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lg of thougjnt. Gigantic and unbea
P|ungod out of control througl'l o
blocked her Path.
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. gions, ahdsbapf-ﬁh angmanuFeetdwm These weak=»7
" Mhesses hawa cyolva:l thmu‘gﬁ time; and intheir modér )4 “ :
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The Sanguinary did not die when she shaﬁq@’m r?-ﬁJ i mortal - Asthewﬁmhm g‘cw in Power tl-rcy a|so }xgrg rcbcl]lrl_i_h :
being, even her scattered parts had a life of & anda  interallysgainst the shards that possessed &‘.:; They
Fragmcﬂt of her alien intellect. Slow]y thcy |n\pdeéﬂm m <became 'Fbrcnl_!j individualistic and unéHc £O W 1< ny4 ‘1
blosp]':crc of the Earth like parasites, st:ck % t@gctbcv espite, he:mt;rﬂ:ﬂl wndlﬁonhg their 51‘592“5“ g
the animals that then dominated the worH d{% e naws rcvoh:bd Ev@“g, msp:l;t QF all ﬂ':eir*pbwcr &E‘*‘* ““
Each shard had the same purpose, to reunite \Ei%. ! \\rglgt oft]m: Abzullm was | broug-nt crashmg dqwnhg e “ai
and thcrcbg bnngthc Sang.nnary back into a 51n\§e terrible 3 5 couiﬂit.ss {-Br—ﬂung r:bc"mg; Abzullgn w}'to 5IJWI\(¢‘4:I tl'lﬂ- £ ety
body The shards made cvcrythlng tl-ucg invaded |mmoﬁz|1 to,,‘ Jﬂa@‘f&t }1 d thcmsdvcs in chamnhﬁorh'cssce anip@&- -A\.wl
protect the host while the shard 5ought to Phgstcaﬂg locate™ M ﬁ'lclr return to pcwcr j

and merge with others of its kind.

i E " == ooy -.-'E

T'ie youn, |mmor1:als, Frbc oF Alazuinrn DPPR:SSI l

The first race, reborn from the Pcnshang dlnoaaurs, became ;n% oﬁwr Fa“en mas{-g's\_Ynt

even more sleek and deac"y as the shards rewrote their DNM .bemm;: Im:a!emnt aﬁa}ﬁs}@wmd soon went to war.

and transFaned them. Men would call them dragons huj: ey Thc rgd&w of Humamtg on[y exacerbated this con-
Hal el ecthakthese creatures santrence-,,ti'u Elc.taﬁﬂia !mmorta|5 c,ompctcd with ane another for the

= ﬂ worshsp of humamtg Worshlp became an insidious clrug,

and the immortals were addicted.




Their conflicts led to a terpible war, the Shoutins War. During, this time, when immortals used their Powcncul voices to rip
apart realitﬂ, thtﬂ fell prey fo a new slave race of the Abzulim, an elemental race of shadows called the Shadowen:

Scn'ingthcir Abszulim masters, the Shadowen confined the other immortals in'a barren, dimensional prison.

The Sanguinary, c]uring all6f this time, had tot been idle: She almost succeeded in her qucst to rcioin the Fragmcnts of
her l:»odg. but was thwarted when the master shard she was bui|c|ingwa5 Fqu_nc[ bg thc_goungimmor‘tals and smashed. On
the verge of pcris!'linsfor good she instead Found_reFugc in the collective unconscious ofa newlg cmc:rging humanit_g_,
transFerring her psionic essence into the young race At the moment she Posscsscd the human race, the dream realm
came into l)cm5 alair in which the Sanguinary hid and Planncc{ her eventual resurrection.

The immortals cvcn&ua”g freed themselves from their awful Prison. Their
guards, the Shadowen, were Powcr[css to Prcvcnt the escape because
fh39 faced a new cnémg in the form of t}'lc'P\‘ogeng, immortals loya| tothe.-
Sanguinary who ‘embraced her hunger and selfishness. The liberated

immortals built 2 safe zone for themselves which humans latérealled

Atlantis. Here t]'lcg recoveredfrom their wounds and made a Pac.t to a"y
with one another and dcstroy the menace of the Sanguinart.

The war has ragccl since then, all the way into tha ?chcnt time. In the new
millenrium; the Sanguinary is at last Frepamc! to rise QP apd itis up to the
immortals to sbop her‘-, orto become her avatars of ciqstruction.



gated when an amma| 8 invaded bLJ
f’r!’vc: Sang.nnan.,q si‘iatterccl bodq

ca"cd avox.* Thas ncwo;gan mtc;gfacgsmiﬁ
il ihe fervols systein Tri’d&f‘l "ho ;
a” 5cr150r5 clata from the i'fost. rEig
}6 Ay
ilim &:scovcrcd the réason why the shard
phoses inta the Vox: a,ornmumc,atton Oncc
bccome&% vor, it can.
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Tm sqﬁcmatur‘al powers.

