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like to have her ex-cultists running around
loose. Every one of your former co-cultists are
going to be after you as well.

As a Priest of llian, you must still check for dis-
covery after every background repetition. If you
fail the roll, your temple has been discovered by
the Brotherhood and destroyed. Again, Ilian
doesn't treat failures well, particularly two-time
losers. You must begin your adventuring career
right away, on the run from the Brotherhood and
your former fellow cultists.

SWITCHING ALLEGIANCE

Alternatively, you can switch allegiances and
take up as a Heretic of another Dark Apostle. To
manage this, you need to approach a cell of the
Apostle of your choice and be accepted by
them. During character creation, this is repre-
sented by rolling 1d20. If you roll over your rank
as a Heretic, you've been accepted by the cult.
Otherwise, they refuse to trust you and try to
tear you to pieces.

If you succeed, you start off in the new cult
with half your rank in the old cult (round down).
If you fail, you now have another cult of Heretics
after you in addition to the Cult of llian and the
Brotherhood. Good luck.

THE BROTHERHOOD

If you happen to be a mole inside the Brother-
hood, your chance of discovery increases dramat-
ically. If your discovery roll is less than or equal to
your rank as a Heretic (not half your rank as is
normally used), you've been discovered.

If you're discovered, you're declared Apos-
tate in addition to all your other troubles. The
Brotherhood is a bit touchy about being infil-
trated by Heretics, and they plan to make a
rather visible example of you.

REWARDS OF ILIAN

With all the risks involved, why would anyone
want to be a Heretic of llian? Because its a quick
route to power, of course.

After each background repetition you spend
as a Heretic, but before you check for re-
employment or discovery, you gain one level in
rank as a Heretic of llian. Also, you gain 1d3 new
Dark Gifts instead of just one.

In this way, Heretics of llian gain power from
their mistress rather quickly. However, this
increased contact with the Dark Soul can have
detrimental effects on the human body. This is
reflected physically in the potential for the char-
acter to undergo Degeneration.

Also, as a part of the Cult of llian, you auto-
matically have friends in high places. These peo-
ple see it in their best interest to ensure that
you are promoted rapidly up through whichever

kind of corporate (or Brotherhood) ladder
you've chosen to climb. Subtract —2 from your
roll every time you check for re-employment.

TRANSFIGURATION

While transfiguration is relatively common for
followers of Algeroth, it is extremely rare for
those in llian's service. It is by no means an
eventuality. In fact, it is often the result of a
fall from favor.

Transfiguration can occur due to a roll on the
llian Heretic Special Events Table, or possibly
because the character has been discovered and
offered a chance to become a Priest of llian. If
this happens, the character may then be sent to
one of llian’s secret temples for the process of
being transformed into a Changeling.

The only other type of Transfiguration that
can befall a Heretic of llian is to be chosen to
become one of llian's lieutenants: a Nepharite.
This is the ultimate honor, as it permits the
Heretic to become an icon of personal power.
See below for more details.
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sabotage certain shipments of
arms from Sherman Arms. He
had rerouted them from their
supposed destination in the
Doughpits to a mostly aban-
doned warehouse district in
San Dorado. He'd been assu-
red that his actions would be
covered up by others in the
cult. Apparently they hadn't.
Still, what he'd done had
been nothing compared to'a
higher-ranking Heretic some-
where in Sherman, Inc. Accor-
ding to rumors from the other



Acolytes in Walter’s cell, one
of their superiors had actually
managed to arrange for Sher-
F”ﬂ”‘ﬁ' most Pl‘lll,].!.’fl(h" ,\'Hb-
machine gun, the CAR-24, to
have a terrible defect that
caused the last three month's
production to misfire badly.
Many Capitol seldiers had
died as a result, their wea-
pons failing on them when
they were needed most.

Rumor also had it that this
particular Heretic of llian was
close to having his cover blown.
Sitting in the chair opposite
from Hogan, Walter thought he
must know exactly how that
person was feeling right now.

“No, Director,” Walter
finally answered, “I think |

know why I'm here.”
A smirk crossed the Direc-

tor’s face as he leaned for-
ward, his hands folded before
him on the mirror-polished sur-
Jface of the cherry-stained desk.
“No, Walter, I don’t think you
do.”

DISCOVERED! ¢ You have been uncovered as

a Heretic and reported to the Inquisition. You
are now on the run from both the Brotherhood
and your former fellows. Your name is on the
Inquisition Files, and they will hound you relent-
lessly. If you are a Priest of llian, your temple has
been discovered and destroyed. Begin your
adventuring career at once.

DEGENERATION. You have proven uniquely

susceptible to the warping influence of the
Dark Technology. The hideous process of
Degeneration (see below) has begun. This
occurs even if you have acquired no Dark Gifts!
Progress to the next stage of Degeneration.

STIGMATA. Despite the fact that you have no

Bio-Technological Gifts, you have acquired a
lesser and potentially concealable form of
Degeneration. Roll on the Bio-technological
Gifts Table (see Algeroth) and take the Stigmata.
You don’t get the associated Gift.

REPULSIVE . Exposure to the Dark Symme-

try, or perhaps just the endless pollutants
that saturate the environment, has resulted in a
non-incapacitating Physical defect. You may
have a hunchback or a harelip or a spectacular-
ly ugly face or give out a particularly pungent
odor. This makes you immediately recogniz-
able and distinct. Negotiate the exact nature of
your defect with the GM. Under any circum-
stances, you should be repulsive.

HUBRIS. You've become extremely proud of
just who you've become in Ilian’s service.
Unfortunately, this makes you much more likely
to be discovered. Add +2 to your discovery roll.

NASTY. You think everyone’s beneath you.
Take -2 from your PER.

ARROGANT. You've managed to even annoy

the people within the Cult of llian, not to
mention your so-called co-workers. Add +3 to
your re-employment rolls,

CRIMINAL RECORD. You have unfortunately

acquired a criminal record, one that will fol-
low you around for the rest of your life unless
you acquire a new identity.

1 POWERFUL FANATIC ENEMY*. You have

enraged one of your superiors in the ser-
vice of llian. You can now look forward to a
choice selection of the most difficult and danger-
ous missions, as well as having your own plans
blocked and thwarted.

1 PART OF UNEMPLOYMENT PROGRAM:-.
Should you ever become unemployed, you
may automatically choose the Student background

ILIAN HERETIC SPECIAL EVENTS

instead, regardless of entrance requirements. You
do not have to make an INT/PER roll to get in.

1 GOOD NEGOTIATOR. You always have
+2 on your Social Standing rolls.

1 GLAMOROUS EMPLOYMENT®. You have

a particularly high profile in your line of
work. Add +1 to your PER modifier for your cur-
rent employment.

1 4ONTACI‘ WITHIN A MEGACORPORATION.

ou have a contact within one of the other
Megacorporations. (Roll 1d6. 1=Bauhaus,
2=Mishima, 3=Cybertronic, 4=Imperial,
5=Capitol, 6=The Cartel. Reroll if you roll your
own corp.) The GM decides exactly how this con-
tact works but it should be a considerable advan-
tage whenever the character wants information
about that organization's doings, to get an
entrance pass to one of the organization’s official
buildings, bailed out when arrested by one of the
Corporation’s security agents, etc.

