
Legendary Creatures of Nihon
Bakemono-sho (Goblin Warrior)
Bakemono-sho are small, humanoid goblins. Their 
skin is warty and almost the same color as humans. 
They are usually unkempt and uncouth. They are 
slow-witted and easily confused and persuaded. 
Bakemono-sho are found in groups of  10-20 
individuals, though lesser numbers are not 
uncommon. When in larger numbers they like to bully 
humans, but will flee if  it appears that there are 
enough humans or others to offer a fair fight.
Profession: Fighter
(Bakemono-sho do not get Double Trouble).
STR: 1, DEX: 2,INT:1, KI: 1.
AGI: 4, CFT: 3, FTG: 4, KNW: 2, PCP: 2,PRS: 2, 
STG: 3, SPD: 3, STL: 3, TGH: 2.
Armor: Shield only
Weapons: Spear or Bow, and a Knife

Dai-Bakemono (Hobgoblin)
Physically, the Dai-Bakemono appear much the same 
as Bakemono-sho. except that they are 3 to 4 feet taller 
(6 to 7 feet high). Their personal appearance and 
mode of  dress are much cleaner, bordering on the 
elegant. They are considered by some to be the 
“samurai” of  the Bakemono. They are usually 
intelligent. Dai-Bakemono are cultured goblins with a 
strong esthetic sense. Most are versed in the manners 
and customs of  society in Nihon. As such, they 
consider themselves to be on the level of  Samurai 
(even if  human Samurai would vehemently disagree!) 
In combat they favor the sword or Katana (no +1 to 
damage roll)
Profession: Samurai
STR: 2, DEX: 2, INT: 3, KI: 1.
AGI: 4 , CFT: 5, FTG: 5, KNW: 6, PCP: 4,
PRS: 2, STG: 5, SPD: 4, STL: 3, TGH: 3.
Armor: medium armor
Weapons: Sword

O-Bakemono (Ogre)
O-Bakemono are big (6 to 8 feet tall), dumb ogre-like 
creatures. They are uncouth and unkempt. Most are 
smooth-skinned, but some are scaled. All O-
Bakemono tend to wear foul smelling, patched clothes 
or skins. They are eaters of  human flesh and lovers of  
sake. Due to their size, it takes three times the normal 
amount of  alcohol to affect one (just in case you were 
trying to get one drunk!). O-Bakemono are also hated 
for what they do to women they capture. They favor a 
stout club as a weapon. 
Profession: Barbarian
STR: 4, DEX: 2, INT: 1, KI: 2. 
AGI: 4, CFT: 3, FTG: 5, KNW: 2, PCP: 3,
PRS: 4, STG: 3, SPD: 6, STL: 3, TGH: 8.
Armor: none
Weapons: Club

Gaki (Hungry Spirits)
Gaki appear as gaunt-faced monsters with enormous, 
frog-like mouths and grossly distended bellies. They 
can also appear in the form they bore in life, but must 
make a STR roll to avoid losing this disguise in 
moments of  stress such as combat, anger, or 
confrontation with that which they hunger for, as 
described below.
Gaki are Yurei (evil ghosts). They died with some 
overwhelming need or desire left unfulfilled: hunger, 
greed, lust, etc. They retain the non-magical skills they 
knew in life. The GM can determine their former 
profession (or non-profession). They can carry one or 
more weapons for which they had skills in their former 
life. In unarmed combat, their long, clawed talons act 
like a knives. All Gaki are driven by an eternal hunger, 
a hunger for something they will seek to remove from 
a character at any opportunity. Roll on the table below 
to determine the object of  the Gaki’s hunger.

Die Roll Hunger/Reason for that hunger
01-45 Food. The Gaki died of  hunger 

or is condemned by its bad 
karma for gluttony in life.

46-95 Money. The Gaki was a miser in 
life and remains so in death.

96-00 Life/Ki. The Gaki is working off  the 
karmic burden for taking life.