-‘-.thufj‘h |‘11r'I| can dis ur'pnr;.tc' from their Plugm
cal |'L)|'||1 when flv'lr\n\ 15 ,-a:-.P,w.slc-._‘E from their
E\!Ciu. itis IT'HF‘U:-'-SI'VI(' to Pc'r'm.ll‘l(‘l‘lf[l] kill immor-
tals, Oncec HPOr: !l("[{‘ II'Ir:£| wander the wor [.'i
n SP!I'I"ll.il form until I‘Iw.-‘u can regain a |'.‘ othold in

the world of the ||wn‘g‘.

The Face of the Enemg

The Sanguinar 1s the ultimate enemy, Immortals gve
her the male and female gender, de e n.{mmm what
aspect the creature outw: m“x] %} ‘1.u|-« but make no
mista lLC‘—t}'I\‘. H.lﬂgul!"ldlt] 15 dllt =N, Lll'\l NOWE II I(' Il1n{
without remorse or COmpassion. It's go il is the reuni-
fication of all its »-mth,c“lputa which means the
voxes in all [lun;»__',lmmur tals and the shards that |.sr|
dormant, watting to enter a |x\‘|n$_; host. This reunifi-
cation will alsc sorb the Pi'up-h‘.s[. mental, and Spir=
itual aspects of the immortal host, dc-.r“fmmn._t_" him or
her Lll'l'c‘.l'l!j‘ For the mmortals, the Sanguinart) repre-

sents genocide.
=

f'1< Sanguinary H-n::ml'vs n |mn5 ti'un\gj.‘ SErve
and w-.)rf.}'fo her as their mother. Called the

Pre ey, {'l‘rc-u battle the immortals and I'vmlﬂ
humans with visions of power, monetj. sexual grat-
ification, and all the other “de 1(“1; sins.” The
Frogeny are defectors that have embraced the
freedomof mdulg.r-n;v _t;r.mf:'cl ’m the Sanguinary
and forsaken the immortal creed of self-sacrifice

for H‘u‘g‘c sod of all lfe

Itis sl.lsp:?dc‘d ]w_gg the immortals that the Abzulim,
defeated |on_L-'| ago, still exist and are me wving into
the world with the aid of servants and allies. Their
purpese. is the reconquest of all thc-‘q once ruled,
|n\‘lud|n‘g‘ the slaves who revolted against them. It
i5 not known i the Abzulim are still under the con-
trol of the Sanguinary, bt i'h::rq are cert;nn|_m|

Oppe ssed to the immortal courts in any case.




Humans are some

hand, humanitg i

mind of the Sangy

the other hand, most h cenl pawns ar cor@ktd_q
harmless. immorta . anity may. be instrumental in
their victorj over the Sangyi A hu’man s faithif his spiritis )
strong cncn.rgh <an cl'amase areven cﬂpplc ar! immortal. Yet

these are Prcuse|q the humaﬂs immaortals wottld fike o fwrms

into the fold. The tricky Pa:tﬁs enhéﬁcnlnq 2 nd to the

beast that -.lfcps inside the W d of its dreams. s

O uor tat Chaféfé’t?gj

There are six 5feP5 ta crcatm}ts an Immortal character:

1. Choose auras (ability scores)
. Choose .

Choose Himsati (true 'F()r‘inﬁ-

b % ) - »'\g;-;"" e
4. Choose a court % 5

5. Choose ac .J”lnq %m

4. Choose avatars

Auras

The inherent abilities of all ]iving creatures are

ref ented by three atras: Body. Mind, and SPir‘it.

BODY measures a character’s P|-|_L|s-|'c.a| strcngtl-u, reflexes
sistance tuddm.;gp _|-7

MIND measures a character’s initiative, Pe:cephﬂn, and
wlll:»uwe




Immortal Characters

Con tinned)

1. Choose Auras

Bewinming ¢ haracters in Immortal start with three dice: two dios and
one di2. Plug these nto gour three auras in ang arde youwish. As

Hou Pl . e i will have ilf‘}‘ﬂt'hiﬂﬂ'ls‘n to IMProve Hous auris.

Skills

As it is with humans, immortals also have skills to Piq ] H‘u-:r'\{nil'
dramas. Immortal breaks skills down into three categones, each

CL'!]‘}':'S}‘!UH(IIR:; toone of the auras.

BODY skills include martial arts and other combat skills that :-:-hg
on .-ah':-ngth and .|_p;|||h|. such as kendo or athletics.

MIND skills include sciences, academics of alt kinds, most
Pl‘]‘F‘. WIMANCE :'-Llnri, marty II P;Llliﬁ t'h.'l[' L'.‘i” F(’I' aim \.‘ll](h as
firearms or bows), and mental powers such as i‘r‘lc‘P{lfl‘]q and

telekinesis.

