team  who  would  help,  and  they  flee.  The  players  arrive  with  only  one                   
wounded   patient.  

Helping   the   Housebound  
While  most  people  in  the  town  are  able  to  get  to  the  Town  Hall  on  their  own,  there  are  many  who                      
cannot  get  out  of  their  homes  for  one  reason  or  another.  The  ill,  elderly,  and  injured  may  not  be                    
able  to  leave.  Some  houses  have  collapsed,  trapping  people  inside.  The  elderly  couple  at  the                
mudslide  are  among  the  trapped  if  no-one  went  to  help  them.  Finally,  some  people  may  be                 
panicked  and  are  huddled  in  their  houses,  too  afraid  to  risk  the  streets  for  the  chance  of  better                   
shelter.  
 
Many  of  the  Additional  Events  may  be  encountered  in  the  course  of  this  event.  In  particular,  Let                  
The   Dogs   Out,   Sacred   Objects,   and   Piled   High   may   occur   here.  
 
Rescuing  people  from  their  houses  is  a  challenge,  requiring  three  successes  be  accumulated.              
However,  only  two  rounds  are  available,  as  a  great  deal  of  time  is  required  to  get  from  one                   
distressed  house  to  another.  The  difficulty  of  these  rolls  is  Fair  (+2).  The  primary  task  is  to  find                   
people,  which  uses  Notice,  to  spot  trapped  people,  Lore,  to  remember  where  they  are,  or                
Contacts,  to  ask  around  about  people  who  may  need  help.  Up  to  two  successes  may  be                 
accumulated  with  this  skill,  but  there  are  enough  people  who  are  trapped  by  debris  or  are  too                  
scared  to  leave  that  total  success  cannot  be  achieved  with  these  skills  alone.  Skills  like  Athletics                 
and  Physique  can  be  used  to  free  those  who  are  trapped  or  injured,  while  Art,  Rapport,  and                  
Provoke   are   useful   to   help   motivate   those   who   are   afraid.  
 
A  failure  on  a  roll  accumulates  no  successes.  A  tie  accumulates  a  success,  but  increases  the                 
difficulty  of  the  next  roll  by  1.  A  success  accumulates  1  success  on  the  challenge,  while  a                  
success   with   style   accumulates   2   successes.  
 
If  the  players  accumulate  three  successes,  they  find  everyone  and  free  them  from  their  homes.                
If  they  accumulate  two  successes,  they  are  forced  to  leave  one  person  behind  who  is  trapped  or                  
panicked.  If  they  accumulate  one  success,  they  fruitlessly  comb  the  streets  in  an  unorganized               
search,  missing  several  people  who  might  have  been  saved.  If  they  accumulate  zero              
successes,  they  fail  to  find  anyone  and  return  to  the  Town  Hall  empty-handed.  This  is  the  result                  
if   nobody   attempts   this   task.  

Collecting   Supplies  
Gathering  supplies  is  not  a  first  order  survival  priority,  but  Ane  does  have  a  good  point  that  they                   
may  be  useful  later.  In  this  event,  the  players  have  the  opportunity  to  fortify  themselves  for  the                  
future  by  rolling  Create  Advantage  actions.  The  Aspects  created  during  this  effort  can  be  used                



during  other  evacuation  events  or  in  the  climax  of  the  adventure.  The  difficulty  of  these  rolls  is                  
Fair   (+2),   and   any   player   involved   in   this   event   can   make   up   to   three   rolls.  
 
Resources  and  Contacts  are  default  skills  for  this  event,  and  might  be  used  to  gather Food  And                  
Water  or First  Aid  Kits .  Other  skills  can  be  used  with  justification,  such  as  using  Physique  to                  
gather Construction  Materials ,  Drive  to  gather  a Vehicle  Pool ,  or  Ranged  to  accumulate  an               
Ammunition  Stockpile  (prudent  considering  the  various  Kaiju  that  have  already  attacked            
during  the  adventure).  Craft  might  be  used  to  gather Handheld  Radios  or Emergency              
Generators ,   and   a   clairvoyant   might   use   ESP   to   gather    Exactly   What   We   Need .   

Additional   Events  
In  the  course  of  the  evacuation,  other  emergencies  may  present  themselves  to  the  players.               
Such  events  are  generally  smaller  and  impact  fewer  people  than  the  Initial  Events,  but  the                
players  may  find  it  important  to  take  care  of  them.  Doing  so  will  likely  require  the  players  to                   
either  abandon  their  initial  mission  or  to  stay  longer,  risking  greater  harm  when  the  tsunami                
strikes.  These  events  typically  take  only  a  single  roll  to  resolve,  being  smaller  in  scope,  but  they                  
still  count  towards  the  one  or  two  events  that  the  players  can  take  part  in  before  the  tsunami                   
arrives.  

Every   Person   For   Themselves  
The  announcement  of  the  incoming  tsunami  is  terrifying,  and  a  large  number  of  people  start  to                 
flee  immediately  with  no  concern  for  anyone  else.  On  the  one  hand,  those  people  are  likely  to                  
make  it  to  safety  on  their  own.  On  the  other  hand,  they  are  generally  young  and  healthy,  and                   
can  be  useful  in  helping  others.  When  the  news  of  the  tsunami  becomes  generally  known,  read                 
the   following   to   the   players:  
 
“The  announcement  of  the  incoming  tsunami  sends  a  ripple  of  panic  through  the  crowd.               
Mutterings   of   shock   and   dismay   can   be   heard,   and   then   one   voice   cuts   through   the   noise.  
 
‘We’re   all   doomed!   Every   man   for   himself!’  
 
With  this  the  crowd  starts  to  break  up  as  a  couple  of  dozen  people  immediately  begin  to  run,                   
shoving  and  pushing  to  be  the  first  to  get  to  safety  at  the  Town  Hall.  While  many  of  them  are                     
young  and  healthy  enough  that  they  will  probably  make  it  to  safety,  the  panic  they  are  causing                  
will   make   getting   everyone   else   to   safety   even   more   difficult.”  
 
At  this  point  the  players  have  the  option  to  just  let  the  fearful  run,  in  which  case  no  further  time  is                      
spent  on  the  event.  However,  this  does  make  the  Organizing  the  Evacuation  and  Moving  the                
Wounded  more  difficult  due  to  the  loss  of  able  bodies  and  the  general  panic.  If  the  players  do                   
not   engage   this   event,   the   difficulty   of   the   rolls   in   those   events   increase   by   1.  
 
If  the  players  do  want  to  address  this  panic,  they  can  roll  skills  like  Art,  Rapport,  or  Provoke  to                    
speak  to  the  crowd  and  allay  their  fears.  Contacts  can  also  be  used,  which  represents  speaking                 
to  key  members  of  the  community  to  buck  them  up.  The  difficulty  of  this  Overcome  roll  is  Great                   
(+4),   though   even   attempting   to   calm   the   crowd   is   helpful.  
 



On  a  failed  roll,  many  people  do  flee  for  their  lives,  but  the  remaining  people  shake  off  their  fear                    
and  take  to  their  tasks  with  grim  determination.  The  difficulty  of  rolls  for  Organizing  the                
Evacuation   and   Moving   the   Wounded   remain   at   their   default   levels.   
 
A  tie  on  this  roll  reminds  people  of  their  sense  of  duty  to  one  another,  and  a  few  people                    
sheepishly   turn   back   and   pitch   in.   The   players   gain   a   Boost   on   one   roll   on   any   other   event.  
 
A  success  restores  the  people’s  sense  of  community,  and  while  a  few  flee,  the  rest  pitch  in  with                   
a  sense  of  camaraderie.  The  players  gain  one  automatic  success  on  the  challenge  for  either                
Organizing  the  Evacuation  or  Moving  the  Wounded.  If  no  player  is  involved  in  those  events,  the                 
result   is   one   level   higher   than   the   default   outcome.  
 
A  success  with  style  turns  back  those  who  would  run,  who  present  themselves  to  whatever                
needs  doing.  They  will  even  perform  the  most  dangerous  tasks  to  clear  their  honor.  The  players                 
not  only  gain  the  automatic  success  on  Organizing  the  Evacuation  or  Moving  the  Wounded,  but                
also  gain  a  group  of  people  who  can  be  deployed  on  any  task.  They  achieve  an  automatic                  
success  for  that  event,  which  can  be  enough  to  clear  it  on  their  own  if  it  is  one  of  the  Additional                      
Events.  

Merchant   Goods  
As  the  players  begin  organizing  the  evacuation  or  collecting  supplies,  they  are  approached  by  a                
merchant  named  Itagaki  Tokihira.  He  has  a  request  for  the  players  to  help  him  retrieve  his  trade                  
goods.  If  one  of  the  players  is  operating  as  a  guard  or  teamster  for  his  caravan,  such  as  the                    
premade   character   Tokako,   then   the   following   comes   as   an   order:  
 
“There  you  are!  Come  on,  we  have  to  get  my  cargo  moved  up  to  the  Town  Hall.  I  didn’t  pay  for                      
you   to   just   leave   it   here   to   get   drowned.   Come   on,   chop   chop!   We   don’t   have   much   time.”  
 
Otherwise,   the   merchant   is   more   conciliatory   and   offers   a   payment:  
 
“Ah,  you  must  be  the  ones  in  charge  around  here.  I  know  time  is  limited,  so  I’ll  cut  to  the  chase.  I                       
have  a  shipment  of  machine  parts  from  Gifu  that  I’m  transporting  to  Yokkaichi  for  use  in  the                  
fleets.  It  is  very  important  for  the  war  effort,  and  not  easily  replaced.  Can  you  spare  some                  
manpower  to  get  them  moved  to  the  Town  Hall?  I  would,  of  course,  provide  generous                
compensation.”  
 
If  the  player  character  has  an  Aspect  related  to  the  merchant,  the  Oda  war  effort,  or  to  being                   
swayed  by  wealth,  then  a  Compel  should  be  offered  here.  Note  that  Tokako,  in  particular,  has  an                  
oath  related  to  the  merchant,  and  refusing  this  Compel  would  result  in  her  losing  access  to                 
several   of   her   abilities.  
 