] SELF-DEFENSE TRAINING. You can have
one free pick in the Firearms and Com-
bat Fields_ of Expertise.

] TECHNICAL CRASH COURSE. You may
have two free picks from the Technical
Field of Expertise.

] ADMINISTRATION COURSE. You may
make two free picks from the Communi-
cations Field of Expertise.

1 GYMNASTICS CLASSES. You may make
two free picks from the Movement Field
of Expertise.

] 9EVEN]NG CLASSES. You may make one
free skill pick.

2 INTERESTING CHARACTER. Your experi-
ences always seem to fascinate people.
Add +1 to your PER value.
2 INTENSE PHYSICAL TRAINING. By dint of
rigorous physical exercise, you have
added +1 to your STR value.

2 STRONG WILL. Constantly overcoming
challenges has toughened your mind.
Add +1 to your MST value.

23HEALTH CARE. All that attention to a
healthy diet and lifestyle is paying off.
Add +1 to your PHY value.

2 HOBBY GYMNAST. Add +1 to your
COR value.

2 GOOD IMMUNE DEFENSE*. Your body is
extremely resistant to alien organic sub-
stances. Add +5 to your PHY every time you



have to make a roll against disease, parasites,
etc. Also subtract 1 from the number of Gifts
you possess when checking for Stigmata.

26EXTRAORDINARY CHEMICAL RESIST-
ANCE*. Your body is extremely resistant
to artificial substances. Add +5 to your PHY
every time you have to roll to resist poisons,
drugs or gas.
2 GIFTED CHILDHOOD. You get two free
picks, but not in the Special Field of
Expertise.
2 WEALTHY BOY/GIRLFRIEND. Your cho-
sen partner of the moment is both
extremely wealthy and extremely generous.
Add +1 to your Social Standing. As always, 10 is
still the maximum.

2 HOBBY ATHLETE®. Add +2 to your STR
and PHY. Should your Social Standing ever

drop beneath 4 (or its current value if that is less

than 4), then you must remove these bonuses.

30CONTACT IN POLICE DEPARTMENT?®.
This can be very useful, as you may be
tipped off about upcoming raids, which areas will
be heavily patrolled, etc. Also, you will never, ever
have a criminal record unless you are discovered
to be a Heretic, in which case your contact is
probably now enjoying the accommodations of
an Inquisition Torture Cell. If not, he or she will
certainly never, ever talk to you again.

3 ] CONTACT WITH CULTISTS OF ANOTHER

APOSTLE. On a combined mission, you
have made the acquaintance of a high ranking
Heretic within the Cult of another Apostle.
They will provide you with all sorts of informa-
tion regarding the doings of that Cult. Beware!
This is a two-edged sword. The information
may be false, or they may even be trying to
recruit you. (Roll 1d4. 1=Algeroth, 2=Semai,
3=Muawijhe, 4=Demnogonis.)

32CONTACT WITHIN THE BROTHERHOOD.
You have a contact within one of the direc-
torates. (Roll 1d1. 1=Mystics, 2=Inquisition,
3=Mission, 4=Administration. Reroll if you roll
your own directorate.) The GM decides exactly
how this contact works but it should be a consid-
erable advantage whenever the character wants
information about that directorate’s doings, to get
an entrance pass to one of the Brotherhood's offi-
cial buildings, rescued when arrested by the Inqui-
sition, etc.

3 HOLD ON EMPLOYER*. You have found a

way of blackmailing your boss. You will
never be sacked from your current job, but you
should make the re-enlistment roll anyway to
see if you are discovered. If you are, no amount
of blackmailing your boss is going to save you
from the Second Directorate.

3 BACKUP IDENTITY+. You are given a
prepared cover by the Cult. This provides
all the documentation, background, and even
elective surgery to grant you a new life. If you are
ever discovered, you can simply disappear and
begin again in a new job with a new identity.

3 5FINANCIAL GAIN. The cult’s influence
has led you to greater prosperity. Increase
your social standing by 3; 10 is still the maximum,

3 FALL GUY. You've got another cultist in

place to take the fall for you. If you're
ever discovered, this poor sap takes the blame
instead, and you get off scot-free.

3 7FAVORED BY YOUR TUTOR. You have

been studying the use of the Dark
Symmetry intensively. Choose one of the
Dark Gifts.

3 FAST PROMOTION. Gain another level
of rank as a Heretic of Ilian.

3 EXTENSIVE TRAINING IN THE DARK

SYMMETRY. You have been blessed
with intensive instruction. You may choose
1d3 Dark Gifts.

40TRANSFIGURAT]0N. You have been
Chosen. You may if you wish, and you
meet all the requirements, choose to be trans-
figured into a Changeling or a Nepharite. If you
choose not to accept Transfiguration, roll
again 1d3 times.

Walter thought of the gun
tucked into the waistband of
his pants, the rough-tooled
grip concealed by his dress
shirt. He hoped that his suit

Jacket and extra-wide tie were

managing to cover the bulge
the weapon made. It had see-
med fine in his apartment this
morning, but here in the
Director’s office, it seemed
woefully inadequate, much'in
the same way that Walter felt
about himself at the moment.
His boss in the cult had told
him that he was to wait until
the right moment presented
itself during this meeting.
Then he was to pull the gun
and kill the Director on the
spot. “Poor sod,” the voice on

the other end of the line had

said. “His doom is sealed

He had never met his supe-
rior, supposedly a High Com-
mander in the cult. He'd only
talked to him on the phone.
The gun had showed up on
his doorstep this morning,
apparently while he’d been on
the phone with the High Com-
mander. He had no idea
who'd left it.

Walter thought about what
Hogan had said to him. He
looked at the man’s face and="
decided it was time to wipe
that smug grin off of it—per-
manently.

“Let me tell you something,
Director. You probably think
I'm here to get demoted for
the things I've done. You think
I'm some kind of screw up,
that I don’t know what I'm
doing.” Walter was gi
himself up into a f
Acolyte of llian, he’d never
been called upon to kill @ man
before, and certainly not in
cold blood. This was going to
take some working up to.




“No, Walter,” Hogan averred.
“I'm afraid that you know
exactly what you're doing.”

“What do you mean by
that?” Walter was mystified
once again. What was this
man's game? Did he know
about Walter's real existence,
his life as a Heretic of llian?
But how?

“It seems to me, Walter, that
you knew exactly what you
were doing when you shipped
those guns to the wrong place.
Those guns were sorely needed
in the Doughpits, voung
man, and your ‘mistake’
was quite beneficial to
the Dark Legion.”

Walter laughed,
hoping he didn’t sound
as nervous as he felt.

“What are you talking
about, Director? There’s
no such thing as the
Dark Legion. Everyone
knows that.” Most peo-
ple thought of the Dark
Legion as a myth, and
although Walter was
personally in on the sec-
ret—in a way that would
surely scare Hogan to
death—he had to fake
ignorance.

