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INTRODUCTION

Darrow had long before found out that waiting for
people was the best time to work on his writing. He had
arrived early at the little cafe where he was to meet
Samantha before they went over to Club AfterDark. Such
on-the-fly writing meant having to carry around his pocket
computer, but it was a better use of his time than reading
the Daily News.

He pulled the tiny word processor out of his coat and
slipped on the Datalens glasses that acted as a monitor. A
blinking cursor appeared in his field of vision when he
hooked the two up. Concentrating, he began writing.

The current book was Blood Soup. Darrow found
humor in the story about Stephen Maine, the protagonist,
who finds that his blood is turning into a variety of
Campbell’'s Soups after a Gypsy curses him. His agent
had already gotten offers from several producers for movie
adaptation and wanted the manuscript as soon as possible.

Darrow had been working only a few minutes when
he noticed that some people had come up behind him. He
clicked the Save option and turned around, expecting to
see a handful of fans, eagerly clutching books to be
autographed.

The three men didn’t want autographs, unless they
wanted the barrels of their Uzis signed.

“Ah, isn't that a bit much for a holdup? You can
have all my money. Honest.”

“We don’t want your money, Kinsucker.”

Darrow rolled to the floor a split second before the
stream of bullets ripped his seat to splinters. The muzzles
were already tracking downward when the world seemed to

Samantha stood in the doorway with a blonde woman
Tyler had never seen before. The woman had one hand
pressed against the beer sign, and the other pointed,
fingers spread, at Darrow’ s attackers.

Every hair on her body stood up, some bursting into
flame spontaneously. Electricity, blue-white in Darrow’s
vision, burst from her fingertips and jumped to the steel
barrels of the Uzis pointed at him.

The results were spectacular. The attackers' flesh
smoldered and burst, their eyeballs melted, and their hair
burned up entirely. When they fell to the floor and
stopped quivering, Darrow knew they were dead.

“Ain’t Sorcerers amazing? Tyler, my friend Anne-
Marie.” Samantha pushed them out the door as she
finished the introduction. “Meet you down the street. |
gotta clean and floss here.”

“Pleased to meet you.” Darrow heard his voice
faintly say. “Just what did you just do?”

Anne replied in a soft voice. “We’d better shag it.
The Hacks are gonna be showing up any minute. I'll
explain what I did later.”

When Samantha rejoined them a few blocks from the
cafe, Darrow could hear an approaching siren. Before he
could say anything, Samantha picked up the conversation
where she had left off. “By the way, did they say
anything?”

Tyler nodded. “Yeah. They called me a Kinsucker. 1
guess some other people know about us, I mean, you, I
mean, oh, you know.”

“Yeah. Looks like maybe AIOSS. Time for you to
go to college again, learn about some of our
enemies. ..and our friends like Anne-Marie here.”

“Good idea. Er.. just how did you clean and floss
that mess?”’

Samantha smiled as the blare of a fire truck’s horn
sounded. “Electrical fire. Three fatalities. Won't even
make the seventeenth page of the Times.”

USING THIS BOOK

Note: The sections on Factions, Gangs, and
Organizations contains some information found in
NIGHTLIFE. This information has been included for ease
of reference. In all cases, the information in this book
supersedes or replaces the information in NIGHTLIFE.
Please note the changes to the SP and Basic Abilities of
the Elder Kin.

Please note that many of the characters described in
this book have no scores listed for their Edges and Skills.
Unless specified otherwise, all Edges and Skills for
characters have a score of 60.

This book’s primary focus is the workings of magic
in NIGHTLIFE, along with the practitioners of magic,
Sorcerers and Witches. It also expands on the various
factions and gangs, and introduces several more, such as
the Laughter Factory and the Knights Of Living Dead.
More on enemies of The Kin is also provided, including
information on Target Alpha, the Van Helsing Society,
and the inhuman threat of the Virus.



THE SUBCULTURE OF MAGIC

Intertwined with the society of The Kin is the
subculture of magic. There are several major groups
within the subculture, interdependent with each other and
The Kin.

SORCERERS

Sorcerers are humans who have gained Kin status by
adopting the practice of Sorcery. Like all Kin, they are
immortal and resistant to disease. The only Edge that a
Sorcerer may use, however, is Drain. Some theorize that
Sorcerers are a sort of evolutionary bridge between The
Herd and The Kin. Their magical power earns them
respect, and they are accepted in Kin society.