SPIRIT skills are all skills that humans would consider
ﬁl:F‘c'l'l‘l;lhll:lI N nature, P'us skills based on seduction and
intimidation. Seren: ides, the main arsenal of the immortal, are

5P|r'|tL1;|I|(| based.

vl wjers will use skills in most tasks t I1(‘l| .nilcmpt to Fn'rﬁn min
the game, from {|m1}ﬂ:ng,.: cliff to FEPrOZramming 4 ¢ nnpuh-r to

l‘:‘fndlng‘ the mind of another character.



g el St

2. Choose skills

The starting skills for beginning characters are based on
what the P|aycr candoin real |ti, thc)ugx the skill levels
will be low c.omParcd to what an immortal can accomi:']ish.
For this advcn!:ure, you do not need to scncratc every skill
each p]agersl’)ou!d have. Instead, ifa Plagcr wants to

utilize a skill that he currcnt!y ]-aas, use the fo"owingsui&c
for what die he rolls:

DIO — The P|ager has a co“cgc &cgrec inthe su}:ﬁcct. For
weapans, it must have been his s|:>ccia|ization in the rni|itar3.
D12 - The Pl"’Hcr is very lcnow|cdgcablc about the su[:jcct.
For weapons, itis the ecluiva]cnt of basic mili{-ar_lj training,,
or a black belt in a martial art.

D20 - E:vcrgthinsdsc. Characters can geta-l modifier to
their roll if fhe3 have some cxpcricncc with the skill.

List a few obvious skills now, and fill in the rest as
situations arise c{uringthc game. Remem ber that your
narrator has the final sayon how your skills translate to
your character. No skill should start with angthinssma“cr
thana dio.

Himsati and Natures

Each immortal bcg,an its existence as an anima|, a P|ant, or
even an element such as water or fire. As it evolved into a
human form, this Primitive true form (himsati, or “form that
r'nJ'urcs") became recessive. The c]angcrous attributes of
their Primitivc forms, suchas claws, Fanss, thorns, or Ficry
corona, remained locked inside their human forms.

Animmortal can take on attributes of the Primcval himsati
formin stages or can completdg revert to the form at will.
While this often is an advantagc in combat, it also exposes
the immortal to the c{angcr of Po:'»se.ssion by the vox.
Immortals know that a shard can control the base animal
intellect of a creature until the creature dcvclops self-

determination.

(13
g{cf.)’fﬁ b | AT eoOvtt- »ﬁ/ez;b 41%/{(44} fceAl s A

% Choose Himsati

(true form)

In this introduction to Immortal, the himsati is used on|5
for ro|c-P!ayin5 purposes, to "ICIP define a character’s
Personalitg. The full rules detail the powers each

immortal gains from assuming true form. The P|aycr

should choose a form that fits the Pcrsonahty he or she
wants to Pla&y For cxaml:-lc. a Eoglcal and unemotional
character maty have the himsati oF an insect, while
someone who loves the wind and rain ma have the
himsati of a bird or Plant. During P[a_q, the narrator
should encou rage the P!a_t}crs to exhibit signs of their
true form and Pcrhaps even use some spcaal effects
that fit their chosen form. In fact, the narrator might
describe F\arhal slwi{*tingcﬂ: the characters, rcvcaling this

as?cct of the character’s nature as if b}j instinct.

n

aﬁz‘/a r.a,tz. /ﬁzpw / A ein AoAui st | ileciet




sh—ong,cst connectio
are War, Dcaﬂ'r Lch Malung
and Fate.

Dreams also walks a dangerous Path enter-

am state of human bcmss and turnmg them
ﬂm Jure of the San inary. Dreamers also
TthourthDaa&hoHsmﬂuenceMsp: il
wandefing dead) ands {4t saving farh’ea_mﬁ‘omwhchthcylaunchdnrut

from bemg constimed by d'leﬁang.xmry or l'ier TRk i aylmttimrmcmg o hcrown lar.
The Court of War holds influence in ccn
overand is concerned withopposing the Sar
P|an to unify all humanfl:_g intoa singé o
army that she can command againstil

rou_d'l theok o Farcc of will. This Court,
PProachch, makes prophesies and

g m come true, l'aoplns

e in which the Sanguinari is

or CltEs to

mcluc'lrg b u]’hma‘h'. Pﬂzc, hertr i % / e N Lo
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. Tthourtochsimweillcspm 7
| Sang.xinafyk sphe\‘c of power I:’!;i
\ toall sensabons,plem.:re and:'Pa
them immune to the lure of the Sa
tions. The other Courts trust # e
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THE INTELLECTUALS

The Intellectuals are dedicated to all rhmb-s cle;ahng
with kngml:‘dgc. T|-|eq :'»rudq the actions and
weaknesses of their enemies, make p|:m.~'- for the
future of the immortals, and are rc-.spnn.-'.||1|:_~ for the
tcau:}'ung 5Uic|.mc¢=. and education of both mortal

and immortal societies.

Profilers (Virgo)

Profilers are driven ["H the need to solve me |steres.
Whenever a mystert) confronts immortal sc xciety, it
is a Profiler who is sent to investigate. T!‘lc:u are
on[}} interested infacts, not supposition, and are
ruled b."i deduction, not intuition. Often their
enhanced abilities allow them to sl:'or clues even
rigorou:s search has left uncovered. If not for the
work of Profilers, the Sanguinary would be more
dcep@ entrenched within immortal society. Macts

are cvcr‘:;thmgto Profilers.