“Now, Walter, we both

know that’s not true. As
Director of Sherman, Inc.,
I'm privy to all sorts of
information not available
to the common person. |
know all about the Dark
Legion and how it works.
You're not such a com-
mon person yourself, are
you, Walter?” The Direc-
tor bored holes into the
junior bureaucrat’s head
with his eyes.

“No, Walter, you're

uncommon enough,
thank the Cardinal.
You're a mole, an agent,

llian cultists decry the use of Bio-technological
Gifts, mostly due to the horrible Stigmata that
such devices often bring. A follower of llian
with Stigmata knows that his or her days are
numbered, and those in the quest for unlimited
power rarely allow anything to happen to them
that might sidetrack them.

However, members of the Cult of Ilian gain
Dark Gifts from their Apostle at an accelerated
rate. This fact opens them up to the possibility of
Degeneration. Every time your character gains
three or more Dark Gifts after the completion of
a background repetition, roll 2d10. If the roll is
greater than the character’s rank as a Heretic,
nothing happens. If the roll is less than or equal
to the rank, the roll has been failed.

In the rare situation that your character gains a
Stigmata, you should also roll for Degeneration.

There are three stages of Degeneration, each
progressively worse than the first. The first
Degeneration roll you fail puts you into the first
stage of Degeneration. The next failure puts in

-

DEGENERATION

you the second stage. The third failure puts you
in the final stage.

RECOVERING FROM DEGENERATION.
On rare occasions, the characters superiors may
decide to repair the effects of the Degeneration.
This is only done in the case of cultists that are
considered invaluable to Ilian and her schemes.
If the victim can be replaced by another cultist,
why care for the weakened fool? Likely the poor
creature will be dead soon anyhow.

Other Cults might be more willing to help
out if they determine that the degenerate could
be potentially useful to them, either as a source
of information or possibly even a double agent.

STAGES OF
DEGENERATION

STAGE ONE. You are no longer human, nor
can you fool anyone into thinking you are.
Your hair begins to fall out. Your canine teeth
begin to lengthen into fangs. Your skin cracks
and flakes away, leaving exposed patches of
dried-out muscle and vein. You are automati-
cally discovered. If you can qualify for a posi-
tion as a Priest of llian or for Transfiguration,
now’s the time.

STAGE TWO. You look and smell like a
walking corpse. Large areas of your body have
putrefied. Your appearance becomes incredi-
bly monstrous, but strangely you have begun
to shrink.

STAGE THREE. Your brain has so Degenerat-
ed that you are incapable of independent
thought. You are now a Child of Ilian, an NPC
under control of the GM. Time to create a new
character.

TRANSFIGURATJION

If you're good and lucky and ambitious enough
to claw your way to the top of the Cult of Ilian,
eventually you'll be asked to become Transfig-
ured into something more than human. If you
accept, you'll be sent on a Pilgrimage to the near-
est Citadel of llian. The locations of these places
are closely guarded secrets, and the mere fact
that one has been revealed to you indicates that
you're likely ready to move on.

As llian despises the use of Necrotechnology, the
Transfigurations are carried out entirely by means
of the Dark Symmetry. No Tekrons are involved.

Once you reach the Citadel, you are judged by
the Nepharite Overlord. If you deemed unwor-
thy, the Nepharite embraces you, sending you
into the void. There your soul will be hunted for-
ever by the Wild Hunt of llian.



If you are judged fit to be brought into the
fold, the Overlord turns you over to a Nepharite
Magus. If you are to become a Changeling, the
Nepharite Magus takes you into the Necrocham-
bers and performs the Dark sacraments that will
Transfigure your form.

If you are to become one of Ilian's new Nephar-
ites (a rare thing indeed) the Nepharite Magus
then transports you directly to Nero so that Ilian
herself can oversee your Transfiguration into one
of her personal lieutenants.

MINIMUM REQUIREMENTS. Even if you
are offered the option of Transfiguration, you
must possess certain minimum requirements.
Should you trouble a Nepharite for Transfigura-
tion and not possess these requirements, you'll
soon be bait for the creatures of the Wild Hunt.

TESTS. You may be called upon to perform
certain tests. The penalties for failure can be
steep.

BENEFITS. These are the benefits that your
Transfiguration gives you, should you survive
the process.

CHANGELING

This honor is a mixed blessing at best. It is often
awarded to valuable Heretics who have been
discovered or have contracted Degeneration or
some sort of Stigmata.

MINIMUM REQUIREMENTS: Must be at
least a Level 5 Heretic.

TESTS: You must roll under your MST on
1d20. If you fail, you cannot manage to control
the powers of your new form. You dissolve into
a pool of protoplasmic slime.

BENEFITS: You become a full-fledged
Changeling. See “The Legions of llian” for more
details about these creatures. Additionally, any
effects from Stigmata or Degeneration are
removed. If your previous position is still
uncompromised, you may return to it. Other-
wise, you will be reinserted into human society,
taking the place of some high-ranking official in
one of the megacorps. Alternatively, you may
take your place as a Priest of Ilian.

NEPHARITE

This is the ultimate honor that can be granted
to a Heretic, and the ultimate goal of all
Heretics. When you become a Nepharite, you
become one of the commanders of the Dark
Legion, an immortal being second in power only
to the Dark Apostles themselves (and, which
constantly bothers you, a bunch of other
Nepharites).

MINIMUM REQUIREMENTS: Must be at
least a Level 10 Heretic.

TESTS: First of all you, must undergo a
series of Tests which challenge very aspect of
your being. Roll below each of your Basic
capabilities with 1d20—failure means death.
Then, you must survive having your spirit
separated from your body. You are sacrificed
on the great Altar in Ilian’s personal sanctum



















ILIAN’S DARK GIFTS

CALL OF THE WILD HUNT

LEVEL: 25+

RANGE: Earshot.

Those walking along the moors in northern
Venus or through the forests of central Mars
sometimes hear the howls of unnatural beasts
off in the distance. If they are brave enough to
remain longer, they might actually hear the
thunder of alien hooves. Most eerie of all,
though is the lone scream that precedes them
all, a noise that's all too human.

To use this Gift, the invoker must be heard
by the intended victim. To avoid the Gift, all the
victim would have to do is block his or her ears,
but most potential victims won’t know what's
happening until it's too late.

To invoke the Gift, the invoker blasts out a
series of carefully orchestrated notes on a
necrofied brass horn that was given to him or
her at the time that the Gift was originally
bestowed. The invoker must then make a roll
on the Resistance Table with the invoker’'s MST
(before deducting for the use of this Gift) as the
«Basic Capability» and the intended victim's
MST as the «Difficulty Level».

If the intended victim hears the Call and is on
the losing end of the Resistance Roll, he or she
is immediately thrust into the Dark dimension
of the Wild Hunt. For all practical purposes, the
victim is dead.

For each additional level of the Gift, the
invoker can add another listener to the Call.
Each character affected by the Call rolls sepa-
rately.