Gaki will attempt to steal food, money or even KI 
from any characters they meet. They do so by rolling 
against their Persuasion skill (+3 if  they retain the 
form they bore in life, +1 if  they lose the STR role to 
maintain that disguise). Each successful roll against a 
character means the Gaki removes something they 
hunger for. Characters will hand over  money, food or 
even lose a point of  KI to the Gaki. Any Gaki defeated 
in Bloody Combat are not actually killed but rather 
banished. They will return again, perhaps in the same 
location to attempt to unburden other unfortunate 
travelers of  their food, money or KI.
Profession: What was the Gaki in life?
STR: 1, DEX: 2, INT: 3, KI: 1.
AGI: 4, FTG: 4, KNW: 6, PCP: 4, PRS: 2, STG: 5, 
SPD: 3, STL: 3, TGH: 2.
Armor: none
Weapons: whatever weapon the Gaki used in life.

Kappa
The Kappa is a water creature, humanoid in shape 
though smaller in height. It is usually scaled over its 
entire body, though a few are  relatively smooth-
skinned. The Kappa has a bowl-shaped depression on 
the top of  its rather flat head. This depression is filled 
with water from the Kappa’s home body of  water. The 
Rosuifu-Kappa, or shell-backed Kappa, differs from 
the normal Kappa in that it has a turtle-like shell 
covering its back. A Kappa stands between 3.5 and 4.5 
feet high. Kappa are of  average intelligence. Although 
its small stature and somewhat boyish appearance (the 
name Kappa means river-child) might lead you to 
dismiss the Kappa as not very dangerous, such an 
assumption is foolish and potentially deadly! Kappa 
are the primary cause of  drowning in bodies of  fresh 
water in Nihon. They drag swimmers down and suck 
out their entrails. They also delight in ravishing 
incautious women who venture near their haunts. 
Kappa are totally at home in water, which they can 
breathe as well as air. They have a love of  cucumbers 
which can be used to bargain or as a bribe. Kappa  
fight by grappling with their prey. Use their FTG skill.
STR: 2, DEX: 3, INT: 2, KI: 2. 
AGI: 6, CFT: 5, FTG: 4, KNW: 4, PCP: 4,
PRS: 4, SPD: 5, STL: 5, TGH: 4.
Armor: light armor (natural scales)
Weapons: none

Mukade
The Mukade is a gigantic centipede. It can grow up to 
12 feet long. Its eyes are green and luminous and glow 
like lanterns. Their glowing eyes allow them to see 
during the day or night. Mukade are equally at home 
on land or under water. It is a ferocious creature and it 
will not hesitate to attack men. The Tetsu is the mortal 
foe of  the Mukade and they will attack each other on 
sight.
STR: 10, DEX: 4, INT: 1, KI: 1. 
AGI: 14, FTG: 11, PCP: 2,
SPD: 14, STL: 5, TGH: 11.
Armor: medium armor (Chitin)
Weapons: Bite

Oni (Giant Ogres)
These horrifying creatures are 10’ tall with wild, 
untamed heads of  hair and horns. Their skin can be 
one of  many different colors or hues; red, yellow, 
green etc. Oni live in quarrelsome groups of  3-5 
individuals.They spend their days hunting other 

creatures for food. They especially love human flesh 
and will cook humans in their enormous cook-pots.
Profession:Barbarian
STR: 7, DEX: 2, INT: 1, KI: 3. 
AGI: 4, CFT: 3, FTG: 8, KNW: 2, PCP: 4,
PRS: 6, STG: 3, SPD: 9, STL: 5, TGH: 10.
Armor: light armor (thick skin & furs)
Weapons: Two-handed Club.
Spells: Oni are immune to magic and spells.