Mr.  Itagaki’s  cargo  is  fairly  bulky  and  heavy,  so  it  takes  a  Great  (+4)  Physique  or  Drive  roll  to                    
transport  it  to  the  Town  Hall.  Alternatively,  a  character  might  use  Rapport  or  Contacts  at  the                 
same  difficulty  to  gather  a  group  of  people  who  can  do  the  work.  The  difficulty  of  the  social  roll  is                     
to  convince  people  to  spend  effort  moving  goods  when  people’s  lives  are  on  the  line.  Mr.  Itagaki                  
is  as  good  as  his  word  and  does  provide  a  generous  payment  for  the  work.  Any  player  who                   



takes  this  task  on  gets  a  Boost  on  their  next  Resources  roll.  Also,  the  cargo  includes  weapons                  
and   armor   for   the   troops   in   Yokkaichi,   which   may   prove   useful   later   in   the   adventure.  

Piled   High  
This  event  occurs  while  the  characters  are  organizing  the  evacuation  or  helping  the              
housebound.  They  are  moving  through  the  streets  when  they  come  across  a  family  loading               
goods  from  their  house  into  a  small  truck.  The  players  must  choose  whether  to  spend  time                 
getting   the   family   moving   or   leave   them   to   their   fate.  
 
“You  are  moving  through  a  residential  neighborhood  when  you  come  across  a  family  bringing               
household  items  out  of  their  home.  Blankets,  toys,  knicknacks,  and  appliances  are  piled  in  the                
back  of  a  large  truck.  When  you  arrive,  the  parents  are  struggling  to  maneuver  a  large  tv                  
through  the  door.  At  this  rate,  they  are  unlikely  to  reach  the  Town  Hall  before  the  tsunami                  
strikes.”  
 
This  family  is  unreasonably  attached  to  their  belongings,  and  it  would  take  a  Fantastic  (+6)                
Overcome  check  on  Rapport  or  Provoke  to  get  them  to  abandon  their  things.  At  the  same  time                  
they  have  a  lot  of  stuff  spread  through  their  house,  and  it  would  take  a  Fantastic  (+6)  Athletics                   
roll  to  gather  everything  up  and  get  it  outside  in  time  for  them  to  escape.  Moving  them  by  force                    
is  easiest,  requiring  only  a  Fair  (+2)  Overcome  roll  with  Melee  or  Physique  to  subdue  them  and                  
drag  them  away.  Alternatively,  the  players  can  leave  them  to  their  own  devices.  This  takes  no                 
time,  but  the  family  is  in  fact  killed  by  the  tsunami  when  they  drive  away  too  late.  A  player  who                     
does  stop  to  help,  and  has  an  appropriate  Aspect,  should  receive  a  Fate  Point  as  if  they  had                   
accepted   a   Compel.  

Let   the   Dogs   Out  
This  event  occurs  while  the  characters  are  organizing  the  evacuation  or  helping  the              
housebound.  The  sound  of  dogs  barking  draws  their  attention  to  the  local  animal  shelter,  where                
the  caretaker  has  been  injured.  They  must  choose  whether  to  spend  time  rescuing  the  animals                
or   leaving   them   behind.  
 
“The  sound  of  dogs  barking  catches  your  attention  while  you  are  moving  down  the  road.  Moving                 
to  investigate,  you  see  sound  is  coming  from  the  local  animal  shelter.  For  some  reason  the                 
animals   have   been   left   inside.”  
 
It  is  fairly  straightforward  to  free  the  animals.  The  caretaker  can  be  found  in  the  animal  shelter,                  
knocked  unconscious  by  falling  debris  from  the  earthquake.  It  takes  a  Fair  (+2)  Overcome  roll                
with  Investigation  to  find  the  keys  in  a  drawer,  or  a  Fair  (+2)  Burglary  check  to  just  pick  the  locks                     
on  the  cages.  A  Good  (+3)  Physique  roll  is  sufficient  to  break  the  cages  open,  as  they  are                   
mostly  designed  to  keep  smaller  animals  inside.  A  failed  roll  or  tied  roll  means  that  the  player                  
injures  themselves  while  getting  the  animals  out  -  they  take  two  stress  on  a  failed  roll,  or  one                   
stress   on   a   tie.  
 
The  cats  and  dogs  in  the  cages  will  run  for  safety  as  soon  as  they  are  freed.  There  is  also  a                      
tanuki  that  had  been  brought  in  for  stealing  from  trash  cans  which  follows  the  players  once                 
freed.  It  almost  seems  to  recognize  that  it  owes  them  a  debt  for  their  lives.  Freeing  the  animals                   



does  take  time,  however,  and  may  expose  the  player  to  greater  danger  since  they  took  the  time                  
to  rescue  the  animals.  A  player  who  does  stop  to  help,  and  has  an  appropriate  Aspect,  should                  
receive   a   Fate   Point   as   if   they   had   accepted   a   Compel.  
 
If  no  character  goes  to  help,  the  caretaker  does  wake  up  shortly  before  the  wave  strikes.  They                  
frantically  free  as  many  animals  as  they  can,  getting  a  few  of  them  free  before  they  are                  
overcome   by   the   wave.  

Sacred   Objects  
There  is  a  small  Shinto  shrine  in  the  town,  watched  over  by  a  luck  god  named  Tatsuno                  
Otoshigo.  The  shrine  itself  is  likely  to  be  wrecked  by  the  tsunami,  but  there  are  several  sacred                  
objects  inside  that  could  be  rescued.  Particularly  religious  characters  immediately  think  of  the              
shrine  when  they  hear  the  evacuation  order.  If  a  character  is  associated  with  the  shrine,  such  as                  
the   premade   character   Eriko,   read   the   following:  
 
“As  Ane  speaks  of  evacuation,  you  remember  Otoshigo’s  shrine.  You  feel  a  pang  as  you  realize                 
that  the  shrine  itself  is  likely  to  be  washed  away  by  the  oncoming  wave.  However,  you  then  think                   
that  there  are  at  least  a  few  of  the  sacred  objects  that  could  be  rescued.  The  shrine  itself  can  be                     
rebuilt,  but  objects  like  the  prayer  beads  of  the  founding  abbot  are  hundreds  of  years  old  and                  
could   never   be   replaced.   It   would   not   take   too   long   to   go   and   gather   these   items.”  
 
If  no  character  is  associated  with  the  shrine,  they  see  someone  dashing  off  as  they  organize  the                  
evacuation:  
 
“You  notice  one  person  peel  away  from  the  main  group  as  the  evacuation  begins.  They  are                 
dressed  in  the  traditional  garb  of  a  shrine  guardian.  You  realize  that  they  are  likely  running  to  the                   
shrine,  perhaps  to  gather  up  some  of  the  shrine’s  sacred  objects.  Glancing  out  to  the  sea,  you                  
wonder   if   they   will   be   able   to   get   the   items   in   time.”  
 
Running  to  gather  the  items  requires  a  Fair  (+2)  Athletics  Overcome  roll  to  swiftly  gather  the                 
items  if  the  character  knows  where  to  find  what  they  are  looking  for,  or  a  Good  (+3)  Investigation                   
check  to  find  the  items  if  they  do  not.  A  failed  roll  indicates  that  the  player  fails  to  gather  all  but                      
one   or   two   items,   while   a   tie   indicates   that   they   miss   only   one   item   in   their   haste.   
 
Finding  the  items  does  take  time,  and  may  expose  the  player  to  greater  danger  since  they  took                  
the  time  to  go  to  the  shrine.  A  player  who  does  rescue  the  items,  and  has  an  appropriate                   
Aspect,  should  receive  a  Fate  Point  as  if  they  had  accepted  a  Compel.  Furthermore,  Otoshigo  is                 
grateful  to  be  remembered.  If  no  player  goes  to  rescue  the  items,  another  acolyte  does  go.  They                  
are  killed  in  the  flood,  but  they  do  manage  to  secure  the  items  in  a  safe  space  before  they  die.                     
The   items   are   recovered   by   people   who   come   afterwards   to   search   the   wreckage.  

Stragglers  
This  is  a  catch  all  event  that  gives  the  players  a  chance  to  rescue  any  characters  whom  they                   
may  have  missed.  It  occurs  at  the  conclusion  of  the  second  round  of  actions.  Read  or                 
paraphrase   the   following:  
 



“As  you  are  getting  the  last  few  people  to  the  Town  Hall,  you  look  back  and  see  a  few  scattered                     
figures  running  through  the  streets.  You  look  up  to  the  bay,  which  has  emptied  -  the  tsunami  is                   
nearly  upon  you.  The  people  in  the  streets  are  surely  doomed  if  you  do  not  find  a  way  to  rescue                     
them.”  
 
If  the  players  did  not  go  with  the  fishermen  to  set  off  the  sirens,  these  stragglers  might  be  the                    
survivors  from  that  group.  The  stragglers  might  also  be  members  of  the  evacuation  or  people                
who  were  trapped  in  their  houses  if  the  players  did  not  accrue  the  maximum  number  of                 
successes  in  those  events.  If  the  players  did  not  participate  in  Piled  High,  Let  the  Dogs  Out,  or                   
Sacred  Objects,  then  the  NPCs  from  those  events  are  running  through  the  streets  at  the  end.                 
There  are  also  a  few  NPCs  who  heard  the  sirens  and  were  further  out  in  town,  so  have  not  quite                     
made   it   to   safety   yet.  
 
With  the  wave  so  close,  it  takes  a  Fantastic  (+6)  Overcome  roll  to  rescue  any  of  these                  
individuals.  Appropriate  skills  include  Drive  and  Athletics.  A  telekinetic  might  use  ESP  to  haul               
the  people  to  safety,  while  a  witch  with  levitation  magic  could  use  Witchcraft  for  a  similar                 
purpose.  Players  may  teamwork  or  use  Create  Advantage  actions  to  work  on  this,  but  only  one                 
roll  is  allowed  to  determine  the  outcome  of  the  event.  On  a  failure,  only  one  group  of  stragglers                   
are  rescued,  allowing  the  players  to  choose  one  of  the  groups  of  people  listed  above  to  be                  
saved.  If  the  players  did  all  of  the  other  events,  this  may  be  enough  to  save  everyone!  On  a  tie,                     
three  groups  of  stragglers  make  it  to  the  Town  Hall.  Five  groups  of  stragglers  may  be  rescued                  
on  a  success,  and  all  seven  groups  may  be  rescued  on  a  success  with  style.  Participating  in  this                   
event  does  expose  the  players  to  maximum  danger  from  the  tsunami,  which  should  be  made                
clear.  A  player  who  does  go  to  help  the  stragglers,  and  has  an  appropriate  Aspect,  should                 
receive   a   Fate   Point   as   if   they   had   accepted   a   Compel.   