Sorcery is fuelled by the SP of the Sorcerer. All of
the Spells usable by Sorcerers require them to expend SP.
Survival Points lost due to Spellcasting may be regained
by normal healing, by Draining human life force, or by
being healed magically.

Most Sorcerers are self-taught, accidently discovering
their latent powers, then pursuing them to their logical
end. There are also reports of rogue Witches who became
Sorcerers. Most of these are hunted down and executed by
members of their former coven, to protect the coven’s
secrets.

WITCHES

Witches are true humans who band together in covens
to perform magic. The coven performs group Rituals to
draw power from nature. The power may then be used by
the group as a whole, or through individual members.

A coven usually consists of 26 witches, thirteen
couples. Thirteen covens in the same general area form a
Clave. Witches are completely loyal to their coven, and
to a lesser extent, to their Clave.

Each coven is led by one couple, the Flamen (male)
and the Flamenca (female). In most covens, the Flamenca
is the more powerful of the two, and has more
prerogatives within the coven. The other twelve couples
of a coven are theoretically equal in standing, though most
covens do have a pecking order.

Each Clave is led by a Flamen from one of the
covens, newly elected at each Spring Solstice.

Witch covens are the only practitioners of Herbal (or
Root) Magic and Talismanic Magic. These Arts require
Rituals known only to Witches, who would rather die
than pass such information to anyone but a member of
their own coven.

Witches maintain an oral tradition of their history and
Rituals, and rarely keep any written records.

Though most covens know the Rituals necessary to
create magic items, there is a tendency to specialize. For
example, one coven may routinely create and sell certain
types of talismans, while another may deal in enchanted
weapons.

Being truly human, Witches will grow old and die,
unless the coven performs Rituals to keep its members
young. Some covens do this routinely, while others

believe that such immortality is against the order of
nature.

Most of the Spells cast by covens are identical to
those cast by Sorcerers, and require the expenditure of SP.
This loss is spread evenly among the members of the
coven, and may be regained via normal or magical
healing. Witches cannot Drain human or animal life force
directly, but can perform Rituals to gather life energy
from nature.

CROWLEYS

In Kin Slang, a Crowley is any human who is aware
of the existence of The Kin. Some Crowleys are,
however, more than simply aware of The Kin and the
occult. They are humans who have dedicated their lives to
the study of the supematural. Oddly enough, such people
rarely practice magic, but only study it. They are the only
source of reliable written occult knowledge. As such,
Crowleys are the main researchers of Spells and Magic
Rituals. They will share this knowledge with others, for
a price.

In order to research and design Spells, a person must
accumulate a library of grimoires and occult texts, and
study these texts thoroughly. This study develops a
special Skill, Library Research (specify). This Skill is
the ability to use a specific magical research library. A
Crowley must have a minimum score of 70 in Library
Research. Attaining this score takes at least 20 years of
study.

The Occult Knowledge, Occult Etiquette, and Kin
Lore Skills must be possessed at a score of 70 or more.
In addition, the researcher must be fluent (possess a score
of 80) in several languages, including Latin, Ancient
Greek, Hebrew, Celtic, and Old English. Modern Skills
are essential as well. Biology, Chemistry, Physics, and
Medicine must be possessed at a score of 60 or more.
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No one but the owner of an occult library can use it
for research without spending many years in familiarizing
themselves with the texts. Since grimoires and occult
texts tend to be handwritten products from ancient times,
such a library is expensive. A single grimoire will cost at
least $250,000, and may cost several million dollars. In
order to research a single Spell, a Crowley may have to
reference hundreds of volumes.

A Crowley needs to consult many texts to find the
information necessary to create a new Spell. Since all
grimoires leave out various bits of information, a
thorough knowledge of the entire library is necessary,
hence the long familiarization process.

In addition to grimoires, the library must contain a
plethora of texts on every imaginable subject, both
modern and ancient. For example, to research an
Exploding Orbs Spell, the researcher would need to know
the structure and processes of the human eye better than an
eye doctor.

In addition to a library, a Crowley must have access
to a well-equipped chemistry and biology laboratory.
Such a laboratory is essential to test magical forces to
insure the proper results are achieved. Such a laboratory
will cost at least 5 million dollars to equip, and will
require up to a million dollars a year upkeep (mainly for
the construction of specialized equipment).