CLARION OF THE
LEGIONNAIRE
LEVEL: 10+
RANGE: Touch (when cast). Infinite when sum-
moning an object.
The clarion call of llian’s faithful can travel
across any distances to resound within the
skulls of the most horrible creatures in the ser-
vice of the Dark Soul. Those who hear it are
instantly aware of how terrible the wrath of the
Lady of Nothingness can be, and they cannot fail
to heed it.

This Gift is similar to the Bringer of Dark
Tools Gift. It permits the user to summon a
Heretic or other member of the Dark Legion to
his or her side instantaneously.

To prepare the Gift, the invoker must have
the permission of the summoned creature.
For this reason, it almost always is used on
creatures or persons of lower rank in the Dark
Legion than the invoker. Higher-ranking

Legionnaires (including powerful Heretics)
find it more than a little annoying to give their
underlings the power to physically call on
them at their whim.

The two subjects of the Gift—the invoker
and the being to be summoned—must be in
close proximity for an uninterrupted 24 hours.

During this time, the two study each other
intently and undergo ritual blending of blood.
Into this mixture, a tiny whistle, horn or
other instrument of necrofied platinum is
placed.

Once the ceremony is complete, the instru-
ment has been enchanted so that all the
invoker has to do is blow or play one shrill
note on it. When this happens, the Gift is trig-
gered, and the creature or person the spell
was cast on instantly appears in a cloud of
telltale brimstone within two meters of the
invoker in any direction the invoker wishes.

Use of this spell does not mean that the
summoned creature automatically bows to
the invoker’s authority. This must be estab-
lished beforehand. The Gift can be cast on an
unwilling subject, but the invoker should be
prepared to handle the ramifications of sum-
moning a creature that may be even more
inclined to attack the invoker than the invok-
er’s foes.

DANCING ON THE VOID’S
RAZORED EDGE

LEVEL: 3
RANGE: Self
The road to power is paved with needles and
sided by razored railings. Risk is the only way to
move forward, and those that never gamble all
soon find that they lose what little they have.

was being shot by those Apes,
and then Hogan standing over
his bleeding body. He had
thought he was dead for sure.
Running his hands along
his body, he searched for the
bullet holes in his flesh, but
there were none to be found.
In fact, he was in no pain
whatsoever. He marveled at
the fact. “Praise, llian. It must
have been she who saved me.”
Of course, that still didut"
mean that he had any clue as
to where he was. llian treated

Jailures harshly he knew, and
it seemed that he had failed
badly. Still, perhaps she had

decided to give him another
chance. If so, he was going to
make the most of it.

The first thing he was going
to do was find Director Hogan
and blow his brains out. No,
that was too easy for him.
First he'd go after the Direc-






THE DARK MASQUERADE
LEVEL: 4+
RANGE: Self or touch.
Deception is one of the greatest tools of the
cult of llian. Impostors have the unique powers
of whomever they are posing as, and cool
cultists can make the most of such advantages.

By use of this Gift, you can alter your own
features or the features of someone that you
can lay hands upon. The effects translate even
to the subject’s voice, changing it to fit the
new appearance. This Gift cannot alter the sub-
ject’s height or mannerisms. It is simply a
mobile illusion that's closely attached to the
person upon whom it is cast.

This effect lasts for one hour. It can be made
to last for an additional hour for each extra
level put into it.

Treat the subject as if he or she had the
Conning: Disguise sub-skill at a Skill Value of
15. With the exception of size, the disguise is
perfect and cannot be removed. However, if
the character already has the skill, add half the
character’s real Skill Value to 15 to come up
with the Skill Value to use with this Gift.

Deduct from the Skill Value for discrepancies
or ill-preparedness. For instance, if the subject
is trying to impersonate someone else in front
of people who know that person, deduct a few
points. If the subject has studied the person to
be impersonated, add a few points.

The subject can drop the disguise at will,
and (if they're not the same person) so can the
Gift's invoker.

DARK REMOVAL
LEVEL: 8+
RANGE: Touch. Basic teleportation distance is
70 squares/105 meters.
Over the centuries, many things have gone
missing from top secret areas, even in the

most secure vaults of the megacorporations.
If the victims only knew of the Cult of Ilian’s
powers, they might realize that they haven't
misplaced something. They've been robbed!

This Gift is similar to the Venture Into the
Void Gift. With it, you can teleport an inani-
mate object that you are touching to a point
that you have either been or seen. Just hav-
ing seen a photograph or video of a place is
not sufficient. Alternatively, the Gift can be
used to move the subjects to anywhere in
the invoker’s line of sight.

When this Gift is used, the object shim-
mers and then fades, leaving behind a black
outline which dissipates after a few seconds.
The process is reversed at the point of
arrival. Each additional level adds 100
meters to the distance the invoker can move
the subject.

This Gift can be used to transport up to 50
pounds of contiguous (touching) material.
An additional 50 pounds can be teleported
for each additional level added.

Only whole pieces can be moved. You
couldn’t teleport away half of a machine-
gun, although you could remove a removable
barrel or a belt of ammunition. Or you could
use this to scoop away or tunnel through
loose earth or sand.

With this Gift, you can even remove an
object from an opponent’s grasp—even
things that a foe is wearing (like armor or
other clothing). To do so requires touching
the object with your bare hand. In combat,
this requires a successful strike. If you fail to
touch the target in the first round, you may
maintain the Gift and try again next turn for
only a quarter of the original cost (rounded

up).

of a better term. He decided
to run weslt.

The forest was full of old
growth trees, taller than the
highest redwood on Mars.
Beneath their towering cano-
py, little grew except bramble
bushes and shrubbery. The
ground was covered with
long-dead needles that almost

looked to be made of steel.

When Walter reached a
gully of a sort, he stopped for
a momenl Lo i'l‘f!{'rf d”l\'” and
touch the end of one of the
needles. Quickly, he snatched
his hand back, sucking on
the puncture wound in his
right index finger. The need-
les were sharper than sewing
needles! One fall in that kind
of ground cover, and he'd be
picking needles out of his
skin for weeks.

He noticed that the how-
ling was growing even lou-
der. Still, it seemed far off
enough. It was then that he
heard the pounding of foots-
teps preceding the howls_ i
sounded like one person on
foot, but Walter couldn’t be

sure. Abruptly, the footsteps

stopped, but the howls raised
higher, and now Walter
heard the thunderous rumble
of hooves following close
behind them.

He stood there for a
moment and wondered
silently what to do. He had
no idea where he was or
where to go or even who—or

what—might be after him.







If the Gift is successfully invoked, the invoker
can place a Dark desire of some sort in the vic-
tim’s mind. This can range from sexual lust for a
particular person or the need to kill a certain
official. This desire is overwhelming. Every day
that goes by, the user must make another roll
on the Resistance Table, using the victim's MST
as the «Basic Capability» and the caster's normal
(unreduced) MST as the «Difficulty Level». (Note
that this is the reverse of usual.) If this fails, the
victim must attempt to satisfy the desire.

If the victim attempts to actively resist the
desire when in close proximity to the object
of desire, the victim must make another
Resistance Roll every round that the victim
has the opportunity to act upon the desire.
Failure means that the victim will doe every-
thing in his or her power to satisfy the desire
immediately.