Tsunami  
The  players  only  have  so  long  to  evacuate  the  town  before  the  tsunami  strikes.  The  players  face                  
different  levels  of  exposure  to  the  wave  depending  on  how  many  events  they  participated  in.  If  a                  
player  fled  as  soon  as  the  tsunami  was  announced,  they  reach  the  Town  Hall  in  plenty  of  time.                   
They  are  safe  from  the  wave  and  are  not  subject  to  an  attack.  Otherwise,  they  are  caught  in  the                    
wave  and  must  roll  to  avoid  its  worse  effects.  Athletics  can  be  used  to  dive  for  cover,  Drive  to  try                     
to   outrace   it,   or   Physique   to   grab   something   sturdy   and   hold   on   for   dear   life.   
 
If  the  players  participated  in  one  event,  they  are  nearly  at  the  Town  Hall  when  the  wave  strikes.                   
They  make  a  mad  dash  for  cover,  diving  into  the  Hall  just  as  the  water  sweeps  up  to  them.  The                     
wave   makes   a   Great   (+4)   attack   against   them.  
 
Players  who  participated  in  two  events  have  moved  into  the  upper  parts  of  the  town,  so  the                  
wave  does  not  strike  with  quite  as  much  intensity.  They  are  able  to  take  refuge  in  a  house  or                    
among   trees,   getting   a   bit   of   cover.   The   wave   makes   a   Fantastic   (+6)   attack   against   them.  
 
If  any  player  participated  in  the  Stragglers  event,  they  expose  themselves  to  the  full  force  of  the                  
wave   as   they   race   to   rescue   others.   The   tsunami   makes   a   Legendary   (+8)   attack   against   them.   



Kaiju   Attack  
After  the  tsunami,  the  players  have  a  few  moments  to  catch  their  breath  and  take  stock  of                  
themselves.  The  moment  of  peace  does  not  last  long,  however,  before  a  new  threat  presents                
itself.  
 
“The  world  goes  eerily  silent  in  the  aftermath  of  the  wave.  The  warning  sirens,  whose  blarings                 
helped  warn  many  in  time  to  escape,  were  once  again  knocked  out  when  the  tsunami  struck.                 
Now  there  is  only  the  lapping  of  water,  gentle  after  the  fury  of  the  tsunami,  and  the  occasional                   
splash   as   a   piece   of   debris   falls   into   the   sea.  
 
You  have  a  moment  to  take  stock,  evaluating  your  own  health  and  that  of  the  world  around  you.                   
The  Town  Hall  has  become  an  island,  its  small  rise  of  land  sticking  slightly  above  a  sea  that  now                    
extends   miles   inland   from   its   former   shore.   
 
The  silence  is  broken  by  a  scream,  and  shouting  goes  up  from  the  refugees  gathered  at  the                  
Town  Hall.  Fingers  point  to  a  disturbance  in  the  bay,  a  great  wake  formed  by  something  moving                  
just  beneath  the  surface.  The  V  of  the  wake  arrows  into  a  building  on  the  edge  of  the  town,                    
which  collapses  in  a  great  crash  and  spray  of  dust  and  water.  The  cloud  clears  to  reveal  a                   
mighty  sea  serpent,  rising  three  stories  above  the  water.  It  throws  back  its  head  and  a  piercing                  
shriek  splits  the  air.  It  begins  to  move  toward  the  Town  Hall,  intent  on  finishing  off  the  survivors                   
of   the   disaster   that   has   befallen   Kawagoe.”  

Preparations  
The  players  have  minutes  to  prepare  for  the Tsunami  Serpent’s  attack.  This  is  enough  time  for                 
any  stress  they  received  during  the  evacuation  or  the  tsunami  to  be  cleared.  They  may  also  gain                  
other   benefits   depending   on   which   events   the   players   completed.  
 
If  the  players  brought  the  merchant’s  goods,  Mr.  Itagaki  tells  the  players  that  he  has  some  armor                  
intended  for  the  Oda  in  Yokkaichi.  The  players  may  use  their  action  to  don  this  armor,  gaining                  
the    Armor   1    Extra.  
 
If  the  players  let  the  dogs  out,  the  tanuki  that  was  following  them  leaps  into  its  rescuer’s  arms.                   
There  it  transforms  into  a  hat,  indicating  its  willingness  to  help.  The  player  may  use  their  action                  
to   learn   how   to   use   the   hat,   gaining   the    Tanuki   Hat    Extra.  
 
If  the  players  retrieved  the  Sacred  Objects,  then  among  the  objects  is  the  founding  abbot’s                
Prayer  Beads. The  shrine  god  Tatsuno  Otoshigo  appears  above  the  beads,  granting  them  a               
blessing   which   will   protect   the   wearer   of   the   beads.  

Battle   with   the   Serpent  
The  Town  Hall  is  located  on  a  low  rise  which  is  now  sounded  by  water.  The Tsunami  Serpent is                    
large   enough   that   it   occupies   two   Zones,   and   tries   to   keep   half   its   body   in   the   water   at   all   times.   
 



 
 
The  Town  Hall  itself  has  two  zones  -  the  Inner  Hall  and  the  Upper  Hall.  Outside  there  are  two                    
zones  -  a  Left  Courtyard  and  a  Right  Courtyard.  The  hilltop  is  surrounded  by  four  Sea  zones.                  
These   are   Upper   Left   Sea,   Upper   Right   Sea,   Lower   Left   Sea,   and   Lower   Right   Sea.  
 
The Tsunami  Serpent approaches  from  the  Lower  Left  Sea  zone  and  crawls  up  onto  the  Right                 
Courtyard.  It  unleashes  a  sea  spray  on  anyone  on  the  Upper  Hall.  The  resulting Waterspout                
Devils  make  their  way  into  the  Inner  Hall  to  start  attacking  the  people  taking  refuge  inside.  The                  
Tsunami  Serpent attacks  anyone  who  emerges  from  the  Hall.  If  no-one  emerges,  it  sprays               
another  group  of Waterspout  Devils onto  the  Left  Courtyard  who  then  attack  the  Hall.  If  this  still                  
fails  to  flush  anyone  out  of  the  Hall,  the Serpent  then  emerges  from  the  sea  to  smash  the  Hall                    
itself.  This  is  somewhat  risky  for  the Serpent ,  since  it  is Empowered  By  The  Sea  and  is  more                   
vulnerable   to   attack   on   the   land.   
 
The  people  in  the  Town  Hall  cannot  make  much  of  a  defense  against  the Tsunami  Serpent  on                  
their  own.  They  cannot  even  flee,  as  the  hall  is  surrounded  by  water  and  the Serpent  pursues                  
anyone  who  runs  away.  It  is  up  to  the  player  characters  to  subdue  or  drive  away  the Tsunami                   
Serpent    and   save   the   town.  

Aftermath  
Surviving   the   earthquake   and   kaiju   attack   is   not   the   end   of   the   troubles   facing   the   townspeople  
of   Kawagoe,   or   the   people   of   the   larger   region.   The   ecological   disruptions   are   a   result   of   the  
pollution   produced   by   the   Oda,   and   a   growing   faction   of   shrine   guardians   wishes   to   take   direct  



action   to   stop   the   Oda   from   further   destruction.   The   players   might   be   pulled   into   one   side   or   the  
other   of   this   conflict,   or   could   get   caught   in   the   middle   of   it   as   they   try   to   rebuild   the   lives   of   the  
common   people.   The   Oda   are   also   engaged   in   a   larger   war   against   the   Ikko-Ikki   in   Osaka   and  
against   clans   even   further   abroad.   Players   may   go   onward   to   engage   in   these   larger   conflicts.  
Finally,   the   kaiju   are   a   constant   menace   to   innocent   people   everywhere   in   this   time   of   conflict.  
The   players   may   take   the   role   of   wandering   heroes,   fighting   to   defend   humanity   against   the  
monsters   without   and   within.  

Appendix1:   Kaiju  

Waterspout   Devil  
Waterspout   Devil  
Description  –  From  time  to  time,  the  turbulent  waters  of  Ise  Bay  spawn  waterspouts  that  seem                 
animated  by  a  malicious  purpose.  These  twisting  columns  of  water  seek  out  shipping  lanes  and                
fishing  boats  where  they  can  sweep  sailors  off  the  decks  and  drown  them.  In  times  of  particular                  
turbulence  and  calamity,  whole  swarms  waterspout  devils  have  been  known  to  gather.  Such              
swarms   can   swamp   entire   ships.  

● Skills:   (+1)   Twisting   Waters  
● Stress:   1  
● Extras:  

○ Lesser  Kaiju  -  The  Kaiju  gets  a  +2  on  all  Attack,  Defense,  and  Overcome  actions                
where  their  size  and  destructive  force  applies.  Kaiju  cannot  be  reasoned  with,             
and  are  thus  immune  from  any  efforts  to  change  their  behavior  or  emotions  with               
skills   like   Rapport   or   Art.  

Mud   Devil  
Mud   Devil,   Slow   as   Molasses  
Description  –  The  many  earthquakes  and  rainstorms  along  Ise  Bay  often  cause  mudslides,              
wiping  away  roads  and  obliterating  whole  neighborhoods.  Mudslide  devils  rise  from  these             
calamities  to  spread  even  more  destruction.  The  only  blessing  is  that  these  kaiju  creep  slowly                
from  their  points  of  origin  and  can  therefore  be  more  easily  avoided.  Destroying  them  is  difficult,                 
however,   as   most   attacks   simply   sink   into   their   mud-like   bodies.  

● Skills:   (+3)   Physique   (+2)   Melee,   Will   
● Stress:   4   Physical,   3   Mental  
● Consequences:   Mild  
● Extras:  

○ Lesser  Kaiju  -  The  Kaiju  gets  a  +2  on  all  Attack,  Defense,  and  Overcome  actions                
where  their  size  and  destructive  force  applies.  Kaiju  cannot  be  reasoned  with,             
and  are  thus  immune  from  any  efforts  to  change  their  behavior  or  emotions  with               
skills   like   Rapport   or   Art.  

○ Mud-Like  Body  -  The  Mudslide  Devil  may  use  Physique  to  Defend  against             
physical  attacks  from  personal  weapons  like  swords,  hammers,  or  firearms.           
Massive  attacks,  like  hitting  them  with  a  car,  explosives  like  grenades,  or  attacks              
with   flame   or   other   energies   are   defended   against   as   normal.  