Crowleys tend to be solitary and reclusive. Their
passion for occult knowledge usually allows them little
time for a family or relationships. Sometimes, two
Crowleys will form a liaison while working together, but
such relationships generally end when the joint project is
finished. When Crowleys do marry, it is almost always
to other Crowleys, and few such couples ever have
children.

Crowleys are usually very rich, and tend to live in
mansions or luxury apartments. Most have servants, and
their homes are heavily warded by clients who pay their
bills by performing this service.

Crowleys are vital to Witches and Sorcerers because
they are the only reliable source of new Spells and Magic
Rituals. The bookish and sedentary lifestyle of a Crowley
does not appeal to most practitioners of magic, who like
to use their powers, not study magic like a monk in an
abbey. Though most Crowleys can fling Spells with the
best of them, few actually do so unless provoked.

Because of their crucial importance to Witches and
Sorcerers, Crowleys enjoy a unique status. They are
considered untouchable, and are allowed to frequent places
normally reserved for Kin. Any organized or widespread
harassment of Crowleys would cause most Witches and
Sorcerers to band together in their defense.

ROOTS OF MAGIC

The first, and some say most primitive, magic was
made by ancient humans to help control the natural forces

around them. As a byproduct of these magical
manipulations, people soon learned to bring these natural
forces to bear for other purposes. This type of magic,
based on the powers of nature and referred to as White
Magic, requires complex Rituals and great concentration
to invoke.

All of the old Rituals that had the power to alter
whole climates have long been forgotten. Though
research goes on all the time, it is supposed that the old
and powerful magic was practiced by tribes acting in
concert towards the same end. This is most closely
approximated today by the community of witches. For
some unknown reason, the witches of today do not have
near the power their ancestors are reputed to have had.
This weakening may be due to the distancing and loss of
harmony of humans with Nature, and the destruction and
alteration of Nature on every front.

When the first Daemons travelled to this dimension
through a naturally occurring gate, there was made
available a new source of great magical power, drawn
directly from the Twisted Dimensions. All of the
Daemons that are now considered part of The Kin can trace
their origin to this first natural gate.

Passage through this gate changed the Daemons in
some way so that they could not go back. In the years
since, the Daemon has evolved as an efficient predator on
mankind.

Sorcerers quickly learned to tap this immense power
to open gates of their own. Tapping into a creature in
this other dimension and robbing it of energy for their
own uses is commonplace among Sorcerers of today.
Even capturing creatures from this alternate world for brief
periods to do their bidding occurs with regularity. (Note
that there is no longer any relation between these
summoned Demon creatures and the Daemons that stalk
humans in this dimension).

This became known as Black Magic, not because it is
used for evil, but because it manipulated the will of
another. This loss of free will is particularly repugnant to
Kin and humans alike. Eventually, all magic that drew
power from the Twisted Dimensions became known as
Black Magic.

Street Magic was unknown until the turn of the
century. It is by far the newest, and some say most
powerful, type of magic available.

Street Magic came about as a direct result of the
charlatans who pretended to have great magical powers.
The Sorcerers and Crowleys of that time were alarmed at
the claims and apparent great power of these fakers, so
much so that they invented a whole new type of magic to
reproduce these reported feats.

Street Magic requires no prolonged Ritual to produce
its effects. Instead of a Ritual, the person that uses this
magic must pay a higher physical cost, though the effects
may be worth it, and quite dramatic.



CHARACTER GENERATION

This section is a supplement to the Character
Generation Section of NIGHTLIFE. It contains
information on rolling up Magic Ability, Sorcerers, and
human characters. It also contains information on the
stages of existence for The Kin, and the limits placed on
Elder Kin.

MAGIC ABILITY (MA)

Magic Ability is the natural talent for magic. Of all
Kin, Sorcerers are the only race that possesses this Basic
Ability. All humans also possess Magic Ability to some
extent, especially Witches. Most humans do not even
realize they possess MA.

Magic Ability is used to determine the Range,
Duration, and effects of many Spells. It is also used as
the percentage chance of a human casting a Spell if they
are not part of a Witch coven. Magic Ability also
determines how many Black or White Magic Spells may
be carried by a Sorcerer (See Using Magic).

SORCERERS

Ability Modifiers: +10 WILL, +3 MA

Racial Edges: None. A Sorcerer may only have Drain

as an Edge.