Emissaries (Libra)

Emissaries are ambassadors. T]’mq negohate, grant

CONCEssIonNs, ﬂn({ gan F’L)Wt‘.l" Pl't’.shgr‘ um‘J

resources for their allies r|-|r()ug'h treaties. An Emissary is a W"‘IIL’.II"IS
storehouse of treaties and allia nces, the CUP-E_wc‘nI‘cr of peace and the
messenger who delivers decrees of war. A Court will stand still and
silent when an Lmrs.-aar‘q enters the room, for he carries the words of
in:‘rhﬂ allies and rivals alike. Truth is :‘.vﬂj{ﬁ"hing to an Emissary, If an

Emissary cannot tell the truth, he will not spcal\-.

Mentors (Aquarius)

I 'I'CYI‘-"il"[_lj the most human of the m”mg& Mentors are dedicated to
rr.schfn‘g‘nfhc‘r's. Th«“ focus on Flncllng,t|nung1mrnorm|.~'- wha are just
|ﬂ:n'nsnguf their true natures and |:1rm5|ng them into the fold of

immortal soclety. Patience is c’\’(’frlljl'l'lll'lsf'(_l a Mentor.

THE MANIPULATORS

The M.mlpl.xlamrﬁ are a group that would not have much purpose in
mortal society. However, ['Hc:}; are necessary for the survival of the
immortals. The M.'mlpul:if'ursarﬂ r:'_-'.Pun:‘=||1|c for cIi\'ml'ng_nncL to
whatever extent is Puﬁane. ('|'|.'-1nn<‘||n5 the future actions of the
Sangunary and its minions, as well as Lc:cplng the S;anlguinarq from
L:‘.u'nmg their Pl;ms.. On a more Pr;achcal level, rhc-.” are also
l'rﬁpon.—n|w|n for kc‘cpmg mortals unaware of the immortal ﬁ(met” that

exists around them.



Chameleons (Gemini)

Chameleons are natural spies, sh;ipé-shl(‘tingj masters of dlﬁgm:'»ct
and gui|c. Tl‘lc‘r.J can mimic others and get close to any target, either to
gathcrln‘Formatlon, Plﬂﬂl‘ mlﬁlﬂF(JFmﬂtiUﬂ, or gain trust. Before joining,
this C.a”l'r'lg a chameleon must first search fora cumpah“:* Pal'tm:r.
A comp]cx and m}jstica| ritual then transforms the two into twins,
identical in every way. Not on|£J are tth Perﬂ*.ct physical and mental
copics who can function as each other, but H’lc‘H are prc:babl}) the
only [:ein_g,s each will ever be trul_q close to, for the Chameleon’s

utation as a deceiver and Lwctrayer leaves few oPPor‘tumtlcs for
making friends. Guiile is everything to a Chameleon.

E:mPaths (CaPricorn)

T.".mpat"as are master manspului'ors. p|0th'n5. sch(‘mln‘g. and weaving
webs of confusion or deceit aganst their enemies. Theirsis among,
the most mysterious and most feared of Ca”ingﬁ becatse no one ever
knows [rmlg where he stands with an cmpatH Thet] often use their
abilities to confound human authorities and conceal the existence of
immortals or toorchestrate the downfall of another immortal, ’I'Hcg.)
will not hesitate to use what thc:g learn aboit their opponents against
them. Cleverness is cvcrything toan ﬁrnPath.

Visionaries (Pisces)

Visionaries are mysterious and surreal. Thcg live in'the world of
dreams, enteringinto the collective human stibconscious where the
Sanguinary P|(\t5 her resurrection and the destruction of the
immortals.it is here, in her lair, that the_a; create dream fortresses, the
advanced bases of their counter-attack. From these fortresses thc&g
Taunch-PrccmF-tivc strikes against the b’.‘mg‘mnarg‘ i-noping to disrupt
her schemes and Prcw:nt her rebirth. Visionaries often spcak in
riddles and rnctaphors because their minds are so ste.c;xcl in the
constantly shithg landscupc of the dream world. An open and
recephive mind is M'C|‘j.1thin5 toia Visionary.

IR SOLDIERS

Soldiers are the troops of the immortals. Theyengage in offensive and
defensive battles, ran ging from small commando raids to |ar'g,c-sca|c
actions. Some :%Ir.lc'.ﬂ,illz.t' imgroup tactics while others are loners. T]'mb;
are cqua"f; c.a]:n|1§s of functioning as abludgeon or a scalpel. All military
commanders come from the ranks of the Soldiers, flﬁou__g]w i'!wq |'<:hj

hr-,awh] on information and adviée from/other Q{Hlng:




Guardians (Cani‘{_ .

T O
Guardians protect oqucts of valuc_,
or things Thcg are also ca"ccll(gc

uardlahs are

5|ccP|css and alert. THcH are aupcrb I:»odq!;uards and'€lose= :

in fighters. Guardians are often drspa int@ the mortal

Guardian.