○ Creeping  Threat  -  Moving  one  Zone  consumes  the  Mudslide  Devil’s  action  unless             
the  movement  is  downhill  or  the  Mudslide  Devil  pays  a  Fate  Point  to  put  on  a                 
sudden   burst   of   speed.  

Fire   Devil  
Fire   Devil,   Feeds   On   Fuel,   Oxygen,   and   Heat  
Description  –  A  common  hazard  in  earthquakes  is  a  lantern  or  candle  getting  knocked  over  and                 
starting  a  house  fire.  Massive  conflagrations  have  consumed  entire  swathes  of  major  cities  like               
Tokyo  and  Osaka  in  the  aftermath  of  earthquakes.  The  firestorm  devil  is  born  of  these  fires,  and                  
it  lives  to  spread  destruction.  These  kaiju  move  fast  and  destroy  everything  in  their  path.  Just                 
like  regular  fire,  they  do  depend  on  available  sources  of  fuel,  oxygen,  and  heat,  so  they  can  be                   
doused   by   water,   buried   by   earth,   or   stopped   by   clearing   out   spaces   where   they   cannot   burn.  

● Skills:   (+3)   Melee,   (+2)   Athletics,   Notice  
● Stress:   2   Physical,   2   Mental  
● Extras:  

○ Lesser  Kaiju  -  The  Kaiju  gets  a  +2  on  all  Attack,  Defense,  and  Overcome  actions                
where  their  size  and  destructive  force  applies.  Kaiju  cannot  be  reasoned  with,             
and  are  thus  immune  from  any  efforts  to  change  their  behavior  or  emotions  with               
skills   like   Rapport   or   Art.  

○ Backdraft  -  The  firestorm  devil  takes  a  big  gulp  of  air  and  then  explodes  into  a                 
new  Zone.  It  may  spend  a  Fate  Point  and  then  move  up  to  two  Zones,  making                 
one   attack   before   this   movement   and   one   attack   at   the   end   of   it.  

Whirlwind   Devil  
Whirlwind   Devil,   Unsustainable   Pressure,   Wind   That   Cuts   Like   A   Knife  
Description  –  The  frequent  storms  that  sweep  across  Ise  Bay  and  its  coastlines  sometimes               
spawn  whirlwind  devils;  swirling  invisible  winds  with  vicious  claws  and  the  face  of  oni,  given                
shape  by  the  dust  and  debris  that  they  pick  up  during  their  rampage.  They  enjoy  swooping  down                  
on  their  prey  and  pinning  them  to  ground  with  forceful  winds  while  they  tear  them  apart.  They                  
will  also  attack  ships  and  houses,  tearing  away  at  the  construction  to  get  at  those  inside.  Like                  
the  storms  that  spawn  them,  whirlwind  devils  are  sudden  and  violent  affairs  that  pass  swiftly                
over   an   area,   leaving   a   trail   of   destruction   in   their   wake   before   they   blow   themselves   out.  

● Skills:   (+4)   Athletics   (+3)   Melee,   Notice   (+2)   Physique,   Stealth,   Will  
● Stress:   3   Physical,   3   Mental  
● Consequences:   Mild  
● Extras:  

○ Lesser  Kaiju  -  The  Kaiju  gets  a  +2  on  all  Attack,  Defense,  and  Overcome  actions                
where  their  size  and  destructive  force  applies.  Kaiju  cannot  be  reasoned  with,             
and  are  thus  immune  from  any  efforts  to  change  their  behavior  or  emotions  with               
skills   like   Rapport   or   Art.  

○ Gust  of  Wind  -  As  an  Attack  action,  the  Kaiju  can  blast  a  target  with  a  gust  of                   
wind.  The  target  must  roll  a  Physique  Defense  against  a  Good  (+3)  difficulty.  If               
they  fail,  they  are  knocked  down  and  are Pinned .  This  aspect  has  one  free               
invocation,  and  the  target  cannot  move  while  invocations  remain  on  the  aspect  or              
until   they   succeed   at   a   Good   (+3)   Physique   Overcome   action   on   their   turn.  



○ Being  of  Air  -  as  a  living  wind,  the  Whirlwind  Devil  is  able  to  fly.  They  use                  
Athletics   for   any   rolls   related   to   their   maneuverability.  

Tsunami   Serpent  
Tsunami  Serpent,  Snake’s  Soft  Underbelly,  Draws  Power  From  The  Sea,  Mail  of  Scales,              
Crushing   Coils  
Description  –  When  a  powerful  earthquake  shakes  the  sea,  it  produces  waves  that  speed               
toward  shore  as  a  devastating  tsunami.  A  tsunami  serpent  rides  these  waves,  feeding  off  their                
destructive  potential  as  it  makes  its  way  towards  centers  of  human  civilization,  drawn  by  the                
destructive  energies  inherent  in  cities  riven  by  conflict.  These  serpents  are  over  100  feet  long,                
are  covered  in  blue  and  white  scales,  and  have  lashing  coils  that  can  crush  a  ship  or  a  house  in                     
a  single  blow.  They  are  capable  of  breathing  sprays  of  water  that  carry  the  force  of  the  tsunami,                   
and   waterspout   devils   spawn   from   their   exhalations.   

● Skills:   (+3)   Melee   (+2)   Physique,   Ranged   (+1)   Athletics,   Notice,   Will  
● Stress:   3   Physical,   3   Mental  
● Consequences:   Mild,   Moderate  
● Extras:  

○ Kaiju  -  The  Kaiju  gets  a  +4  on  all  Attack,  Defense,  and  Overcome  actions  where                
their  size  and  destructive  force  applies.  Kaiju  cannot  be  reasoned  with,  and  are              
thus  immune  from  any  efforts  to  change  their  behavior  or  emotions  with  skills  like               
Rapport   or   Art.  

○ Writhing  Coils  -  The  Tsunami  Serpent  is  so  large  that  it  takes  up  two  Zones.                
When  it  takes  an  action  with  Melee  or  Physique,  it  may  select  targets  in  either  of                 
the  Zones  it  occupies,  or  both  if  it  splits  shifts.  When  making  a  Ranged  Attack                
action,   it   may   select   targets   within   two   Zones   of   either   Zone   it   occupies.  

○ Sea  Spray  -  The  Tsunami  Serpent  pays  a  Fate  Point  and  selects  a  Zone  within  its                 
Ranged  Attack  Range.  It  makes  a  Good  (+3)  Attack  against  all  targets  in  that               
Zone,  without  splitting  shifts.  At  the  end  of  the  attack,  four  Waterspout  Devils              
form   in   the   target   Zone   from   the   serpent’s   sea   spray.  

  



Appendix   2:   Extras  

Armor   1  
This  is  light  armor,  such  as  standard  issue  ballistic  vests,  lacquer  samurai  armor,  or  the  basic                 
reinforcement   of   a   military   vehicle.  

● Prerequisites   -   Resources   or   Crafts   Rank   1  
● Cost   -   None  
● Reduce   damage   taken   from   physical   attacks   by   1   shift.  

Prayer   Beads  
Prayer  beads  are  a  common  accoutrement  for  the  monks  of  the  Ikko-Ikki,  who  use  them  to                 
count  recitations  of  divine  names  or  prayers.  The  power  of  such  prayers  is  stored  in  the  beads,                  
which  can  be  passed  on  to  others.  It  is  said  that  these  beads  can  ward  off  misfortune  or  evil                    
spirits.  

● Prerequisites   -   Resources   or   Will   1  
● Cost   -   None  
● Once   per   session,   the   holder   of   the   beads   gains   a   Boost   on   a   Defend   action.  

Tanuki   Hat  
This  fur  hat  is  made  from  the  hindquarters  of  the  tanuki,  and  still  bears  their  distinctive  striped                  
tail.  If  a  tanuki  has  a  very  great  friendship  with  a  person,  they  may  consent  to  shapeshift                  
themselves  into  a  hat  and  accompany  their  friend  on  their  adventures.  The  tanuki  will  share  their                 
powers  of  shapeshifting  and  illusion  with  their  companion.  Alternatively,  a  tanuki  may  be  hunted               
and  their  powers  be  woven  into  the  hat.  The  tanuki  bear  great  hatred  for  those  who  would  kill                   
and   wear   their   kin   in   this   fashion.  

● Prerequisites  -  Rapport  or  Stealth  Rank  3,  change  one  character  Aspect  to  represent  the               
enmity   or   friendship   of   the   tanuki  

● Cost   -   1   Refresh  
● The  character  wearing  the  hat  may  turn  into  a  tanuki,  enabling  them  to  squeeze  into                

smaller  spaces  and  dig  quite  well.  They  lose  the  ability  to  speak  or  to  use  tools  requiring                  
a  thumb.  They  may  invoke  their  tanuki  related  Aspect  to  do  tanuki  related  things,  and  it                 
may   be   Compelled   to   prevent   them   from   doing   human   related   things.  

● The  hat  grants  the  ability  to  cast  illusions  like  a  tanuki.  This  is  a  visual  illusion  no  greater                   
than  10  feet  in  any  given  dimension.  If  the  effectiveness  of  the  illusion  must  be  tested,                 
use   the   Deceive   score   of   the   person   wearing   the   hat.  

  



Appendix   3:   Characters  

Sobo  
Concept   -   Poet   Of   The   Open   Road,   Trouble   -   Haunted   By   Dead   Friends,   The   World   Is   Still  
Beautiful,   Author   Of   A   Minorly   Famous   Book,   Veteran   Of   The   Battle   of   Anegawa  
Description  -  Sobo  is  a  poet  from  the  Asakura  clan.  He  studied  under  the  masters  in  Ichidojani,                  
learning  the  classical  forms  of  poetry  as  well  as  the  new  styles  of  the  waka  poets.  Then  the                   
Asakura  joined  their  allies  the  Azai  in  war  against  the  Oda,  and  Sobo  went  off  to  fight  with  all  his                     
friends  and  mentors.  Many  of  them  did  not  return.  Sobo  himself  was  grievously  injured  at  the                 
Battle   of   Anegawa   and   spent   a   full   year   in   recovery.   
 