This desire can be entirely expunged by the
use of the Art spell Exorcism of Evil Thoughts.

FROZEN BY THE
CHILL OF THE VOID

LEVEL: 8+

RANGE: Touch. _

Control over the void translates into control
over time and space itself. What could be more
powerful?

By means of this Gift, the invoker can freeze
a person in time for 1d6 combat rounds. For
every additional level put into the Gift, add
another 1d6 combat rounds to the Gift's dura-
tion.

Only the person actually touched (including
any clothing or carried items) is frozen in time.
If this is a person, the subject can be moved or
attacked, although the effects of the attack
won't actually take place until time resumes
for that person. A bullet fired into the person
stops upon barely penetrating the skin and
doesn’t actually continue on it's path until the
Gift's effects expire.

This Gift can be used to keep a mortally
wounded subject from bleeding to death. It
can even stop the flow of poison in a subjec-
t's system.

To invoke this Gift, the user must actually
touch the intended victim. In combat, this
requires a successful strike.

Once an unwilling victim is touched, the
invoker must then make a roll on the Resis-
tance Table with the invoker's MST (before
deducting for the use of this Gift) as the «Basic
Capability» and the victim’s MST as the «Diffi-
culty Level». If this fails, nothing happens, and
the intended victim might not even realize that
a Gift was being invoked.

ILIAN’S FLAMING FIST OF
DESTRUCTION

LEVEL: 5

RANGE: 50 squares/75 meters

Sometimes subtlety must be left behind for

sheer terror.

For this Gift to work, the invoker must
make a roll on the Resistance Table with the
invoker's MST (before deducting for the use of
this Gift) as the «Basic Capability» and the
intended victim's MST as the «Difficulty Level».

If the Gift is successfully invoked, the victim
feels a hand close around the body portion of
the invoker's choice just before it bursts into
flames, dealing 2d6 points of damage. This
spontaneous combustion occurs within the
victim's own cells. It does not require oxygen,
nor does armor of any kind do any good
against it.

This Gift cannot be maintained from
round to round. It must be invoked separate-
ly each time.

i)

He was an aged man, and
the years had not been kind to
him. Cracks and crevices rid-
ged his face like that of a
bomb-battered cliff. He bore
dozens of scars, just on his
cheeks alone. His hair was a
white mane, ratty and
unkempt. His pale blue eyes
stared out at Waller, an accu-
sation already on the man’s

thin, pale lips.




“Who are you?" the man
demanded. “And how did you
get here?”

Walter stammered out his
name and then somehow
managed to explain that he
had no idea where he was,
much less how he’d gotten
there. The old man stared
right into his soul for a long
moment, those blue eyes dis-
secting him with the preci-
sion of lasers. Then, appa-
rently satisfied that Walter's
answer jibed with his obvious
terror, he lowered Walter to
the ground.

He stepped back and stared
at Walter again for a long
moment. It was then that
Walter realized he had soiled
himself while the man had
been questioning him. He
crossed his legs to hide his
shame, hoping the man had-

n't noticed.

The man was still staring
al Walter when the man sud-
denly broke into laughter,
apparently at Walter's expen-
se. Embarrassed, Walter

stood up and demanded that

the man tell him where he
was. “I hardly think my situa-
tion is funny!”

The old man stopped guf-
fawing long enough to talk,
but his words were still punc
tuated by the occasional
chuckle. “You are correct.
There is no hilarity in your
situation. Still, I find you inc-

redibly amusing.”

ILIAN’S FOUL FAVOR
LEVEL: 13
RANGE: Touch.
Sharing power is not an easy matter, but occa-
sionally you have to help others along so that
they can help you. For this, the Heretic
becomes a living conduit of the Dark forces
that run from Ilian, through the Heretic and
into the less-deserving vessel.

By use of this Gift, the invoker can tem-
porarily bestow one of his or her own Dark
Gifts upon a willing subject. To do so, the
invoker must lay hands upon the subject for
2d4 combat rounds. At the end of this time, the
subject shares the power of one of the invok-
er’s Dark Gifts (invoker's choice).

The subject has access to this power for
3d10 combat rounds. During that time, the
subject can use the Gift normally, utilizing his
or her own MST instead of that of the true
owner of the Gift. At the end of this time, the
subject can no longer use the Gift, although
any prolonged effects of the Gift persist.

Any non-Heretic human that accepts a Gift
must check for corruption. This only has to be
done once per day, no matter how many Gifts
might be temporarily bestowed on a character
in this way.

PATH THROUGH THE VOID

LEVEL: 12+

RANGE: Self. Basic teleportation distance is 70
squares/105 meters.

Those who are powerful enough can actually

bring others along with them when they slip

between the pages of reality to appear else-

where or elsewhen.

This Gift is similar to the Stitch in Space-
Time Gift. With this, you can teleport not only
yourself but one extra human-sized person or
creature for every extra level you put into the
Gift. To do this, all the subjects to be teleport-
ed must be touching each other (either by join-
ing hands or by some other means.

Only the clothes that the subjects are wear-
ing and any objects that they are carrying
accompany them on this trip through the void
and back to our reality. When this Gift is used,
the subjects shimmer and then fade, leaving
behind a black outline which dissipates after a
few seconds. The process is reversed at the
point of arrival.

The subjects can only be teleported to
places that the invoker has actually been or
seen in the past and remembers well. Just hav-
ing seen a photograph or video of a place is not
sufficient. Alternatively, the Gift can be used to
move the subjects to anywhere in the invoker's
line of sight.

Each additional level adds 100 meters to the
distance the invoker can move the group. For
example, if a Heretic wanted to transport her-
self and three other people 500 meters, treat
the Gift as if it required 19 levels.

REQUISITION A
FOUL FAVOR

LEVEL: 20+

RANGE: Self.

Simple prayer and supplications are not
enough to grab the attentions of beings of ulti-
mate power. Just be careful of who's tail you're
tugging on and how you do it.

By use of this Gift, the invoker can contact
an Apostle (usually Ilian) and request a boon.
Simply making the request, of course, by no
means ensures that it will be granted. The use
of this Gift simply means that the invoker has
the Apostle’s ear.

In the invoker's mind, he or she travels to
Nero to appear before the Apostle (or wherev-
er else the Apostle might be at that time) and
make the request. In his or her mind, this
might require several minutes, but in reality, it
only takes a split-second. When the interview
is over, whether it goes ill or well, the invoker
returns back to the place from which the Gift
was invoked.

If the requester is less than a Nepharite, a
Priest of Ilian or a level 8 Heretic, the request is
instantly denied. The invoker must then suffer
through whatever punishment the Apostle
deems appropriate. In the case of Ilian, this
often involves instant death with the invoker’s
soul being spirited off to become fresh quarry
for the Wild Hunt. Other Apostles will concoct
interestingly awful penalties on the spot.

If the requester is of the right rank or power,
the request will be listened to. It is up to the
Gamemaster to determine whether or not the
boon shall be granted. The following factors
should be considered.