Tatsu (Large, scaled dragon-like creature)
The Tatsu ranges from 7 to 50 feet long. It is one of  
the largest of  the scaled creatures of  Nihon. Boney 
spines run down its back and its head is covered with 
barbels and spines. Its feet have three claws and its 
scales are iridescent. It resembles the great Dragons 
that control the waters of  Nihon. The Tatsu is a lesser 
though still formidable creature.
The Tatsu has seemingly inscrutable motivations for its 
behaviors. They are intelligent and can speak and be 
understood by humans. Many times the Tatsu appears 
to be a devout follower of  Bushido, while at others it 
appears to be no more than a crude braggart and a  
bandit. Tatsu are able to run through the air as easily 
as along the ground or under the water. The Mukade 
is the mortal foe of  the Tatsu and they will attack each 
other on sight.
STR: 14, DEX: 10, INT: 10, KI: 6. 
AGI: 20, CFT: 20, FTG: 24, KNW: 20,
PCP: 16, PRS: 12, STG: 20 (breath), SPD: 6, STL: 16, 
TGH:  20.
Armor: Scales as very heavy armor
Weapons: Breath, Claws, Bite, Tail
Tatsu Powers (roll D100)
01-10 No special power
11-25 Tatsu may breathe flame lDl0 times daily. The 
number varies each day. The flame projects in a 
straight path from the Tatsu’s mouth. Range is the 
Tatsu’s STR value in yards.
26-35 Tatsu has a lethal contact poison. It has a range 
in feet equal to the Tatsu's FTG. The poison spittle 
travels in a straight line from the Tatsu’s mouth and, 
unlike flames, stops at the first obstruction. 
36-45 Tatsu may breathe a cloud of  noxious vapor. 
The cloud is 3 yards wide and its length in yards is 
equal to the Tatsu’s STR. Anyone caught within it 
must make a roll against STR or pass out. Even if  the 
throw is successful, affected characters suffer from 
disorientation.  A successful throw (once per round) 
ends the effect.
46-60 Tatsu can use magic. It has a number of  spells 
equal to half  of  its KNW value. These may be of  any 
type listed.
61-70 Tatsu may alter its shape to take on a human 
guise. It may do this once daily.
71-80 Tatsu may control scaled creatures. This allows 
the creature to totally direct any scaled beasts within 
its range. Range is equal to its INTx 3 in yards. Once 
daily it can call 1D6 scaled creatures to its aid. The 
help arrives in 2D3 Turns. Such scaled creatures need 
not be within the control range initially. 
81-90 Tatsu has a natural power, usable 1D6 times 
daily, that functions as the spell Terrify: Any enemy 
must pass a Toughness check to attack the Tatsu. The 
spell lasts 3 turns. 
91-00 Tatsu has two of  the above abilities. Re-roll. 
ignoring results over 90.
Tatsu have been known to collect treasure, though 
they do so more for the esthetic value of  such goods, 
rather than through the sort of  greedy obsession that 
motivates western dragons. If  a Tatsu is slain, a pearl 
of  immense value will be found tucked beneath its 
chin.

Tengu
Tengu are found in one of  two forms. The Konoha 
Tengu is basically man-like in appearance, although it 
retains the great wings. Sometimes this form also 



retains clawed feet (25% chance). The Konoha Tengu 
has a long nose that often appears very red.
The Karasu Tengu is more bird-like in appearance. It 
seems to be a cross between a man and a crow. This 
form always has clawed feet and in close combat can 
make an additional pecking attack with its beak. 
Tengu vary in intelligence but tend to have average to 
very high INT.
The Tengu are mountain-dwelling beings who often 
roost in the great trees found on mountainsides. Many 
are solitary, but when Tengu gather in a group they 
often bring mischief  upon mankind. They are not evil, 
but are very mischievous. They often steal bright or 
shiny objects for fun. In this they are much like their 
apparent relatives, the crows.
Tengu are masterful fighters with weapons, especially 
the sword. If  a Tengu can be convinced to teach a 
character, it will do so even if  the character already 
has a higher skill than the Tengu. The Tengu can still 
teach the character new tricks to increase his FGT 
(sword only) by 1. Tengu are almost always masters of  
the katana.
Profession: Samurai (treat as such)
STR: 3, DEX: 4, INT: 3, KI: 3. 
AGI: 8, CFT: 7, FTG: 6, KNW: 6, PCP: 6,
PRS: 6, STG: 7, SPD: 7, STL: 7, TGH: 6.
Armor: none or light armor
Weapons: Sword/Katana