When  Sobo  tried  to  return  to  his  art,  he  found  himself  plagued  by  nightmares  about  the                 
battlefield  and  his  lost  friends.  In  time  he  grew  to  despair  at  life.  Finally,  he  could  not  stand  to                    
stay  at  Ichidojani  any  more,  the  site  of  too  many  memories  about  people  now  lost.  He  set  out  on                    
the  road,  vaguely  hoping  that  his  journey  would  end  in  bleached  bones  when  some  bandit  or                 
wild   animal   would   finish   what   the   Oda   started.   
 
Instead,  Sobo  discovered  a  new  beauty  in  the  world  and  a  revival  of  his  art.  He  returned  and                   
wrote  a  masterful  series  of  poems  drawn  from  his  journey  and  his  war  experiences,  published                
as An  Account  of  Bleached  Bones .  Now  he  has  set  out  on  a  second,  longer  journey  along  the                   
Tokkaido  to  find  more  inspiration.  His  travels  currently  find  him  at  the  Copper  Kettle  in  the  town                  
of  Kawagoe,  near  the  heart  of  Oda  territory.  He  wonders  what  beauty  he  might  find  among  the                  
towns   of   his   former   enemies.  
Skills:   (+4)   Art,   (+3)   Empathy,   Notice   (+2)   Provoke,   Rapport,   Will   (+1)   Athletics,   Drive,   Melee,  
Physique  
Stress   and   Consequences:  

● 3   Physical,   3   Will  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● The  Ichijodani  Art  of  Appreciation  -  Sobo  may  use  Art  in  place  of  Empathy  on  Overcome                 

and  Create  Advantage  actions  to  uncover  Aspects  related  to  how  a  person  is  feeling  or                
Aspects   that   are   tied   to   a   strong   emotion   such   as   love,   fear,   or   hate.   

○ Sobo   gains   a   +2   on   such   rolls.  
● Ink  Incarnate  -  Sobo’s  haiku  are  so  full  of  life  that  they  speak  objects  and  plants  into                  

existence.  He  may  use  Art  for  Create  Advantage  rolls  to  create  a  tool,  object,  or  plant                 
that  can  aid  him  in  the  physical  world.  Such  objects  last  for  one  scene,  then  disappear  in                  
a   puff   of   breath.   

● Masterful  Artist  -  Sobo’s  training  in  Ichidojani  has  developed  a  surpassing  skill  in  poetry.               
He  gains  a  +3  rather  than  a  +2  when  he  invokes  Aspects  he  has  created  or  discovered                  
with   Art.  



Art   Skill  
The  art  skill  is  used  to  create  works  of  art,  whether  that  be  paintings,  poems,  statues,  songs,                  
dance,  or  dramatic  performances.  More  than  just  the  act  of  creation,  art  involves  the  emotional                
response  to  these  works.  Art  is  used  to  elicit  emotions,  whether  that  is  laughter  at  a  comedic                  
song,  sadness  at  a  tragic  play,  or  even  just  the  feeling  of  sublime  awe  from  viewing  a  beautiful                   
landscape.  

● Overcome  -  Art  is  rarely  used  to  directly  Overcome  an  obstacle,  but  it  might  be  used  to                  
represent  finishing  a  work  of  art  desired  by  a  client  or  in  a  contest  of  two  artists  to                   
produce  the  most  beautiful  work  of  art.  Alternatively,  two  poets  may  duel  in  a  haiku                
battle.   

● Create  Advantage  -  The  most  common  use  of  Art  is  to  create  Aspects  related  to  feelings                 
evoked  by  the  artwork.  These  can  put  an  audience  into  a  more  receptive  mood,  or                
inspire  them  to  riot.  Rapport  and  Provoke  can  leverage  these  feelings  to  influence  the               
audience  to  a  particular  action.  Art  may  also  be  used  to  inspire,  helping  the  audience  to                 
resist   intimidation   or   influence.  

● Attack   -   Art   cannot   be   used   to   harm   another.  
● Defend  -  Art  cannot  be  used  to  defend  against  emotional  manipulation,  intimidation,  or              

social   influence.   Will   is   used   to   defend   against   these   effects.  

Tokako  
Concept   -   Honor-Bound   Ronin,   Trouble   -   Sworn   To   An   Unworthy   Master,   Vigilant   Caravan  
Guard,   Hardships   Make   Or   Break   People,   Home   Is   Worth   Fighting   For  
Description  -  Tokako  was  a  young  page  in  service  to  Azai  Nagamasa,  the  clan’s  daimyo,  when                 
he  committed  seppuku  at  Odawara  Castle.  In  the  aftermath  of  the  clan’s  surrender  to  the  Oda,                 
Tokako  found  herself  without  a  master  to  serve.  She  returned  to  her  home  in  Ibuki  to  find  it  had                    
been  devastated  during  the  war.  The  other  retainers  of  the  Azai  had  all  they  could  do  to  take                   
care  of  their  own  households  and  could  not  take  on  another  unnecessary  soldier.  The               
Oda...well,   Tokako   was   not   yet   that   desperate.  
 
Looking  for  a  way  to  feed  herself  and  her  family,  Tokako  turned  to  the  life  of  a  wandering  ronin.                    
She  hunted  bandits,  protected  villages,  and  eventually  fell  in  with  a  travelling  Omi  merchant.               
Tokako  had  fallen  far  to  find  herself  in  service  to  the  reviled  merchant  class,  but  her  honor                  
demanded   that   she   serve   this   master   just   as   well   as   she   had   served   Nagamasa   himself.   
 
The  merchant’s  business  thrived  under  Tokako’s  protection,  and  with  his  recommendation            
Tokako  was  able  to  find  a  steady  series  of  jobs  escorting  caravans  through  the  Oda  territories                 
and  beyond.  Her  current  job  finds  her  travelling  along  the  Tokkaido  road  to  the  town  of                 
Kawagoe,  where  her  master,  Itagara  Tokihira,  plans  to  turn  south  toward  Yokkaichi  with  a               
shipment  of  machine  parts  for  the  Oda’s  shipyards.  Tokako  has  mixed  feelings  about  serving  the                
Oda’s  war  machine  even  indirectly,  but  the  pay  is  good,  her  family’s  home  still  needs  rebuilding,                 
and,   above   all,   she   has   agreed   to   take   the   contract.   Therefore,   she   intends   to   see   it   through.  
Skills:   (+4)   Will   (+3)   Melee,   Physique   (+2)   Drive,   Notice,   Strategy   (+1)   Empathy,   Investigate,  
Ranged,   Stealth  
Stress   and   Consequences:  



● 4   Physical,   4   Will  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● Bushido  -  Tokako’s  code  of  honor  means  that  she  will  never  betray  an  oath.  In  any  scene                  

where  she  invokes  or  is  Compelled  on Sworn  To  An  Unworthy  Master ,  she  gains  a  +2                 
to  Will  Defense  rolls.  She  cannot  be  forced  to  betray  this  oath  with  a  contest  of                 
persuasion,  nor  can  she  be  forced  to  betray  it  as  terms  of  being  Taken  Out.  She  can                  
reject  Compels  to  break  the  oath  without  spending  a  Fate  Point.  She  may  choose  to                
break  the  oath,  such  as  when  she  Concedes,  but  if  she  does  so  her  Aspect  changes  to                  
Abandoned  Her  Charge .  She  loses  access  to  the  Bushido  and  Makoto  powers  while              
she   has   this   new   Aspect,   and   she   cannot   change   it   until   a   Significant   Milestone.  

● Makoto  (Honesty)  -  Whenever  Tokako  declares  that  she  will  complete  a  task,  she  will               
endure  any  hardship  to  carry  it  out.  In  any  scene  where  she  invokes  or  is  Compelled  on                  
Sworn  To  An  Unworthy  Master ,  she  may  declare  a  task  related  to  the  oath.  She  gains                 
an  additional  Minor  Consequence  slot.  If  she  completes  the  task  by  the  end  of  the                
scene,  the  Consequence  slot  is  cleared.  Otherwise  it  must  be  healed  as  normal.  She               
cannot   use   this   power   again   until   the   Consequence   slot   is   cleared.  

● Kenjutsu  -  Tokako  has  received  the  sword  training  of  the  Azai.  She  gains  a  +2  on                 
Defense  rolls  with  Melee,  and  may  use  Melee  to  defend  against  ranged  attacks.  She  is                
also  a  member  of  the  Kage-ryu  school  of  kenjutsu,  which  emphasizes  soldiers  fighting              
together  on  the  battlefield.  She  gains  a  Boost  whenever  she  attacks  an  opponent  who               
has   attacked   one   of   her   allies   since   her   last   turn.  

 
Note  -  Many  of  Tokako’s  abilities  rely  on  her  oath.  The  FM  may  consider  allowing  Tokako  to                  
adopt Home  Is  Worth  Fighting  For  as  a  second  oath  when  she  goes  to  rescue  the  people  of                   
Kawagoe.  This  would  mean  that  Tokako  gains  the  benefits  of  Bushido  and  Jisei  whenever  she                
invokes  or  is  Compelled  on  that  Aspect.  However,  the  player  must  be  careful  that  they  do  not                  
violate  either  oath  during  play,  as  doing  so  means  that  they  immediately  lose  the  benefits  of                 
both   Bushido   and   Makoto.  

Rin  
Concept   -   Peaceful   Monk   On   Pilgrimage,   Trouble   -   Conflict   Brings   Suffering,   Avoid  
Rather   Than   Check,   Check   Rather   Than   Harm,   What   The   Eye   Cannot   See  
Description  -  Rin  is  a  monk  initiate  from  Kyoto,  studying  among  monks  who  had  taken  a  neutral                  
position  in  the  conflict  between  the  Oda  and  the  Ikko-Ikki.  To  these  monks,  the  struggle  for                 
dominance  in  Japan  was  simply  a  continuation  of  the  cycle  of  suffering  in  the  world.  Instead  of                  
engaging  in  the  war  for  reality,  Rin  spent  their  time  meditating  on  the  illusion  of  Maya  and  the                   
truth   that   there   was   no   reality.  
 
In  this  study,  Rin  internalized  the  unreality  of  their  own  body.  They  learned  that  the  limits  of  the                   
body  they  were  accustomed  to  were  no  more  than  habits  of  mind.  Even  the  air  they  were                  
breathing  was  not  real,  and  so  Rin  learned  to  push  their  body  beyond  its  limits.  They  even                  
learned  to  leave  their  body  behind  and  travel  the  world  as  pure  consciousness.  In  this  process,                 
they  abandoned  concepts  of  gender  and  other  divisions  based  on  bodily  traits.  They  also               
studied  the  martial  arts,  learning  the  monastery’s  values  of  pacifism  by  learning  how  to  disable                
others   with   minimal   harm.  