Beginning Edges: Drain (life force)

Flaws:

» Substance Vulnerability: Meteorites or other
Extraterrestrial objects: double damage, ignore the
effects of any Deflection Spells. Also does 1 FIT point
of damage per BT that it is in physical contact with a
Sorcerer or Witch.

« Special: Meteorites or other extraterrestrial objects
doubles the SP Cost of all Spells cast within 10 feet of
them. This doubling is calculated before the effects of
Humanity are applied (See Below).

« Special: Consumption of salt causes the Magic Ability
to drop to one-half normal score for twenty-four hours.
The natural level of salt in most unprocessed foods is
not enough to produce this effect. The advent of low
sodium convenience foods was a godsend to Sorcerers.

Special:

» Sorcerers may be photographed normally.

+ Resistant to most diseases. The flow of magic has
altered the physiology of most Sorcerers to the point
that most human diseases can no longer trouble them.
Sorcerers may, however, contract Nerve Rot (aka The
Pox).

» Longevity. The flow of magic has also rendered most
Sorcerers virtually immortal and ageless. They may die
normally a number of times equal to their FIT Score,
but may only be killed permanently by decapitating and
burning the body.

* Many Sorcerers have a Familiar, which will be
explained in detail in the section on Familiars.

STARTING SPELLS

Sorcerers do not normally know any Spells or Rituals
to start out with. As they mature, they acquire Spells
from Crowleys or other Sorcerers. New Spells are always
difficult and expensive to obtain. Typically a Sorcerer
will acquire approximately 1 Spell a year for the first 10
years of their career, after that the rate drops to about 1
Spell every 10 years. There are, of course, many
exceptions to this rate: some Sorcerers are in a better
position than others to acquire new Spells. It is another
case of, “It’s not what you know, it’s who you know.”

HUMANITY

Sorcerers easily pass for human. They go through no
physiological changes as their Humanity rises and falls,
and can only be detected by Aura Sight or other
supernatural divination.

A Sorcerer’s Humanity has an effect on their ability
to cast White or Black Magic Spells. White Magic is a
human art, and the Sorcerer subtracts 1 SP from the Cost
of a White Magic Spell for every 10 points that their
Humanity is above 50. Conversely, they add 1 SP to the
Cost of a White Magic Spell for every 10 points their
Humanity is below 50.

Black Magic, originating from the Twisted Dees, is
inhuman. A Sorcerer subtracts or adds 1 SP from or to
the Cost of a Black Magic Spell for every 10 points their
Humanity is above or below 50, respectively.

Humanity has no effect on the casting of Street
Magic Spelis.

There is no Humanity loss inherent in the practice of
magic. Some of the end results of the use of magic,
however, may cause Humanity to drop. For example,
killing someone by the use of magic would entail the
same amount of Humanity loss as using a knife to kill
someone.

DESCRIPTION

Sorcerers are humans who have mastered magic to
such an extent that they can reliably perform Spells by
themselves, without the aid of others. In this regard, they
differ from Witches, who must be members of a coven to
practice magic (more on Witches later). As a price for
their great magical power, Sorcerers become somewhat
inhuman, gaining immortality and the ability to Drain.

Sorcerers may master a wide range of Spells, which
allows them to hold their own among other Kin. These
Spells may be White Magic, Black Magic, or Street
Magic. Details on how Spells ar¢ acquired and learned are
found later in this book.

FEEDING

Sorcerers may eat whatever they wish, but salt has an
adverse effect on their Magic Ability. MA is halved while
there is excessive salt in a Sorcerer’s system. Most
natural foods do not contain enough salt to cause this
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effect. It usually takes twenty-four hours for a dose of salt
to clear out of a Sorcerer’s body.

Sorcerers do not need to Drain to survive, but many
use this single Edge to replenish SP lost due to injuries or
use of magic. A Sorcerer Drains by touch, and prefers the
neck area, though any part of the body will do.

DEATH

When a Sorcerer dies, his body appears as that of a
normal dead human. The Sorcerer will regain
consciousness, and life, the following night, awakening
with 1 SP. Additional SP may be gained by rest, Drain,
or magical healing. Sorcerers often find themselves
waking up next to their Were friends, in the morgue
cooler. Sorcerers dic the true death if their body is burned
to ashes.

HUMANS

BASIC ABILITIES

Most humans have Basic Abilities Scores that range
from 2-20, which are generated by rolling 2d10. In this
case, the average score is equal to 11, which is considered
human norm. This represents the vast majority of human
beings who live a normal existence, with very few
demands on their bodies or their minds.