A
Slayers (Sagittarius) AN
The warriors of the Pcrpe’cuah.geﬁ are Lno% as .Slagerl
assassins,

Whether thcg are éadl
their methods are di
dispatched againsti@

are humans \N"‘IO

A ||c5 Thcnrrcputa'__ F
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devel paa whole new persc riht ) But the memories and
skills are still }‘I'("'*('ﬂ' in the subconscious and sl ;\,\-|(| |‘=1¢‘||
|1«".;!r'1 to re-emerge in dreams and visions. The ancient
Immortal 1s not lost, it shll exists as a sep ate F\c-rsnn.ohm.
or Avatar .Jx'c'}‘ mnside the characters mind \nej Immon ol
character may hive once been i famous perse nality From
the }‘.:.-'-f‘ and that person a|rh| 5 shill alive inside of him
Sour character TI'II_Q_'J‘I? have been Alexander the Great
sherlack Holmes, Attils the Hun, Abraham Lincoln,

Mohammed. or Jimi Hendrix,

-
Vi '
>

6. Choose the
character’s avatars

Avatars can be a boon and a nusance. In this introduction,
rhml serve as l‘.l-'L.s_"l‘llHl'h‘I color. The full immortal rules
detail the different e MSCUEnces ¢ of an avakan !HJLH“‘L‘\ its
presence felt. OF course, the nar ator has final s i) ovet
avatars I‘|A|t|¢-|‘:-'- should let the narrator know which Pc*up!;-

and time: peric s interest them

At this pe nnt tou are done with basic character ereation
and are re; u‘l(] to |1|.u|? In fact. "" wWersan a Funui have nﬂ[l’| to
.'um}‘k'f:' the first two wh'P:- before l\l.]q l‘t'}:‘lll- The

nartator can Bill in the £Aps as |‘].m progresses

Immaortal uses dice to resolve l'}'l.t“c-ngvﬁ and -‘ll.-'vl.‘l ikes and
various other sorts of contests that have uncertamn
outcomes. Whr'nc\"'rquu roll o die, Yyou are ¢ |"lc’t'|cl|’!3_" to see
how successful Lo character was at C|U|r|‘g:%om«!’hmg.
Norm: |";| onli ) one die rollis require «d, but characters
sometimes get to re Ml i second die and use the best result. A
lower number- sn.||\\-.|r|- better than a E-ugl?:'r number. This
means that the smaller the dicis small dice have few faces),
the more pe werbul it 5. One is the best result any die can
roll. A dies with more faces than the one tou are cnl'n-ntl:’
USIN 15 inferior. A die with fewer faces than the one you are

CLr \'l‘ﬂf']l ] lJ"'\\ll}_: s ﬁl]P(‘!'K"',

A die rollis either uncontested or contested. You make an
uncontested roll when your e haracter tries to do .-mnw‘ﬂ'unlg_
and no other character tries to interfere. L'hml»m‘,_r‘.. chtf or
programmmng a computer callfor uncontested rolls. You
make a contested roll when some other character actn s']lg
Oppases totr characters action. Trying, to stab an cnemiy
while he de k'l_:_!‘:‘."- and parties calls fora contested roll, as

would tug of-war or a chess same.

Uncontested Rolls

Whena I‘-L ajer must make an uncontested roll, the nars itor assigns
a target number that l'a']\r'«'-'-«'nh'- the L‘]II:l.h'Hlf” of the task Target

numbers range trom 12 Wery e 15(]\ tol @lmost lml.‘(lﬁ.‘sli.\lc“.

The character succeeds in his action iF the die rollis vqu.l' to

or less than the Farget number.

Tl or mundane tasks don't require a roll. A target number
of zero, ora negative number, means the task is no|'m.|1|(|
P sssible. In the world of Immartal, however, even the

mp wssible can be |.'n1|n':~|1-\hvc] with the h(‘if‘ of :»}*:.‘(l.‘!'

artifacts, celestinl .![Igﬂl'llr‘l‘lf:‘n and 51|!.\c-|‘11.1t||r'.1| powers.



Contested Rolls

When a characters action is op]:xmcd or resisted }w_r.| another
character, the dic roll is contested. No target number is ;1:-'-51gnc’.c|
bg the narrator. Instead, a die is rolled for each c|-|aractctr_, and
the lowest roll wins. A tie favors the defender, if there is one.
chm'\mse, a tie means the contest is not resolved and can

continue into another round.

For examplc. if two characters P!a” agame of darts, the lowest
roller is the clear winner. if the rolls are tied then cither the game
ended with a tied score, if that is Pc:sslHr.:. oritturns mto a
marathon and another roll must be made to find the winner Lar
the characters can shake hands and walk awatj as cqu;ﬂs\'. The

narrator decides which ;spphcs.

On the other hand, if one character tries to kick another in the
midsection and the second character defends himself, then the
attacker needs to roll less than the defender to land the kick:
the defender un|H needs a tie to block the kick.

Aura Rolls

The narrator can ask a Pla_qer to make an aura roll whenever the
cj')arac.ter tries to do sumcthlng, using one of his auras. Aurarolls

are usua"g uncontested. Exarnpk's include:

BODY: Lift a he:w_” ob,ecl‘. catch a thrown oblect. resist poison.
MIND: Determine who has the .aci\:.mf;-xgcr in a conflict, ICI(‘.nhFl]
m)nmfhlngin your su rrounding,s. resist aHemF-rs to control or
clnm:agc your mind.

SPIRIT: Resist the uvc-.l'wh{'|m|ng presence of another character

or attempts at seduction, heal ;juursc'lF. resist the supc’.rnntur;ﬂ.