Will the favor further the Apostle's cause?
Will it directly harm a hated foe of the Apostle?
Just how powerful is the supplicant? Nephar-
ites are almost never turned down. And just
how well was the request made? Offerings to
the Apostle or promises of direct benefits often
tip the scale.

The GM must also determine how annoyed
the Apostle may be by the request. If the sup-
plicant has made a request inside the last
month, chances are the boon will be denied.
And how difficult might it be to grant this par-
ticular favor? In any case, the boon must be
within the Apostle’s power to grant.

If the request is considered but denied, the



invoker is punished in
some way that leaves him
or her incapacitated for
the next hour. Ilian blinds
such people. Muawijhe
drives them gibbering
mad. Algeroth sends them
into epileptic fits of rage.
Semai paralyzes them with
spite. Demnogonis strikes
them ill.

Even if the request is
granted, the Apostle may
want something in return.
If the invoker turns down
the bargain, treat it as if
the request had been
denied. The Apostles rarely
negotiate with their under-
lings.

RETURN TO
DARKNESS

LEVEL: 20

RANGE: Self (when cast).
Infinite when trig-
gered.

Those of great power can

make a place uniquely

their own, and with but a

thought, they can be

recalled to it through the

very fabric of reality.

This Dark Gift is simi-
lar to the Bringer of Dark
Tools Gift. Instead of
permitting the invoker to
summon a tool or weapon
to hand, though, this Dark Gift allows the invok-
er to send him- or herself back to a pre-set
sanctum.

To prepare this Gift, the invoker must set
aside a room or area of at least the size of a
cube two meters on a side. The place must be
desecrated before it can be used. This simply
requires the spilling of innocent blood, but no
hollowed ground consecrated by the Brother-
hood can be affected. Then the invoker must
spend a minimum of three days in the place,
fasting and studying every inch of it over and
over again. At the end of that time, the Gift is
invoked, and the invoker permanently loses 1
point of MST.

Once the Gift has been prepared, it can be
activated instantly by a mere thought. This
costs the invoker nothing to do so. The cost
was paid when the Gift was first activated. No
matter where the invoker is, he or she is
instantly returned to the spot at which the Gift

was originally prepared. This happens no
matter how distant the invoker is from the

spot to be returned to.

Many Nepharites use this Gift on their first
pilgrimage to Nero, and high-level Heretics
often link themselves to the Citadel or tem-
ple to which they report. That way, no matter
what happens to them, they can always
return instantly. However, if they were forced
to trigger the Gift due to some failure on
their own part, they can be sure that their
reception will not be a warm one.

This Gift can only be used to prepare a sin-
gle sanctum at a time. If the invoker wishes
to create another sanctum, the original Gift
can be easily dispelled. This happens auto-
matically if the invoker uses this Gift for
another sanctum.

This Gift cannot be invoked for a third
party, nor can anyone else be carried along
with the invoker.

Walter glanced down al the
front of his pants and then
looked up, his shame burning
his face a bright red. The old
man laughed again. “No,
child, that's not what I find so
delightful. It's how entirely
clueless you must be to not
know where you are.”

Walter was about to launch
into a tirade against old men
scaring the piss out of young
men in spooky forests, but the
man’s comment stopped him
cold. “The last thing I remem
ber is being shot. | thought |
was dead... Am1...?"

“Dead? Certainly. But there
are things worse than death,
and apparently you have ear-
ned yourself the privilege of
one of them.” The man grin-
ned at him. “A follower of
Hian were you? Thought you
had found the easy path to
power and glory? | was once
like you, child. Yes, | was.”

Walter studied the old man
as he talked. He was wearing
torn and tattered robes ador
ned with the symbol of the
Mistress of the Void. “You are
a Priest of llian?" he guessed.

The old man shook his head

at him. “Of course I was. | was

only steps away from transfi-
guration into a Nepharite
when it all fell apart, when my
life became the hell that you
are now part of too.”

“How long have you been

here?”

The old man grunted. “Who







TIMESLIP

LEVEL: 12+
RANGE: Self.
The favored of llian
can slough off the
shackles of time and
walk freely for a
short while (if such a
phase has any mean-
ing under such cir-
cumstances).

The invoker tem-
porarily slips outside
the timestream for
1d4 combat rounds.
During this time, the
invoker may act
without any willful
interference  from
others. For every
two additional levels
used to invoke the
Gift, time stops for
another 1d4 combat
rounds. For example,
if 16 levels were
used, time would
stop for 3d4 combat
rounds.

The invoker’s dothes
and carried equip-
ment follow the
invoker out and back
into the timestream.
Additionally, any eq-
uipment the invoker
attempts to use also
leaps in and out of time with him or her. For
instance, the invoker could start up and drive
off in a car, running over the statue-like people
as she went. Or she could step up and take a
gun from an opponent and fire a bullet into the
foe’s head.

Only things in contact (directly or indirectly)
with the invoker follow outside of time’s nor-
mal pattern. The fired bullet, for instance,
would stop as soon as it left the gun, but it
would resume its path as soon as time started
back up again.

This Gift would not stop an invoker falling
from a great height, nor would it prevent the
spread of poison throughout the invoker's
body. Time rolls on for the invoker no matter
what.

Characters with this Gift cannot affect each
other outside of the timestream. In the scheme
of things, no two events are truly simultaneous.
If one Heretic slips out of the timestream a
moment before another, that Heretic gets to
use the Gift first.

VENTURE INTO THE VOID

LEVEL: 15+

RANGE: Touch. Basic teleportation distance is
70 squares/105 meters.

One aspect of power is being able to force others

to do things against their will. Those compelled

to Venture into the Void find themselves unable

to resist the call of another place in space.

This Gift is similar to the Stitch in Space-
Time Gift. In this case, though, you don’t
teleport yourself from one place to another.
Instead, you force someone that you touch
to be teleported away to a destination of
your choice (within the Gift's range).

Only the clothes that the subject is wear-
ing and any objects that the subject is carry-
ing go along on this quick trip through the
void and back to our reality. When this Gift is
used, the subject shimmers and then fades,
leaving behind a black outline which dissi-
pates after a few seconds. The process is
reversed at the point of arrival.

tion in his body, as he liked to
tell himself. Tear of terror
streamed down his cheeks,
and he began to shake his
head back and forth. “No, no,

no, no, no..."

The old man smirked at
him. “So you finally unders-
tand, do you? You finally reali-
ze that we're nowhere near
the planet of our births. We
are in some Light-forsaken
hole in the void, being chased
by immortal creatures far
beyond our meager ability to
understand.

“We are the prey of the
Wild Hunt!”

Walter fell to his knees and
wept, barely noticing the need-
les that stabbed into his
bones. It was a long moment
before he was ready to talk
again. When he was, he loo-
ked up at the old man and
asked, “Who are you? Are you
part of the Hunt?"