Some humans, however, are exceptional, and may
have some or all of their Basic Abilities range up to as
high as 40.

For example, consider the case of a research scientist.
While their physical Abilities may be at human norm,
their INT would have to be greater. When generating such
a person, it would not be uncommon to roll 3d10 or even
4d10 for the INT Score.

Another example would be a professional athlete.
STR, DEX, and FIT would be higher for such a person.
They would also require a higher than average WILL
Score.

For an actor or actress, ATT and INT would have to
be higher, as they make a living on their looks and ability
to memorize lines.

In all these cases, some Basic Ability was developed
to its fullest potential. All humans have the ability to do
this, but few take the trouble. It is possible for any
normal human, whose Basic Abilities are generated with
2d10, to add an additional 2d10 to all their Basic Ability
Scores. This would take a great deal of effort and training,
but it is possible.

GENERATING HUMAN BASIC
ABILITIES

Humans have the same Basic Abilities as Kin,
though the scores of those Abilities are usually much
lower. Humans also have Magic Ability, which most
Kin do not possess (Kin have Edges instead).

When generating a human character for NIGHTLIFE, it

is assumed that the person is exceptional, at least in some

fashion. Exactly how exceptional a human character is
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depends on the Player’s concept of their character, and the
preferences of the CP.

The simplest method to follow is to roll 4d10 for
each Basic Ability, and have your character at their peak.
While not utterly realistic, it does mean less record
keeping. If a Player wishes to have a character be
exceptional in some areas, but normal in others, the CP
may allow them to do so.

BASIC ABILITIES FOR TARGET ALPHA
OPERATIVES

Only individuals passing a battery of mental and
physical tests are considered for training by Target Alpha.
Because of this rigorous testing, only exceptional people
are recruited. Average or weak individuals never make it
to training. 4d10 are rolled for each Basic Ability when
generating a Target Alpha Operative. The Agency would
accept nothing less. Any 4d10 roll of less than 11 is
considered to be 11.

HUMANITY

Perversely, the Humanity Score is less important for
humans than it is for Kin. It serves as a thermometer of
their conscience and social responsibility. As with Kin,
Player Character humans start the game with a Max
Humanity of 100, and a Humanity of 50.

EDGES AND FLAWS
Humans do not possess Edges or Flaws.

SKILLS

Humans receive 20 1d10 rolls to place into Skills.
Skills are generated as outlined for Kin in NIGHTLIFE.

PERSONAL PROFILE

The Personal Profile of a human is generated as per
NIGHTLIFE, with the exception of age and Faction. The
normal human lifespan is approximately 70 years. The
CP may allow Players to choose an age within this limit,
or have the Player roll 3d10+15 for character age.
Humans are, of course, barred from choosing Kin
Factions, though some rare individuals are affiliated with
some pro-human ones.

POSSESSIONS

Human characters begin with 1d10(1000)+3000
dollars in assets.

ADVANCEMENT, REWARDS, AND
PENALTIES

SKILL ROLLS

At the end of each adventure, human characters get a
minimum of 5d10 Skill Rolls. These rolls can be used to
buy new Skills, or to increase old ones as per the section
on generating Skills, above

Kin characters get a bonus 1d10 roll to place in Skills
for every 5 points of Humanity gained during the



adventure. Human characters rarely get bonus Skill Rolls
for increasing Humanity, but the CP may award bonus
Skill Rolls for exceptional play.

HUMANITY LOSS OR GAIN

As for Kin, a Player of a human must keep track of
their character’s Humanity and Max Humanity. If a
character achieves a Humanity Score higher than their
Max Humanity, then 10 points are subtracted from
Humanity, and 1 point is added to Max Humanity until
Humanity is less than Max Humanity. If Humanity drops
below zero, then 10 points are added to Humanity, and 1
point is subtracted from Max Humanity until Humanity is
equal to or greater than zero.

Humanity and Max Humanity may not be higher than
100. If Max Humanity drops to zero, the character
becomes an NPC.

LUCK INCREASE

A Player adds 1d10 to their character’s LUCK Score
at the end of each adventure. Survival Points are
recalculated to reflect the higher LUCK Score. LUCK
may increase to the level necessary to keep SP at 10 times
FIT. After this point is reached, no further LUCK is
gained.