For exarnp]c, A”yns of the Court of Fate wishes to find
Parhc.u|ar computer terminal in an office fwulh’llng The narrator
decides the c‘lipr-lcult” for this task is a 5(tisa I;.n'.sc !::micilng. the
||5}'1t5 are out, and time is limited). He asks /—\"'qn.-’.' Fn|.-at.j<-.r.f-\lrx to
make a perception roll using his MIND aura, A"yns hasa ds
MIND, which is c.xc.c:P{"mmL Alex rolls an 8-sided die and getsa
+. This is less than the target number of 5, so A”_Ljnﬁ finds the

terminal in time.
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betterthan his sword skill (diz), he chooses to.
doc{ge rather than parry. Hie ralls a 5. Lin Po's
attack rollis lower than A[hjn:s. c{odge roll, 50 Lin

Da's sword slash connects:

When a character is hit, a contested roll determines
how much c|dmagc is done; Theattacker. rolls bis
weapon die or his BODY die (whichever is g‘eater)
The attacker uses his BODY or martial arts dieif
.'\ttac.l-r.mg urarmedFhe defendermolls his armor die
or hig BODRY die if hé has Fo armor: The |awést

number wins.

If the defender wins the contested ro“, there S
ciamag_c. If the attacker winsthe roll, c}lcck the
Damagﬁ Table to see what effect the defender sg'JF—
fers, Pamages determined |:>5 the difference
Between the attacker's and defender’s restlts in the

contested damage roll.

Where the Damage Table indicates twa &iF{:r.rcnt
tgpes of potential damage, the attacker chﬁoaes
which #akes eHect. The attacker can also choosc to
inflict the category of damage that he rolled orany
other t.‘.:']x with a hig[’:cr number,

A character can, if he desires; aim his attack against
a sPcci{"ic targeton his opponent’s boc{g, either to
c.ripplc, stun, or knack him out. Attempting a “called

shot” shifts the attacker’s skill dieto an iﬁFcrior ane:

* TJo simply cause greater damagc isa siﬂ_gic shift
Pcnahy agpinst the skill die. if the attack con-
nects, then the attacker shifts to the ncxt-supcn'-
or damasc die.

» To knock an opponent backisa sirlglc shift
Pcnalt_q against the skill die. Knocked back E.]’IBT-
acters go last next round.

« Todazean oPponcnt (tcmpomﬁly stuﬁ Hﬁp}’is a
two shift Pcna!tg against the skill die. :

+ Taknock out an opponent or to disarm himis a
tn'P!c shift Pcnaky against the skill et

When rnalcinga calledshot to knock back; knock sut; r:]a:f_r:i or.
disarmdon't use the Damage Tablesinstead, justuse the spe-

cial rasuits hsted above.

lrjuries and Deéath

1 aura rank reductions from the Damage Table reduce an aura
be{Jond 20 (call it 5d2i”), that character falls unconscious. If
the BODY aurais reduced to “dlj,” that I:ody is killed. Death

15 usua“y a Pc‘.rmancrtt state for mortals.

Animmortal cannat be tru]y killed. its bocly i killed onl‘g if the
vok is remaved. Otharwise the body appears dead to all exami=
nations, but it is rot l'ru|5 dead. if the I:)ody is mystica“y healed,
oris left alone !cmg cnoug,’n to heal it:sc]E the character recov-
erswith no ill effects. When a vox is rcmovcd, the bgsdg vapor-
izes in ablaze of f'iery red Iight. The MIND and SPIRIT are all
that remain. The immortal is now a _ghost, OF gossamer. A gos-
samer must récover its BODY aura to reform into a new pl‘rgsi—
cal body. Othcrwisc., it cannot affect the cor'fx)rcaf world
unless using a MIND or SPIRIT skill that allows such an effect.




SAMPLE ADVENTURE :

C@®MPANY
®F W@®LVES

This is for narrators only. Don't read further if you are geing to play in this agventure, you'll spoil all your own sur-
prises. The adventure requires one narrator and one or more players.

The starting premise is that your characlers don't realize that they are immortals many thousands of years old. They.
are living normal lives as humans, without a clue that they possess supernalural powers or that they are refugees
from an ancient society that predates the dawn of human civilization, As the story progresses they will learn that
there is something very unusual about themselves. ¥

Prepatratian i

This scenario Tollows a set of scenes. As the narrator, you should read all of these. then add your own touches to
cuslomize the adventure for your group of players.

If your players deviate from the events outiined here, don't panic! It's natural for players 1o have personal goals that 4
often conllict with other players. Just make something up as you go along and try lo sublly encourage them, through
game evenls, to return to the plot.

Atmesphere
Belore you start playing, turn down the lights and put-on some interasting music.

Wa suggest Delirium, Ayman, Opus IIl, or any great sci-fi movie soundtrack. But pld&muﬂ,‘.'
evaryona can enjoy, and don't play if too toud. It's just for meod.