The old man laughed.
“Hardly. My name is Nathan

Waxman. | was siripped of fity

powers and banished here by
Ilian herself after I failed at
my opportunity to become
transmogrified into one of her
Nepharites. | believe the test
was sabotaged by one of my
underlings, a woman who
coveted my favored position in
the mustress's eyes. There is no

other possible reason for nyy

failure.” Waxman gave Walter

a look that dared the newco-

mer to contradict him.










radius of effect must find something anchored
to grab on to and make a roll on the Resistance
Table, pitting their STR against the levels used
in the gift. If they fail, they are swept into the
eye of the hurricane and violently removed
from this locale.

Exactly where the victims end up in is entire-
ly random (the GM should make a judgment call
here). In fact, there is an excellent chance that
the victims of the Vortex will actually end up
somewhere in the very same solar system they
started in, only thousands, perhaps millions of
miles away.

If the GM wishes, he or she can roll on the
following table instead to determine roughly
the victims’ new location. No matter where the
victims end up, they will be a minimum of 50
miles away from the site of the invocation per
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Void
| 0
Uranus
Saturn
Mercury
Mars
Luna
Venus
Asteroid Belr
Earth

Jupiter

Neptune

Pluto

Another Solar System
Another Reality.

level of the invocation.

DARK SYMMETRY GIFTS
First Directorate Name Second Directorate Name

GIFTS OF SEMAI
First Directorate Name

Blindness The Dark Curtain - Control Mind
Dark Fire Ebon Vitriol Illusion
Invoke Pain Phantom Pain Mind-Melt
Resist Pain Dark Embrace Possess
Terror Creeping Terror Shroud

GIFTS OF ILIAN

First Directorate Name Second Directorate Name
Dimensional Hole Dimensional Storm Rift
llian's Helping Hand
llian's Annihilating Grasp

First Directorate Name
Dark Gateway
Dimensional Warp
Distort Protean

Distort Foe

Distort Mind

Distort Object

Distort Self

Disrupt Power
Hand of Death
Time-Death
True Gate

Timeslide
Dimensional Travel

GIFTS OF MUAWIJHE

First Directorate Name Second Directorate Name Earthshock
Confuse Baffling Call Flow of Acid
Insane Dance The Piper's Irresistible Dance Flow of Asymmetry
Send Dreams Dream Mold Flow of Cold

Sleep Muawijhe’s Mad Lullaby Flow of Death

Flow of Fire

Wind of Insanity The Insane Wind of the Void

Flow of Madness
Imprison

Second Directorate Name
Mindsuasion

Memory Chimera

Mindrip

Semai's Soul Grasp

The Void's Dark Mists

GIFTS OF ALGEROTH

Second Directorate Name
Dark Gateway

Dark Banishment
Transformation

Arc of Infernal Agony

Call of Corruption

Material Meltdown

Beckon the Void Within
Earthshock

Flood of Acidic Bile

The Extinguisher of the Light
The Chill of the Void

The Dead Zone

Infernal Gouts

Path of Madness
Banishment from the Planes

DARK SYMMETRY NOTES

It is a well-known fact that the academical dudes of the First Directorate often call both their own and the Dark Legion’s stuff with
very descriptive but boring names. In this book, we have primarily used the Second Directorate's more poetical and imaginative
descriptions. As a little help, we have included below a listing of both Directorates' names of the Dark Symmetry gifts.

This list also includes the gifts described in the Algeroth Sourcebook.

Indigestion

Invoke Apathy

Invoke Death

Invoke Frenzy

Invoke Loyalty

Invoke Pain

Invoke Terror
Necrovisual Link
Portal of Dark Healing
Portal of Dread

Portal of the Great
Congqueror

Portal of Undeath
Summon

Teleport

Warp of the Jesters

Internal Infestation

The Diabolical Drain of Desire
Soulsucker

Algeroth’s Frenzied Lash
The Bending of Belief
Ghastly Agony
Rampaging Horror
Necrovisual Link

The Cleansing of the Void
The Threshold of Horror
The Dark Gate of Power

The Postern Beyond Death
Bringer of Dark Tools
Stitch in Space-Time

Warp of the Jesters

GIFTS OF DEMNOGONIS
First Directorate Name Second Directorate Name

Animate Dead
Decay

Deform
Infection
Time Rot

Rouse the Sleep of the Dead
Decaying Breath

Quivering Shudder
Pestilential Plague

Time Rot










She is reputed to have the power to grant
any wish, although this is patently untrue. If
such an ability was hers, she would certainly
have handed humanity over to the Dark Soul by
now. On the other hand, it's entirely possible
that she is playing with humanity, toying with
us for the entertainment of her Dark master.
What other reason could she have for not hav-
ing crushed us already?

In any case, she is blatantly able to grant most
earthy desires. It's simply a matter of convincing
her to do so. This is the reason that the disaffect-
ed of the human worlds flock to her temples and
heed her words when they are presented to them.
However, llian is selective in who she permits to
worship her. She only takes in those who she
believes can actually further her cause. The others
are shut out or, if they are too persistent, admitted
to the wrong side of the Wild Hunt.

[lian resides with her brothers on Nero. Her
particular stronghold is known as the Citadel of
Seduction, and it is filled with lost souls and the
damned, forever forced to commit horrible acts
of depravity in llian’s never-ending quest to
plumb the depths of the human soul. It is filled

by literally millions of these souls, tortured
and handled by the legions of Templars and
Children of llian that they share the Citadel
with. It is an ever-changing place, most of it
residing not in our own dimension but in
another, Darker place in which the rules of our
reality do not apply—unless Ilian wishes it so.

APPEARANCE. Although Ilian can be any-
thing to anyone, she prefers the powerful
form seen most often in the statuary that rid-
dle her temples. In this form, she stands 10
feet tall, short compared to her brothers, but
she can instantly grow to whatever height she
likes. She personifies the beauty of the night
sky: cold, distant yet awesome in its vastness
and power. Her porcelain skin is the color of a
white dwarf star, her waist-length hair the
sheen of the void between the stars. Her fea-
tures are perfectly sculpted as if from the
finest marble, and her eyes are filled with the
eternity of outer space. Her robes are woven
from the warp and woof of space, the only
relief upon their surfaces, the mystical sym-
bols that are synonymous with her power.

CHILD OF ILIAN _

The Children of Ilian are a race of extra-
dimensional origin, now subjugated forever to
her will. They serve llian in any way she needs or
desires, scurrying about her Citadels and Tem-
ples of Seduction. They serve as the ultimate
maintenance workers, dedicated to repairing
and keeping up llian’s edifices and belongings.
They carry necrotechnological tools around with
them in the pockets of grimy canvas vests so that
they might always be ready to lend aid.

While Ilian generally shuns the Dark technolo-
gy of Algeroth, she has found certain pieces of it
(like the weapons) to be invaluable in her work.
While she wouldn’t want her followers or her
Templars to dirty their hands with such concerns
as keeping the devices in tip-tip condition, she is
more than happy to direct her Children in that
endeavor.

For this reason, many Children of llian show
signs of Degeneration normally unseen in
llian’s followers. Since they would never be
permitted in human society anyway, Ilian tol-
erates this in her Children, something she
abhors in her other followers.