 
Rin’s  mentors  were  pleased  with  their  progress  and  promoted  them  to  the  rank  of  sojo.  With                 
this,  Rin  was  sent  out  from  the  monastery  to  continue  their  learnings  out  in  the  world.  They  have                   
been  instructed  to  travel  for  one  year,  visiting  other  shrines  and  priests  to  learn  what  wisdom                 
they  can,  and  to  do  good  deeds  in  the  world  as  part  of  their  obligation  to  others.  This  journey                    
has  brought  them  to  Kawagoe,  where  they  hope  to  learn  from  the  Shinto  shrine  guardians,  who                 
have  connections  to  Otherworlds  like  the  realms  of  spirits  and  ghosts.  Rin  is  interested  in  these                 
other  layers  of  reality,  and  hopes  to  expand  their  consciousness  to  encompass  these  other               
realms.  
Skills:   (+4)   Will   (+3)   Empathy,   Physique   (+2)   Athletics,   Melee,   Stealth   (+1)   Lore,   Notice,  
Provoke,   Rapport   
Stress   and   Consequences:  

● 4   Physical,   4   Will  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● Detachment  -  Rin  may  use  Will  to  defend  against  physical  attacks  such  as  from  Melee  or                 

Ranged.  In  any  scene  where  they  have  not  invoked  or  been  Compelled  on  one  of  their                 
character   Aspects,   they   gain   a   +4   on   Will   Defense   rolls.  

● Chi  -  Rin  is  able  to  control  their  body  to  give  themselves  increased  strength  and  agility.                 
They   gain   a   +2   on   Overcome   and   Create   Advantage   rolls   using   Athletics   and   Physique.  

● Astral  Projection  -  Rin  recognizes  that  the  physical  world  is  a  projection  of  how  minds                
are  connected.  They  may  project  their  mind  along  these  connections,  viewing  others             
remotely  as  long  as  they  are  in  contact  with  something  connected  to  that  person  -  such                 
as  holding  a  personal  item  or  touching  a  wall  visible  to  both  parties.  Rin  may  use                 
Empathy  in  place  of  Notice  for  Overcome  and  Create  Advantage  rolls  related  to  this               
seeing.  

Eriko  
Concept   -   Fiery   Tempered   Shrine   Guardian,   Trouble   -   Frustrated   Woman   Of   Action,  
Chosen   Of   Otoshigo,   Champion   Archer,   Proud   Parents   And   Neighbors  
Description  -  Eriko  grew  up  in  Kawagoe,  where  her  ESPer  abilities  began  to  manifest  as  she                 
entered  adolescence.  Seeing  her  as  a  yorimashi,  touched  by  the  gods,  her  parents  began               
sending  her  to  the  local  shrine  for  training  after  school.  When  she  graduated,  she  entered  the                 
service  of  the  shrine  full  time  as  a  miko  -  a  priestess  and  guardian.  This  delighted  her  parents                   
and  neighbors,  who  see  her  as  a  plucky  local  kid  made  good.  They  all  love  to  stop  and  talk  with                     
their   home-town   shrine   maiden,   which   can   be   a   little   aggravating   to   Eriko   when   she   is   in   a   hurry.  
 
The  spirit  of  the  shrine,  Tatsuno  Otoshigo,  showed  his  favor  for  the  young  guardian  when  he                 
bestowed  on  her  the  sacred  bow Tatsuyumi .  This  bow,  shaped  like  a  sea-horse  with  its  back                 
arched  to  provide  the  curve  of  the  bow,  has  the  same  form  as  the  luck  god  who  lives  in  the                     
shrine.  Otoshigo  placed  a  representation  of  the  bow  in  Eriko’s  body  as  a  birthmark.  She  can                 
draw  the  weapon  from  the  mark  using  her  ESPer  power.  Otoshigo  likes  to  show  his  favor  in                  
other  ways  too,  usually  manifesting  as  a  series  of  good  humoured  pranks  at  Eriko’s  expense.                
She  lacks  the  skill  to  be  able  to  see  or  talk  to  the  god  clearly,  but  whenever  her  laundry                    
somehow  ends  up  hanging  from  the  shrine’s  gate  or  a  tub  of  water  takes  an  unlikely  tumble,  she                   
knows   the   “Dragon’s   Bastard   Son”   is   likely   to   blame.   



 
As  a  shrine  guardian,  Eriko  is  responsible  for  maintaining  the  balance  between  the  physical  and                
spiritual  worlds  in  Kawagoe.  This  has  grown  more  difficult  since  the  Oda  naval  shipyards  began                
to  operate  in  the  nearby  city  of  Yokkaichi.  The  pollution  spewed  by  this  activity  has  disrupted  the                  
natural  world  in  the  region,  and  Eriko  spends  a  great  deal  of  time  soothing  the  spirits  while                  
working  with  the  locals  to  behave  in  a  more  sustainable  manner.  She  is  frustrated  by  this,  as                  
she  is  a  woman  of  action  more  than  of  words.  Unfortunately,  there  is  little  she  can  do  about  the                    
Oda  and  their  activities.  Shooting  their  soldiers  or  blowing  up  their  supplies  would  only  bring                
down  further  trouble  on  the  town  without  slowing  the  environmental  devastation,  so  Eriko  simply               
grits   her   teeth   and   continues   to   do   her   job.  
Skills:   (+4)   Ranged   (+3)   Athletics,   Notice   (+2)   ESP,   Physique,   Will   (+1)   Contacts,   Empathy,  
Lore,   Rapport   
Stress   and   Consequences:  

● 3   Physical,   3   Will,   3   Kekkai  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● Yorimashi  -  Eriko  has  access  to  the  ESP  skill.  Her  training  as  a  shrine  guardians  grants                 

her   several   additional   uses   of   the   power.  
○ Overcome  -  Shrine  guardians  can  use  ESP  to  seal  away  a  spiritual  energy  or  to                

break  a  seal  using  the  Overcome  action.  This  might  be  used  to  trap  a  minor                
kami,   to   end   an   ongoing   supernatural   effect,   or   to   break   a   magical   lock.  

○ Create  Advantage  -  Shrine  guardians  know  many  prayers  that  can  be  helpful             
when  dealing  with  spiritual  beings.  They  might  create  a Ward  that  helps  them  to               
keep  kami  out  of  a  building,  or  scribe  the Seal  of  Fire  onto  a  prayer  strip  to  make                   
a   weapon   particularly   effective   against   kappa   and   other   water   kami.   

○ Attack  -  The  shrine  guardian  cannot  use  ESP  to  directly  harm  another  being              
without   further   Extras.   

○ Defend  -  ESPers  have  an  innate  ability  to  resist  supernatural  powers  which  is  not               
expanded   by   the   shrine   guardian’s   training,   but   see   their   abilities   below.  

○ Special  -  The  shrine  guardian  may  take  a  Create  Advantage  action  to  affix  a               
prayer  strip  to  a  weapon  or  person.  For  the  rest  of  the  scene,  attacks  with  Melee                 
or  Ranged  made  by  the  weapon  or  person  are  effective  against  incorporeal             
beings.   

○ Special  -  The  shrine  guardian  gains  a  +2  bonus  on  Defense  rolls  with  ESP               
against  the  supernatural  abilities  of  spirits,  ghosts,  and  Kaiju.  They  cannot  use             
ESP   to   defend   against   physical   or   mental   attacks   from   such   creatures.  

● Goshintai  -  Eriko  has  been  blessed  by  the  spirit  of  the  Kawagoe  shrine,  who  has  placed                 
a  sacred  object  within  her.  This  blessed  bow  is  named Tatsuyumi -  the  dragon  bow.  It                 
enhances   Eriko’s   abilities   to   defend   the   shrine   using   her   Ranged   skill.  

○ At  any  time,  Eriko  may  take  a  Mild  or  greater  Consequence  to  draw Tatsuyumi               
from   her   body.   The   name   of   the   resulting   consequence   is    Tatsuyumi .  

○ At  the  beginning  of  the  scene  and  at  the  start  of  each  of  Eriko’s  turns  in  a  conflict,                   
if  the Tatsuyumi Aspect  has  no  free  invocation,  it  gains  one  free  invocation.              
Eriko  is  the  only  one  who  can  use  this  free  invocation.  It  may  be  used  to  enhance                  
Ranged   skill   rolls.  



● Kekkai  -  Eriko  is  able  to  form  magical  barriers  using  her  ESP  skill.  This  grants  her  a                  
special  Kekkai  stress  track,  given  under  Stress  above.  This  stress  track  can  be  used  to                
absorb   both   physical   and   mental   stress.  

ESP   Skill  
In  a  world  where  reality  is  so  fluid,  there  are  many  who  exhibit  strange  one-off  abilities  that  are                   
outside  the  normal  structure  of  the  clans.  Such  individuals  are  referred  to  as  ESPers,  after  the                 
most  common  ability  evidenced  by  such  half-awoken  minds,  extra-sensory  perception.  For  the             
most  part,  these  individuals  do  not  possess  a  full  enlightenment  about  the  nature  of  Maya  and                 
the  associated  ability  to  shape  reality  around  them.  Rather,  they  possess  some  quirk  of               
perception  or  will  that  gives  them  a  power  outside  the  normal  bounds  of  things.  This  power  is                  
fairly  consistent,  and  ESPers  rarely  grow  beyond  it.  Some  traditions,  such  as  the  Kikiwa  Shrine                
Guardians,  recruit  and  train  such  exceptional  people  in  a  formalized  way.  There  are  rare  ESPers                
do  manage  to  achieve  enlightenment  and  develop  their  own  definition  of  reality,  giving  rise  to  a                 
more   comprehensive   suite   of   powers.   
 
The  ESP  skill  is  used  to  represent  the  ESPer’s  skill  in  using  their  unique  power.  The  exact                  
scope  of  the  skill  depends  on  the  power,  defined  in  several  stunts  under  the  ESP  skill.  However,                  
all   ESPers   can   use   ESP   for   the   following   actions:   

● Overcome  -  ESPers  are  sensitive  to  fluctuations  in  reality,  and  can  use  ESP  to  detect                
deviations  from  local  reality  such  as  Kaiju  intrusions,  places  where  Otherworlds  touch  on              
Maya,  Otherworldly  beings  like  spirits  and  ghosts,  the  use  of  magical  powers  (including              
ESPer  powers),  the  effects  of  Reality  Shaping,  and  anything  else  that  would  be              
considered   “supernatural.”  