The Dream

Choose a character that works in a professional alfice or holds a white-collar job. Tell that character that he or
she is dreaming, and in the dream is being stalked through dark woods by something. The character is run-
ning low 1o the ground, and realizes that he may be an animal of some kind. In & clearing, he turns and sees

a dark, black creature spring over a rock and onto him, The beast’s features are indistinct, but the eyes
seem 50 black that light dies when touching them.

Just Anether Manic Menday

The character awakens in a pool of sweat. He is late for work and the boss is in a
foul maod. A mound of work waits on his desk. After several tedious hours, find
an excuse for the character 1o leave the office: fetching lunch for everyone
from the deli across the street, carrying parcels to the post office. or some
trivial errand ordered by the boss as a petty punishment for arriving late, If
more than one of the players' characters work in this office, send all of them out
together,

As the character walks down the street, he encounters a pair of dogs fighting in
an alley. Watching for a moment, he notices that one of them looks very muich like
awolf, the other like a black rottweiler. The rottweiler is horrifyingly vicious, and with-
in moments it has bitten and clawed the walf dreadfully, perhaps mortally.

The character finds himself filled with rage and hatred for the black dog, stronger than

any emotion he has known before. Its eyes seem to swallow the light, and the alley
seems unnaturally dim around the beast. At this point you want the characler lo attack
the rotiweiler, or at least to enter the alley (perhaps to aid the wolf). Describe the dog
as leering arrogantly at the character. Mention that there are several boards or pipes
lying about that could be used as weapons. Perhaps it has its leeth fixed on the woll's
throat, ready to deliver a killing bite, but seems to be holding back while it gazes chal-
lengingly at the character. It is, after all, only a deg.

If the charactler advances into the alley, the rotiweiler immediately releases the wolf and
snarls al the human. This incites an inveluntary response from the character; he snarls
back, with a sirange voice that seems to come from deep within himsell.

The rumbling reverberation of that snarl catches the rottweiler and throws it away from
the wolf, smashing the dog so hard against a metal garbage dumpster that it leaves a
deep dent. lts dark eyes blaze momentarily with hatred, then it turns and flees.

The wolf is badly hurt and unconscious. The character may want to take the animal to his
home to care for it, or to a vet, or call the city animal control. Even if:the character does
nothing, he will see this creature later.
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If the character
leaves without
entering the alley, the
rottweiler trails him

* menacingly for a shorl distance.
then disappears.

When the character returns to the office, he
discovers to his horror that everyone in the
office has been murdered (shot to death) and the
office has been ransacked. There are no stray
bullet holes in the walls, indicating that the
murderer(s) probably used handguns and were
very methodical.

Whet Happens Next

The character should feel he is in deep trauble
He's the anly person alive from the office. He
might call the police or flee. Encourage him to
conlact his friends (the other characters) for
shelter, if they are not yet involved in the story.

That evening's news carries no mentien of the
massacre al the office, even if the character(s)
reported il to the police. If the character is not in
hiding, however, the police will question him and
his acquaintances exlensively about the crime
Any mention of supernatural happenings will be
scoffed at, as will the notion that the roftweiler or
the woll are at all connected lo the shootings

Whaet's Geine @7

The office where the character worked was actually
a front for a covert intelligence-gathering center set
up by the immortal Court of Secrets. The office was
altacked by progeny, immortal miniens of the
Sanguinary, who seek a data disk that contains
damaging information about the progeny and their
activities in the city. Mosl of the victims were loyal
mortal servants of the Court of Secrets who died
rather than reveal the location of the disk. In fact, it
was remaved just prior to the attack

The wolf is Brinane, an immortal who escaped
with the disk by transforming into her himsati as
the progeny attacked the office. She was run down
by one of the dark immortals in rottweiler form.
The progeny would have captured the disk if not
for the intervention of the character (we hope)

Brinane

If the character brought the
woll home, it heals within

a matter of hours (or a vet will call with
that startling news and ask the character to
come pick up “his” wolf). At any rate, try o get

the wolf and the characters alone in somecne'’s
home. The wolf trots into the bathroom and a short time
later, a very fall, very beautiful woman walks out. wrapped
in a towel or robe and having obviously just emerged from
the shower. She has a compac! disk on a fine chain around
her neck. Her name is Brinane. She thanks the characters
for their help and tells them that she wishes to call her
people to come get her. It will be two days before the pickup
can be arranged, however. In the meantime, she asks if the
characters can bring her some clothes and a sword; she will
pay them back for any expenses when her people arrive

When characters go out lo procure these items, they are
confronted by thugs' who demand to know where Brinane
is and where the disk is hidden. If they don't get what they
want, they attack with knives, nun-chuks, blackjacks, and a
sword in the hands of the apparent leader. They are
mortals controlled by the progeny. The thugs should
outnumber the characlers enough to make this fight look
pretty one-sided

The Attack

This fight gives the characters a second glimpse into their
true identities. The thugs are good at this sort of brawling
and ought to kick the characters around pretty easily until
desperation and fear cause the characters to manifest
some of their unknown immortal powers. Keep the players
in the dark until the situation looks desperate, and then
start introducing the weird stuff

This apparently hopeless battle ends with the characters
strengthened and victorious. If characters inlerrogate the
thugs afterward, the thugs will say only that Lord Blind
sent them. They will never say more

Climax

The characters should return to Brinane with the sword
She is not surprised at the news and appreciates the
characters' help.