Bakeneko (Monstrous Cat)
A Bakeneko is a large cat similar to a common house 
cat. It can be as large as a human and in some cases 
can shape-shift into a human form. Cats with long tails 
that fork into two tails are Nekomata (fork-tailed cat) 
and are a different form of  the monstrous cat. 
Bakeneko are thought to live over 100 years. Some are 
considered malevolent as they will sometimes eat a 
sleeping human. In rare cases, they will transform into 
the form of  the human they consume, living their life 
with none of  the  family members the wiser. Bakeneko 
are able to talk, walk on their hind legs and create a 
ghostly fireball (Hitodama) which cause fear and 
confusion as humans think these spectral fireballs are 
souls of  the dead. They act as a Terrify spell and cause 
those who fail a role against it, to flee.
STR: 3, DEX: 4, INT: 4, KI: 3. 
AGI: 8, FTG: 7, PCP: 7,
SPD: 7, TGH: 6.
Armor: none
Weapons: Claw, Bite (in cat form)

Kitsune (Fox Spirit)
A Kitsune is a fox spirit or fox shapeshifter. They can 
appear as a human when they so desire. Often they 
will take the form of  a beautiful woman. Legend has it 
that if  a woman is seen alone on the road at night, it is 
most likely a Kitsune. Sometimes there is no way to 
identify a Kitsune in its human form. Other times, fox-
like ears will appear as part of  the hair on its head, or 
a tail is seen peeking out from under a garment. If  its 
disguise is seen through, the Kitsune will often become 
so upset that it can no longer maintain its human form 
and will revert partially or fully to its fox form. Stories 
abound of  Kitsune taking on the role of  a deceased 
wife at night, leaving the household during the day in 
fox form.
Sometimes Kitsune are tricksters, full of  mischief  but 
rarely malevolence. They will often play tricks on 
overly proud Samurai, boastful commoners and 
greedy merchants. Kitsune will repay all debts and 
favors from those that have treated them well. All 
Kitsune are magical and have access to a number of  
spells equal to one-half  their KNW. 
STR: 3, DEX: 4, INT: 5, KI: 3. 
AGI: 10, CFT: 9, FTG: 8, KNW: 10, PCP: 8,
SPD: 7, TGH: 6.
Armor: none
Weapons: Naginata in female human form.

Other Creatures of Nihon
Dai-ratto mure (Giant Rat Swarm)
These may attack lone adventurers but they will 
always flee from fire. They can see in the dark. A 
swarm of  fifty rats will take up a single square (or hex 
if  you are using that to adjudicate movement and 
combat) and must be fought as a single creature. If  
KO'd the swarm disperses leaving the bodies of  a few 
of  its members behind. They are especially dangerous 
to creatures that are unconscious and left alone in the 
dark.
STR: 1, DEX: 3, INT: 0, KI: 0. 
AGI: 6, FTG: 1, PCP: 2, SPD: 4, STL: 3, TGH: 1.
Armor: none
Weapons: Fangs, hundreds of  them...

Ōkumo (Giant Spider)
These lay in wait in hidden burrows or weave 
enormous webs to ensnare their prey. A Giant Spider 
has a body three feet long and legs up to twice that 
length. Spiders are both cunning and patient, 
preferring to pick off  the adventurers one by one. In 
the deeper places it is thought whole colonies of  these 
arachnids exist, serving a gigantic queen who lays her 
eggs in the paralyzed bodies of  her prey.
STR: 2, DEX: 3, INT: 1, KI: 1. 
AGI: 6, CFT: 4 (web), FTG: 3, PCP: 2, SPD: 5, STL: 
5, TGH: 3.
Armor: none
Weapons: Bite, with a paralyzing venom (TGH check 
to resist). Once paralyzed they wrap their prey up to 
slowly consume over several days.