SKILLS

What follows are some new Skills available to
NIGHTLIFE characters. Some are only usable by Wiiches.

COMBAT SKILLS

Wing Chi (DEX): A form of martial arts that relics
on striking nerve endings. It does no damage, but
will immobilize the targeted body part of the victim
for a number of BT equal to the Skill Score minus
the FIT Score of the target. It cannot be used on
creatures without a nervous system. Wing Chi is
ineffective against opponents wearing armor,
possessing the Armor Edge, or using a Deflection
Spell.

OCCULT SKILLS

Library Research (specify) (INT): The ability to
use a specific magical research library. Requires at
least twenty years to attain a score of 70 for the
specified library.

Talismanic Magic (DEX): The ability to create an
enchantment on an item. Known only by Witches.

Herbal Magic (INT): The necessary Skill to make
soothing teas, poultices and perform first aid using
natural materials. Known only by Witches.

Occult Knowledge (INT): Scholarly learning on the
subject of the Occult.

Character Generation

GENERAL SKILLS

Cryptology (INT): Knowledge of current and archaic
encoding and decoding systems.

Demolitions (INT): Knowledge of the working of
high explosives, and how to safely place them for
maximum destructive effect.

Fear Resistance (WILL): When a character has this
Skill, they are more resistant to the effects of fear.
When the character makes a roll on the Fear Reaction
Table, use their Fear Resistance score instead of their
WILL.

Memory Training (INT): Characters with this Skill
are trained to remember better than most. When a
character is trying to recall something, use this Skill
rather than a base INT roll.

Research (INT): Knowledge of the techniques needed
to gather information in a short period of time.

STAGES OF EXISTENCE
FOR KIN

The Kin go through various stages of existence.
During some stages, they gain power more rapidly than
during other stages. Much of the following information
applies to Kin who were formerly human, but all Kin
pass through the general stages listed below.

CREATION AND INFANCY

For most Kin, creation comes after their death as a
human. This is traumatic, to say the least, and many
people go insane from the experience. Most of these
insane Kin die very early in their existence, being killed
by their parent Kin, committing suicide, or dying from
carelessness. The insane Kin who do not die quickly
usually join The Laughter Factory.

Those Kin that survive the initial process of creation
gain all the Ability Modifiers for their race. They also
have all of their Basic Abilitics raised to exceptional level.
How long this takes varies with each individual Kin. It
may take only a year, or up to 100 years, depending on
how well the person adapts to their new lifestyle. All
Player Character Kin have finished this process of
adaptation before they begin play.

For example, consider the case of L.L. Billy (Ladies
Love Billy), a young gang member, who is infected with
Vampyrism. He dies, is buried, and rises three nights
later as a newborn Vampyre. Billy, being somewhat
inured to gruesome events, manages to retain his sanity.
As a human, he had no exceptional Basic Abilities, and
had an average of 10 for each Basic Ability Score. The
Racial Modifiers for Vampyres are added to his Basic
Abilities immediately. Over the course of the following
years he will also gain 2d10 on all his Basic Abilities,
until he is at his maximum potential.

If a human had exceptional Basic Abilities before
being made into a Kin, then those Basic Ability Scores do
not increase as much as do those of a normal human. For
example, a person with an INT that was generated on 3d10
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will only gain 1d10 of additional INT. If a person’s STR
was generated on 4d10 while they were human, then no
gain other than the Racial Ability Modifier occurs.

In all cases, the Basic Abilities of a human that
becomes a Kin rises to a level of 4d10 plus any Racial
Ability Modifiers. Once this process if complete, the Kin
is no longer considered a baby.

Upon becoming a Kin, a person loses the use of any
Magic Ability Score they had as a human. The infection
that increases the other Basic Abilities seems to suppress
Magic Ability.

During the time immediately following creation, the
LUCK Score only increases to a 4d10 level. If the human
was exceptional (perhaps a Target Alpha operative), and
had alrecady gained LUCK beyond the initial dice rolled,
those additional points are not lost, and LUCK increases
to a 4d10 plus the additional points gained before
becoming Kin.

Kin who were not formerly human still go through a
period of infancy, while they learn to deal with existence.
As with Kin who were formerly human, this takes from 1
to 100 years.

It is also during this infancy stage that the Edges first
appear. The Beginning Edges are gained immediately
upon creation, and other Racial Edges may be learned.
The latent Edges are not easy to gain at this stage, as
most of the body’s development is tied up in increasing
Basic Abilities. This is why a Kin may only spend up to
100 Max Humanity points on Edges before beginning
play.