● Create  Advantage  -  ESP  can  be  used  to  create  Aspects  related  to  the  influence  of  the                 
supernatural  on  a  place  or  person.  You  may  become  aware  that  a  particular  house  is                
Haunted ,  or  be  able  to  take  advantage  of  an Otherworldly  Portal .  You  can  use  ESP  to                 
observe  the  influence  of  the  supernatural  on  a  person,  such  as  noticing  that  they  are                
Possessed    or    Cursed    in   some   manner,   and   learn   how   to   take   advantage   of   that.  

● Attack  -  ESP  cannot  generally  be  used  to  attack,  though  several  powers  provide  the               
means   to   injure   others.   

● Defend  -  ESP  can  be  used  to  defend  against  supernatural  attacks,  such  as  those  made                
by   ESP   or   Reality   Shaping.   

Hayato  
Concept   -   Laid   Back   Gambler   With   A   Mysterious   Past,   Trouble   -   Spying   Carries   The  
Death   Penalty,   Kawagoe   Is   My   Town,   Everybody’s   Big   Brother,   Undercover   Ninja  
Description  -  Hayato  has  lived  in  Kawagoe  for  the  last  two  years,  operating  a  gambling                
establishment  out  of  the  back  of  the  Copper  Kettle  Inn.  Such  activity  is  technically  illegal,  but  he                  
makes  a  point  of  keeping  the  games  fair  enough  that  nobody  complains  to  the  authorities.  He                 
also  has  connections  to  the  petty  crime  in  the  area,  hiring  local  thugs  to  retrieve  gambling  debts                  
and   branching   out   into   a   pawn   shop   selling   dubious   goods.  
 
Though  Hayato  is  a  relatively  recent  arrival  to  Kawagoe,  he  has  deeply  embedded  himself  in  the                 
community.  People  sometimes  forget  that  he  did  not  always  live  in  the  town,  and  many  of  the                  



younger  criminals  view  him  as  a  reliable  older  brother.  They  have  a  deep  sense  of  loyalty  to  the                   
gambler,  who  repays  that  loyalty  with  advice  and  protection.  Hayato  once  lived  a  life  of  low  level                  
crime  himself,  so  feels  a  kinship  to  the  outcastes  and  troublemakers  of  the  town.  He  even  still                  
has  a  few  skills  from  that  life,  though  they’ve  gotten  a  little  rusty  since  the  days  he  was  picking                    
pockets   and   slipping   into   noble’s   estates.  
 
Hayato  is  also  a  ninja  from  the  Koga  clans.  After  the  Oda  conquered  Kyoto,  delivering  a  serious                  
blow  to  the  Koga  along  the  way,  the  elders  of  the  clans  expanded  their  spy  operations  in  Oda                   
territories.  Hayato  has  been  gathering  information  from  the  passing  merchants  he  fleeces  and              
the  petty  criminals  he  fosters  connections  with.  In  particular,  he  is  keeping  a  close  eye  on  the                  
naval  activities  in  Yokkaichi.  A  powerful  Oda  fleet  would  be  a  game  changer  in  their  conflict  with                  
the  Ikko-Ikki  in  Osaka.  The  Koga  elders  have  not  decided  whether  or  not  that  is  something  they                  
should  interfere  with.  If  they  do  decide  to  interfere,  it  will  likely  be  up  to  Hayato  to  coordinate  the                    
mission.  
Skills:   (+4)   Deceive   (+3)   Contacts,   Lore   (+2)   Melee,   Resources,   Stealth   (+1)   Athletics,   Burglary,  
Empathy,   Notice  
Stress   and   Consequences:  

● 2   Physical,   2   Will  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● Homeland  Advantage  -  Hayato  has  deeply  embedded  himself  in  Kawagoe,  and  knows             

the  town  like  the  back  of  his  hand.  While  he  is  operating  there  he  has  several                 
advantages:  

○ When  Hayato  spends  a  Fate  Point  to  create  a  useful  detail  about  Kawagoe,  such               
as  knowing  where  to  find  cover  or  the  best  back-alley  routes,  he  gains  one  free                
invocation   of   the   resulting   Aspect.  

○ When  Hayato  creates  an  Aspect  using  the  Create  Advantage  action  with  Lore             
related   to   Kawagoe,   he   gains   one   more   free   invocation   than   normal.  

● Shadow  Warrior  -  Hayato  is  able  to  make  himself  appear  where  he  is  not  by  casting  his                  
shadow  as  an  illusory  double.  When  an  opponent  strikes  at  this  double,  Hayato  takes               
advantage   of   the   distraction   to   make   a   devastating   attack   of   his   own.  

○ Hayato   begins   each   scene   with   an   additional   Minor   Consequence   slot.  
○ When  Hayato  assigns  stress  to  this  slot,  he  fills  it  with  the Misdirection  aspect.               

He  gains  one  free  invocation  of  this  aspect,  which  can  be  used  to  enhance  rolls                
made   against   the   person   who   inflicted   the   stress   on   the   aspect.  

○ The  aspect  is  cleared  at  the  end  of  the  scene  or  when  Hayato  passes  a  Fair  (+2)                  
Overcome   roll   with   Deceive   to   cast   out   his   shadow   again.  

● Shadow  Vanish  -  Hayato’s  ninja  training  enables  him  to  vanish  from  plain  sight  by               
merging   his   body   into   the   surrounding   shadows.   

○ Hayato  may  spend  a  Fate  Point  to  vanish  from  plain  sight.  He  gains  the               
Vanished    Situational   Aspect.   

○ Hayato  may  not  be  targeted  with  Attack  or  Create  Advantage  actions  while  he              
has   the    Vanished    Aspect.   

○ Hayato  loses  the Vanished  Aspect  when  he  invokes  it,  targets  a  character  with              
an  Attack  or  Create  Advantage  action,  or  when  an  enemy  succeeds  at  an              
Overcome   action   with   Notice   opposed   by   his   Stealth.  



○ While  within  a  shadowed  area,  Hayato  may  gain  the Vanished Aspect  as  a              
Create  Advantage  action  using  Stealth  on  his  turn,  without  having  to  spend  a              
Fate   Point.  

Kiichi  
Concept   -   First   Class   Postal   Witch,   Trouble   -   Can’t   Resist   The   Call   Of   Adventure,   Neither  
Snow   Nor   Rain   Nor   Heat   Nor   Gloom   Of   Night   Shall   Keep   Me   From   My   Appointed   Rounds,  
Veteran   Of   The   Battle   Of   Anegawa,   My   Regular   Customers,   Universal   Connection  
Description  -  Kiichi  works  for  the  Matsudaira  Postal  Service,  delivering  high  priority  messages              
and  packages  using  his  trusty  flying  broom.  His  regular  route  takes  him  beyond  the  borders  of                 
the  Matsudaira  clan,  flying  messages  and  packages  across  Ise  Bay  to  Port  Yokkaichi  and  the                
surrounding   towns.   This   route   includes   Kawagoe.  
 
Kiichi  was  trained  in  witchcraft  by  his  parents,  who  hoped  he’d  continue  the  family’s  apothecary                
business  in  their  small  town.  However,  flying  was  always  his  first  love,  and  during  his  two  years                  
of  mandatory  military  service  he  joined  the  messenger  corps  for  the  Matsudaira  Air  Force.  He                
delivered  orders  and  supplies  during  the  campaigns  against  the  Azai  and  Asakura,  and  he  came                
under  heavy  fire  at  the  Battle  of  Anegawa.  After  this  he  returned  home  and  took  the  job  with  the                    
Postal   Service.  
 
Kiichi  lives  for  the  thrill  of  flight  and  the  joy  of  meeting  new  people.  He  takes  pride  in  his  service                     
delivering  essential  messages  and  packages,  and  has  made  many  friends  among  the  regulars              
on  his  route.  This  includes  Hayato,  the  gambler  who  lives  at  the  Copper  Kettle,  who  maintains  a                  
lively  correspondence  with  several  individuals  in  Yokkaichi,  Gifu,  and  in  Nagoya  itself.  He  also               
brings  regular  shipments  of  herbs  and  spices  from  his  parents  for  Ms.  Ane,  the  proprietor  of  the                  
Copper  Kettle,  who  uses  them  in  her  brewery.  He  delivers  notes  between  Minoru,  a  young                
elementary  student  in  Kawagoe,  and  his  penpal  Naoya  in  Nagoya,  and  he  carries  letters               
smelling  heavily  of  perfume  to  the  Sagara  house  by  the  beach.  Kiichi  presumes  that  someday                
he  might  want  to  return  home  and  settle  down  in  the  family  business,  but  for  now  the  skies  still                    
call   to   him.   
Skills:   (+4)   Drive   (+3)   Rapport,   Witchcraft   (+2)   Athletics,   Contacts,   Ranged   (+1)   Lore,   Notice,  
Physique,   Will  
Stress   and   Consequences:  

● 3   Physical,   3   Will  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● Nagoya  Witch  -  Kiichi  is  part  of  a  long  tradition  of  witches  from  the  Nagoya  region  dating                  

back  to  the  Omi  Rebellion.  These  witches  operate  along  the  Rule  of  Return,  which  states                
that   whatever   energies   a   witch   puts   out   into   the   world   will   return   to   them.  

○ Kiichi   has   access   to   the   Witchcraft   skill.  
○ Kiichi   gains   an   additional   character   Aspect   called    Universal   Connection.  
○ The  first  time  in  a  scene  where  Kiichi  does  a  good  turn  for  another,  endures                

adversity  he  didn’t  deserve,  explores  the  supernatural  world,  or  experiences  the            
joy  of  flight,  he  gains  a  free  invocation  of Universal  Connection.  He  gains  one               
invocation   for   each   condition   met   in   the   scene.  



○ Universal  Connection  can  be  used  to  boost  any  Witchcraft  roll,  or  another  skill  if               
the  help  comes  as  a  direct  result  of  the  way  the  free  invocation  was  gained.  The                 
person  Kiichi  helped  returns  the  favor,  or  the  lesson  he  learned  is  applicable,  or               
the   spirit   he   befriended   in   his   explorations   gives   him   help.  