Higuma (Bear)
The great bear of  Nihon is a form of  brown bear 
related to the Kodiak bear of  North America. The 
bear tends to be a solitary beast that fights with great 
fury if  aroused. As with most bears, a female with a 
cub is particularly dangerous. Though omnivorous, 
the bear is rarely an active hunter. In Nihon, the 
Higuma has come to recognize man as a natural 
enemy to be eliminated when the opportunity arises. 
This means that a lone wanderer may find themselves  
facing an apparently unprovoked attack.The Higuma 
has a special form of  attack called a Hug. If  it should 
strike with both claws on one attack, the character 
who is its target must make a DEX roll or be trapped 
by the bear in its Hug. The character may not 
counterattack by using unarmed combat. On each of  
the following turns, the bear does damage as if  it had 
struck with both of  its claws. The bear drops an 
unmoving victim (whether truly unconscious, dead or 
feigning) if  it fails to roll against its INT that round. It 
also drops a victim if  sufficiently distracted. GM's 
choice as to what constitutes sufficient. One or more 
damaging strikes by other characters should be 
enough to focus the bear's attention on them.
STR: 4, DEX:3 , INT: 1, KI: 1. 
AGI: 6, FTG: 5, PCP: 2,
SPD: 7, STL: 4, TGH: 5.
Armor: none
Weapons: Claws as two knife-like attacks

Inoshishi (Wild Boar)
The wild boar is found throughout Nihon. Standing 2 
feet at the shoulder, it has a pair of   sharp, 4-inch 
tusks. The boar, or Inoshishi is thought by the 
Nihonese to possess reckless courage and to be an 
embodiment of  brute force. It is a tenacious fighter 
and has been known to fight on for 1D3 rounds of  
Bloody Combat even after it has been “killed.” This 
occurs on a roll of  01-60 during any given encounter 
with a wild boar. Once a fight  begins, the boar fights 
to the death. The boar is also a canny creature. It has 
been known to turn the tables on a hunter by lying in 
ambush for him.
A slash with its tucks is its usual form of  attack. If  a 
boar is able to attack a prone character, it tramples 

him as well. Boars are often found in groups of  2D6. 
Half  of  them will be young who do half  damage and 
have half  normal TGH. One will be a larger than-
normal type which does an extra 3 points of  damage 
per attack and has +2 TGH.
STR: 4, DEX: 2, INT: 2, KI: 1. 
AGI: 4, FTG: 6, PCP: 3,
SPD: 6, STL: 3, TGH: 5.
Armor: no armor
Weapons: tusks as a Knife, hooves (trample if  attacked 
character is prone) as a Club

Okami (Wolf)
The wolf  of  Nihon is very similar to a timber wolf. Its 
coat comes in many shades. Mountain wolves often 
have pure white coats. The wolf, or Okami, is found 
throughout the Nihon islands. It generally bands into 
social packs of  3D6 or more. The pack is usually 
composed of  80% adults, the rest being youngsters 
and pups. When sufficiently hungry, Okami have been 
known to attack men but are normally wary and avoid 
them.
STR: 3, DEX: 3, INT: 1, KI: 1. 
AGI: 6, FTG: 4, PCP: 2,
SPD: 6, STL: 4, TGH: 4.
Armor: none
Weapons: Bite

A Nekomata or Fork-Tailed Monstrous Cat

Please note that in this text, as in the Inscrutable rules, 
Nihon is used as a naming device for a fantastic or 
fantasy version of  Nippon, our real world Japan.

This is not an exhaustive listing of  legendary and 
mythical creatures found in Nihon. There are other 
types of  creatures (Yōkai, or supernatural monsters) 
based on Japanese mythology that can be converted 
for use with Dead Simple and Inscrutable. Nor are the 
above  stats carved in stone. I used a mix of  formats 
from both Dead Simple and Inscrutable to flesh out 
the creatures in terms of  their stats and their abilities. 
You will occasionally see creatures that have a 
profession or in some cases lacking skills possessed by 
others. Feel free to adjust the numbers as you see fit. 
Enjoy!

Address questions or comments to:

Gary Pilkington
pilkington dot gary at gmail dot com

Gary Pilkington