The Children of llian seem to work with some
kind of hive mind, all strangely in concert with
each other at all times. There are two alternative
explanations for this. Perhaps they do not have
any minds of their own and are motivated only
by llian's will. In such a case, she would be the
mind behind the hive mentality.

Or maybe. the Children’s odd means of com-
municating permits them to work together so
efficiently as to give the illusion of some sort of
telepathic unity. This seems more likely, but
where the Dark Legion is concerned, there is no
way to ever be sure of anything.

APPEARANCE. Children of llian are small, less
than three feet tall at most. They are shaped like
chubby, deformed (human) children, and could
almost be considered cute if they weren't so
thoroughly perverted by the Darkness. Their
arms are at least twice as long as their legs, and
their knuckles would be perpetually scraping the
group if they didn’t almost always have some-
thing in their hands. Tubes snake from their
overlarge skulls, linking their brains to their twist
nervous systems, making them quick and agile
despite their apparent deformities.

Children of llian are constantly conversing
with each other and themselves (even when no
other Child is around) in a high-pitched, squeal-
ing cackle that quickly grates on the nerves.
What seems like meaningless gibberish to
humans is apparently a sophisticated means of
communicating complex ideas quickly. In fact,
it's even been theorized that such high-pitched
noises are actually a form of bat-like radar that
the Children use as a kind of sixth sense to more
fully comprehend the mechanical and necrotech-
nological devices on which they labor.

darkness took hold. To the
east, light from below lit the
sky over the Old City,
obscuring the stars with its
fickering brilliance.

In the limo ride on the
way back from the office,
the evening news had repor-
ted that water shortages had
caused riots in the freelance
sector. The fires in the east
were the most visible sign of
that carnage.

Hogan chuckled to himself.
He had arranged for the water
shortage himself by some hor-
rible mismanagement, yet anot-
her thing he could lay at the
still-cooling feet of Walter Phil-
sok. Then he'd contacted some
[riends in the local cell of the
Cult of Semai. It had taken

them very little effort to spark

the riots and then fan them
into the inferno that threatened































self. The armor they wear over their clothes is
ice-cold, rimed with frost from its exposure to
the void of space. They never wear helmets,
preferring for their victims to be able to look
upon their stunning visages and to know fear.

In addition to their more traditional garb,
Nepharites of Ilian wear living chains which
rustle restlessly about their persons at all
times. In the midst of battle, the hooked ends
of these chains are used to ensnare victims and
then tear them apart.

BALKAZAR

This Nepharite is the supreme commander of all
of llian's forces on Luna. No matter anyone's posi-
tion in the Cult of llian, they must all bow to
Balkazar's demands.

It is rumored that Balkazar shares a bed with
one of Ilian’s many incarnations, which explains
his incredible influence with his mistress. Still,
there is never any doubt as to who is in charge.

Balkazar stands about 14 feet tall (tall, even for
a Nepharite), and his three Nepharite’s horns curl
together, nearly meeting at a point almost two
feet above his skull. He has long, flowing hair, and
he is trim and lean. Despite this, he projects an
aura of physical strength.

In his human guise, Balkazar is the Director of
the Capitol Bureau of Investigation’s Luna depart-
ment. This accords him a great deal of power
among Lunar Capitolians. Many of his followers
are scattered throughout the CBI, permitting
Balkazar to cover up most if not all of the activi-
ties of the Cult of llian on Luna.

IONACHKT

This creature is the head of Ilian’s operations on
Mercury, particularly Fukido. Times are turbulent
in the Free City, making it ripe for rapid accumu-
lation of power by those willing to do anything to
grab it. Rumor has it that it was lonachkt working
with Balkazar that permitted
Capitol to lease most of Fukido
in one fell swoop. Neither
Nepharite has ever denied such
tales.

lonachkt is only 6 feet tall,
making him a Nepharite runt.
Also, his horn are short and
twisted like barber poles. Per-
haps these “deficiencies” are
what drive him to succeed
where others of his ilk have
failed.

lonachkt is famous for his
sense of humor, something
which many of the butts of his
jokes (usually hapless innocents)
fail to appreciate. He likes to set
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up intricate traps in which his victims snare
themselves almost entirely due to their own
foibles. He doesn't let these matters stand
between him and ultimate power, but if he
spots a chance to gain influence with style, you
can be sure he’s going to take it.

In human society, lonachkt is Ruichi Hakamo-
to, the top advisor to the Governor of Fukido
(currently a Mishiman named Tandata Kahuna,
the Big Kahuna). lonachkt has seen many gover-
nors come and go during his time in Fukido, and
he has survived them all.

KURZADA

This sultry Nepharite is the master of seduc-
tion. In the male-dominated human worlds,
she uses her feminine wiles to grab men of
power by their balls.

Kurzada stands 10 feet tall, and has the pro-
portions of a voluptuous woman. Her skin is
untouched by the mystical runes that most of
her kind have tattooed across their bodies.
Her horns are swept back into her long, silvery
hair, which is braided between the needle-
sharp points. This is a rose with thorns.

Kurzada is the leader of a secret order of
high-class - prostitutes known as the Mag-
dalenes. She uses this network of costly call-
girls to learn all about the skeletons in the
closets of men in top positions in every corpo-
ration (except, of course, Cybertronic). These
are kept secret until needed to blackmail
these men into obeying Kurzada’s orders.

When Kurzada takes a human form, which
is rare, she masquerades as Pandorina, the
most legendary madam of all time. In her
younger days, Pandorina was known as the
mistress of some of the most powerful men
of the time. Presently, she is a recluse, pre-
ferring to handle the business side of the
world’s oldest profession.

liability instead of an asset,
and it’s time to take you off

the books!”

Rikada heaved, and Hogan
smashed through the glass,
face first. Had fortune shined
on him that day, the brea-
king of his nose would have
caused him to lose conscious-
ness. Instead he screamed the
entire way down.

Rikada watched him fall for
half a minute before he hit the
sidewalk, killing two innocent
passersby as he landed. The
Brotherhood would simply
assume that Hogan had lear-
ned that they were on to him
and so taken the easy way out.
The Nepharite chuckled softly
to herself before morphing
slowly back into the shape of
the old elevator operator and
whispered softly to herself,
“Going down.”

STATISTICS:

MOVEMENT: 4/275

AVOID/PARRY: 10

SPECIAL ABILITIES: If a
MST with its own MST on the Resistance Table, the poor sap’s soul is hurled into the void

Armor (AV)

None (3)

Plate (8)

Plate (10)

Plate (8)

Plate (10)

2-H melee we:
of 1d6 each).

‘ombat 21, Firearms 15, Communication

Head

Arm

Stomach :

Leg 10

Chest 10

ATTACKS: Grasp (see below), Gifts,
Azogar), Living ains (1d6 attac

FIELDS OF EXPERTISE:
18, ment 19, Technical 14.

DARK GIFTS: Any and all general Dark Gifts and any and all Gifts
of llan.

pon (often an

epharite of llian grasps an opponent and then defeats the victim’s

to be lost forever (and incidentally killing the foe instantly) or possibly subjected to the
Wild Hunt. The Nepharite also has nightvision and does not feel pain.