Suddenly, as Brinane is admiring and cleaning the new
sword, the roltweiler crashes through a wiridow (or a door,
if the characters are above the ground floor). It moves
directly to attack Brinane, uncencerned about anyone else
nearby. The characters can either help Brinane in the fight
or stand by and walch. Brinane wields the sword with
amazing skill and ferocity. In the end. the rottweiler should
be killed, but only after a desperate fight. When it dies, its
body dissolves into a pile of salt

Brinane thanks the characters and warns them that, in
spite of its apparent death, the rottweiler may be back. If
pressed for an explanation, she tells them that their world
has just become a dangerous place. If they are smart, she
says, they will find another place to live. She warmns them
that a war is coming . . . the final war
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If players want to continue with these same
characters, Brinane may give the characters the
name of someone who can help them in their
journey; the narrator must fill in the details as
required,

A very short time later, two men arrive in an
unmarked van. One hands a paper bag to
Brinane, who passes it lo the characters. It is filled
with $20 bills, totaling to about $10,000 dollars.
Brinane exits with the men, leaving the characters
with more questions than answers and her dire
warnings about the future

Btinane

BODY: d8 (d12 when first found,
because of injuries)

MIND: d10

SPIRIT: d10

Relevant Skills: Dodge (d10),
Sword (d8), Bite (wolf form, d10)
Weapons: Sword (d12 damage)
Himsati Natures (in wolf form):
Fangs (d10 damage)

Lerd Blind (rettweiller)

BODY:d10

MIND: d12

SPIRIT: nil

Relevant Skills: Dodge (d8),

Bite (d8), Claws (d10), Hypnotize (d10)
Himsati Natures: Claws (d12 damage),
Fangs (d& damage)

Armor: Supernatural skin (d10 armor)

Thues

BODY:d12

MIND: d12

SPIRIT: d12

Relevant Skills: Dodge (d12),
Sword (d12), Martial Arts (d12)
Weapons: Sword (d12 damage)
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Immartal Intro Prep Kit

“The future is the |gcxorab|c consequence of the past. Exalted
as gods in one era. Reviled as monsters in the next. The pages
of l-;iston:j turn; t|-|c9 turn, and soon enoug'l become

i._cgcnci ; Agc|c.sa Eternal. Waiting,

“But what if one dag there were no more pages to turn? The
last daﬂ would mark the end of History, a time of revelation
in which our suPcmatum| faces would be P|ain for man to
see. The last daf.) would mark the l'r.ginning of our last War
against the Beast.

R | e ) f
low ask yourselr one question

W Cell s et s
what ir that last day were TODAY

| eyt g
- Shade, Scourge ot the Shadowen.

It is the end of the modern wur|c|, the return to
dominance of immortal lw:‘lng,-‘. that existed before

human civilization. The m};fhs that i-nurnnmtq holds

[}
[
¥
|

dear are crum]sfing;l.-a ;!nclc’.nrgnclﬁ rise from
their secret P|ac.c-.~‘- to Flg}'ll‘ a final war with the
I;(ll‘(c‘ﬁ l‘lI" CL I!‘Ln(?ﬁ.‘v. A new .'igi‘ OF |('SC‘."CI 1S
r:{.'awnln\_g‘. terrible, m;a_glc;ﬂ and

larctntl’rmlung.
How will you hane lle the ch: \[[:41_5:.-- f

An nchnLinlc new vision of

IMMORTAL has arrived with the
combined talents of veteran RPG
c]r-:;isz-.m Faul hr.’er!g and Steve Winter,
.‘1|nng:asc|<_‘ IMMORTAL's origin: il creator,

Ran Ackels. (umpk-tcll] I't‘\:l.%c'(‘{‘ check out Y
IMMORTAL's entrancing :ach‘rnatur;:f b;ackgl'ound combined ’
with an uPc}ah‘.n‘{ game system streamlined to let You ch;lxge rlgl'll’

into the razor's c&ge action and an ever- hghte.nr'ngweb of intnglc.

WATCH FOR BOOK ONI

COMING IN AUGUST
IMMORTAL: MILLENNIUM (PDN 10001)
WITH SFECIAL EDITION COVER MOPELED BY

5 CLAUDIA CHRISTIAN AS “SHADE

f"anhi.%;j
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Printed in Canada ww.ctcmﬁy.com




	Page 01.jpg
	Page 02.jpg
	Page 03.jpg
	Page 04.jpg
	Page 05.jpg
	Page 06.jpg
	Page 07.jpg
	Page 08.jpg
	Page 09.jpg
	Page 10.jpg
	Page 11.jpg
	Page 12.jpg
	Page 13.jpg
	Page 14.jpg
	Page 15.jpg
	Page 16.jpg
	Page 17.jpg
	Page 18.jpg
	Page 19.jpg
	Page 20.jpg
	Page 21.jpg
	Page 22.jpg
	Page 23.jpg
	Page 24.jpg
	Page 25.jpg
	Page 26.jpg
	Page 27.jpg
	Page 28.jpg

