Iron & Silk

with it this damage bonus increases to 8. Dragon
antlers can also be used for parrying Martial Arts
attacks (+2 Dodge AV). Only mystical weapons can
break dragon antlers.

Appliance +2(13)/S5...512/5

This is a catch-all entry for the many ubiquitous
household appliances of the twentieth century,
from dishwashers and ovens to microwaves and
washing machines. If it has a hinged, metal door,
you can swing it open to strike your foes and slam
it shut to strike them again. With a ...2 AV, you can
do it all at once and enjoy a +4 total damage rat-
ing. Most appliances canet be knocked over but
can be dropped on someone. Use a called shot to
catch someoness hands or feet in a blender or a
hot stove (8 damage).

+1/4/5P

Strangely, severed arms are a pretty common sight
in rural Han graveyards, where bodies are not so
much cremated as they are dismembered and scat-
tered to the four winds by lying, cheating, pseudo-
priests who are too lazy to properly bury the dead.
An arm makes a good impromptu club, especially
if ites fresh and still in the midst of rigor. Give
yourself a plus 1 damage bonus if you do some-
thing clever with it in battle, such as Moe-poking

a goon in the eyes, or pimp-slapping him into the
fifth dimension.

Arm, Human

Arm, Jiang Shi +1/4/P

Same as a human arm, except it comes from a
hopping vampire. It induces temporary paraly-
sis in a struck opponent for 1 shot if your
attack roll beats his Constitution score. While
not exactly common, jiang shiarms can
sometimes be found in remote graveyards.

Arm, Zombie +0/4/3P

The gu hun,or <zombieZ,arm is identical to a
human arm except for two things: It stinks to

high heaven, and it sheds papery bits of dried
skin. Fortunately, if you are the one wielding it
then youere immune to its debilitating effects. (If
youeve got the chutzpahto beat other people with
a dead blokess arm, then youere perfectly capable
of taking a little rancid dandruff.) In the event
that your attack roll beats your opponentes
Constitution score then a wracking bout of nausea
overcomes him for 2 shots.

Ashbin +3/S3/1

This is a red tin drum used by normal Han folk
for burning ghost money. It is about as large as a
regular-sized pail, and is usually filled with a thick
layer of ash. Any stunt where

the can is stuffed over an

opponentes head results in

blindness for 2 shots. If

there happens to a big wad

of flaming ghost money

inside at the time

you use it,

you deal

out
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