○ Kiichi  must  spend  one  invocation  of Universal  Connection  any  time  he  uses             
Witchcraft  to  make  an  attack  against  another  character.  If  he  cannot  or  will  not               
pay  this  karmic  debt  from  stored  invocations  of Universal  Connection ,  he  takes             
two   stress   instead   as   his   ill   intent   rebounds   upon   him.  

○ Kiichi’s  skill  limits  how  many  free  invocations  of Universal  Connection he  can             
spend   at   a   time.   Kiichi   may   spend   2   invocations   on   a   single   roll.   

● Nagoya  Broom  -  The  Nagoya  witches  are  known  for  their  spells  related  to  flight.  Brooms                
made  by  Kiichi  and  other  Nagoya  witches  are  exceptionally  good  at  flight,  almost  piloting               
themselves.  

○ Kiichi’s  broom  allows  him  to  fly.  Maneuvering  rolls  use  Drive,  and  the  broom              
provides  a  +1  Teamwork  bonus  for  these  rolls.  The  broom’s  rider  is  considered  to               
have  a  Drive  skill  1  point  higher  for  the  maximum  Teamwork  bonus  they  can               
receive.  

○ Kiichi   gains   new   uses   of   the   Witchcraft   skill.   
■ Overcome  -  The  witch  may  levitate  or  animate  an  object  or  character  to              

overcome  an  obstacle,  such  as  lifting  someone  out  of  a  deep  pit  or  raising               
a  ship  from  the  bottom  of  the  sea.  The  witch  may  move  the  object  or                
character   one   Zone   on   a   success   or   two   Zones   on   a   success   with   style.  

■ Create  Advantage  -  Levitation  can  be  used  to  create  a  variety  of             
advantages,  such  as  lifting  a  foe  off  their  feet  to  impede  their  movement              
or  rapidly  throwing  every  object  in  the  room  at  the  door  to  create  a               
barricade.  

■ Attack  -  While  witchcraft  can  be  used  to  provide  an  array  of  deadly              
projectiles  to  fling  at  an  opponent,  actually  striking  an  opponent  with  these             
projectiles  still  uses  the  Ranged  skill.  Such  attacks  do  not  count  as             
harming  a  foe  with  Witchcraft,  and  the  witch  does  not  have  to  spend              
Universal   Connection    to   balance   the   cosmic   scales   of   such   an   attack.  

■ Defend  -  Levitated  objects  can  provide  concealment  and  cover  for  the            
witch,  but  taking  advantage  of  that  cover  still  requires  the  Athletics  skill.             
Deflecting  an  attack  with  a  levitated  object  uses  the  Melee  skill.  The  witch              
may  use  Witchcraft  to  defend  against  actions  that  would  cause  them  to             
move,  such  as  being  shoved  with  Physique  or  being  tossed  by  another             
witch  using  this  power.  They  levitate  themselves  to  oppose  such           
movement.  

● Camaraderie  -  The  strength  of  the  Matsudaira  clan  comes  from  the  bonds  between  their               
people.  Whenever  Kiichi  invokes  or  is  Compelled  on My  Regular  Customers ,  he  gains              
a   +2   on   Defense   rolls   with   Athletics,   Physique,   and   Will   for   the   rest   of   the   scene.  

Witchcraft   Skill  
The  Witchcraft  skill  represents  a  form  of  spellcasting  that  is  down  to  earth,  and  is  often  the                  
province  of  local  practitioners,  both  men  and  women,  that  provide  services  to  the  common               
people.  It  does  not  require  esoteric  training  or  exceptional  willpower,  but  rather  is  taught  as  a                 



series  of  practical  measures  passed  down  from  generation  to  generation.  These  secrets  are  not               
widely   known,   and   it   takes   an   Extra   or   a   Stunt   to   be   able   to   access   the   Witchcraft   skill.  
 
The  core  skill  of  witchcraft  centers  on  practical  knowledge  of  the  natural  and  spiritual  world.                
Most  witches  have  a  working  knowledge  of  which  herbs  are  useful  for  healing  and  which  are                 
harmful,  as  well  as  how  to  prepare  the  herbs  to  get  maximum  potency  or  to  mix  them  for                   
enhanced  effects.  Witches  also  learn  about  the  supernatural  world  around  them,  collecting             
knowledge  on  how  to  placate  local  spirits,  how  to  drive  off  hostile  spirits,  and  how  to  bargain                  
with  beneficial  spirits.  Many  witches  go  on  to  develop  further  powers,  which  are  the  subject  of                 
stunts   described   below.  

● Overcome  -  Use  Witchcraft  to  recall  a  fact  about  the  supernatural,  or  to  find  a  useful                 
herb.  It  can  be  used  to  hedge  a  spirit  out  of  a  location  with  cold  iron  or  drive  it  away,                     
though   more   powerful   spirits   may   require   multiple   successful   checks   to   repel.  

● Create  Advantage  -  Witchcraft  can  be  used  to  create  a  variety  of  Aspects,  such  as                
brewing  a  potion  to  enhance  someone’s  vitality  or  mixing  a  poison  to  strike  down  a  foe                 
from  stealth.  They  may  also  prepare  charms,  unguents,  and  poultices  that  are  effective              
against   spirits   and   other   supernatural   influences.  

● Attack  -  Witchcraft  is  not  generally  used  to  attack  directly,  though  the  Aspects  it  creates                
can   be   very   deadly   when   they   enhance   another   form   of   attack.  

● Defense  -  Witchcraft  cannot  be  used  to  defend  against  physical  or  mental  attacks              
directly,  though  the  Aspects  produced  by  Witchcraft  can  be  useful  for  defense.  It  can  be                
used  to  defend  against  supernatural  attacks,  such  as  from  spirits  or  from  witches  who               
have   mastered   hex   spells.  

● Special   -   The   Witchcraft   skill   can   be   used   to   treat   a   physical   Consequence.  

Azumi  
Concept   -   Down   To   Earth   Cyborg   Mechanic,   Trouble   -   This   Arm   Is   Worth   More   Than   I   Am,  
Workers   Gotta   Stick   Together,   Trusty   Giant   Wrench,   See   Here’s   Your   Problem  
Description  -  Azumi  comes  from  a  poor  working  class  family  living  in  Gifu.  The  neighborhood                
she  grew  up  in  was  filled  with  crime  and  empty  of  job  opportunities,  so  she  joined  the  military  as                    
a  way  out.  There  she  discovered  she  had  mechanical  aptitude  and  was  assigned  to  the  motor                 
pool.  
 
As  the  Oda  mastered  the  production  of  cybernetic  enhancements,  they  began  to  work  their  way                
down  to  the  enlisted  ranks.  Getting  a  cybernetic  upgrade  meant  a  big  bump  in  rank  and  pay,  so                   
Azumi  went  ahead  and  signed  up.  She  jokes  that  it  cost  her  an  arm  and  a  leg,  or  at  least  a                      
couple  arms,  but  that  it  was  worth  it.  She  was  assigned  to  new  naval  shipyards  in  Yokkaichi,                  
where   her   cybernetic   enhancements   have   enabled   her   to   do   the   jobs   of   10   regular   workers.  
 
Azumi  has  come  to  Kawagoe  on  leave.  The  dives  and  dockside  taverns  in  Yokkaichi  are  choked                 
with  smog  from  the  construction  efforts.  Kawagoe  still  has  fresh  air  and  sandy  beaches,  and  the                 
brews  at  the  Copper  Kettle  aren’t  half  bad  either.  She  spends  her  days  lounging  on  the  beach                  
and  her  evenings  losing  her  pay  to  Hayato  at  cards.  All  in  all  it’s  not  a  bad  life,  and  the  vacation                      
has   gone   on   just   long   enough   that   she’s   looking   forward   to   getting   back   to   work.  
Skills:   (+4)   Craft   (+3)   Melee,   Physique   (+2)   Athletics,   Drive,   Hacking   (+1)   Notice,   Provoke,  
Ranged,   Will  
Stress   and   Consequences:  



● 4   Physical,   3   Will  
● Mild,   Moderate,   Severe,   Critical  

Extras:  
● Refresh:   3  
● Cybernetic  Arms  -  Azumi  has  had  her  arms  replaced  by  mechanical  upgrades.  They  give               

her   a   +2   on   Attack   and   Overcome   rolls   with   Melee   and   Physique.  
● Cybernetic  Tools  -  Azumi’s  cybernetic  arms  have  many  tools  built  into  them  that  help  her                

with  her  duties  as  a  mechanic.  They  give  her  a  +2  on  Create  Advantage,  Defense,  and                 
Overcome   actions   with   Craft   on   any   task   that   benefits   from   such   tools.  

● Armor  2  -  Azumi  wears  a  suit  of  armor  issued  to  her  by  the  Oda  military.  She  has                   
reinforced  it  with  scrap  metal  from  the  jobs  she  worked  on,  giving  it  a  bit  more  protection                  
than  normal.  She  reduces  damage  taken  from  physical  attacks  by  2  shifts,  to  a  minimum                
of   zero.  

Hacking   Skill  
The  Hacking  skill  relates  to  the  collection,  organization,  and  dissemination  of  information  in  a               
computer  environment.  It  is  similar  to  Investigate  and  Notice,  but  those  relate  to  finding  things                
out  in  physical  proximity  to  the  character.  If  the  hacker  has  access  to  a  networked  computer                 
system,  such  as  the  internet,  then  their  ability  to  find  information  can  extend  to  the  whole  world  -                   
and   beyond.   

● Overcome  -  Hacking  may  be  used  in  an  Overcome  action  where  there  is  some  obstacle                
to  discovering  information.  It  might  be  used  to  bypass  network  security,  to  decrypt  an               
encrypted  file,  or  simply  to  find  information  that  is  obscure  or  lost  deep  in  a  forgotten  file                  
structure.   

● Create  Advantage  -  Hacking  can  be  used  to  discover  or  create  a  wide  variety  of  Aspects                 
about  people,  places,  objects,  and  events,  as  long  as  the  information  can  plausibly  be               
found  in  a  computer  system  accessible  to  the  hacker.  Given  sufficient  time  and  access               
(which  may  be  established  with  an  Overcome  roll),  the  hacker  can  conceivably  find  out               
anything.  

● Attack   -   Hacking   is   not   used   to   attack.   
● Defend  -  Hacking  may  be  used  to  oppose  another  person’s  efforts  to  hack  your               

computer  systems.  It  can  also  be  used  when  attempting  to  obscure  your  own  hacking               
efforts   from   people   trying   to   protect   their   networks.   

 