YOUTH

‘When the period of babyhood is over, the Kin reaches
a stage of rapid development. Player Characters are
assumed to be in this stage at the start of a campaign.

Edges develop quickly, as the Kin no longer needs to
increase Basic Abilities to a higher level.

During their youth, Kin gain LUCK points swiftly,
and their SP rises to reflect this gain. At this stage of
existence, a Kin is still fresh and eager enough to learn
quickly, and the acquisition of Skills proceeds rapidly.

Youth continues until the Kin’s SP reach a score that
is 10 times their FIT Score. At this point, the Kin is
mature.

MATURITY

Upon reaching maturity, a Kin gains greater choice in
developing their powers. Any increases in LUCK do not
increase SP, but may be used to increase Basic Abilities.

To increase a Basic Ability by one point, a Kin must
expend a number of LUCK points equal to the score of the
Basic Ability to be increased. The LUCK points expended
must be surplus, that is, over and above the amount of
LUCK needed to keep SP at 10 times FIT. In the case of
Werewolves or other Weres, the LUCK expended must
equal the score of the Basic Ability when that Basic
Ability is highest, and it increases the Basic Ability in all
forms.

All other Basic Abilities must be increased
to their maximum level of 40+Racial Modifier
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before FIT may be increased. When and if FIT
is increased, then the Kin must wait until SP
rise to a level of 10 times FIT before
increasing it again. A Basic Ability may not
be increased over a level of 40+Racial
Modifier.

For example, Rover, a Werewolf, has reached his
maturity. He has a FIT of 32 and a LUCK of 350. His
SP are equal to 320 (10 times his FIT of 32), so he has
62 surplus LUCK points. He wishes to increase his
STR. His STR in Lupine Form is 55, so he expends 55
of the surplus LUCK points. His STR is now 56 in
Lupine Form, 46 in Lycanthropic Form, and 31 in human
form. His LUCK Score is now 295. He has 7 surplus
LUCK points. He must wait until his surplus LUCK
reaches 56 before he may increase STR again. He may, of
course, choose to increase a different Basic Ability next,
in which case, he would probably not have to generate as
much surplus SP.

When a Basic Ability increases, all Skill and Edge
Scores based on that Ability also increase by a like
amount.

ELDER

A Kin is automatically considered to be an Elder
when all their Basic Abilities have reached 40+Racial
Modifier level, and their SP is equal to 10 times FIT.
This appears to be the final stage of existence for a Kin.

Luck still accumulates. Surplus LUCK points may
be used to regain lost Basic Ability points that are not




restorable by other means, and to heal the subtle traumas
of dying and resurrecting.

Every Player must keep track of the number of times
that their character has died. When a character has died a
number of times equal to their FIT, they die the true
death. Elder Kin can overcome this by healing the effects
of dying, one death at a time.

If all Basic Abilities are maximized, surplus LUCK
points may be expended to cure the effects of one death.
The character must expend a number of surplus LUCK
points equal to their FIT. When this is done, they may
decrease the recorded number of deaths by one. This may
not be used to lower the recorded number of deaths below
zero. Note: This is not an alteration of reality. The
character still died a number of times equal to the original
number of recorded deaths. The damage of these deaths,
however, can be repaired.

If an Elder Kin has fully maximized Basic Abilities,
SP equal to 10 times FIT, and a recorded number of deaths
equal to zero, then surplus LUCK points may not be
gained, and LUCK remains at a level sufficient to keep SP
at 10 times FIT. If such a Kin dies, or loses Basic
Ability points, then LUCK will again accumulate until it
has reached a surplus level sufficient to restore the Kin to
maximized level.

The above situation is a rare case. Most Kin die the
true death in their youth, and few survive maturity. Elder
Kin are rare, and Elder Kin in a totally maximized
condition are virtually unknown.

MORE ON HUMANITY

The Humanity Score is the crux of a Kin’s existence.
It measures the control they have over the drives of their
bestial nature. When the Humanity Score is high, a
person can exert a greater degree of control over their base
urges. When it is low, they tend to give in.

In this way, the Humanity Score is like a
thermometer. It measures how human a Kin is at any
given time,

Kin have a basic dichotomy in their nature. They are
predators, preying on humanity. But they are also rational
beings, and need the conceptual framework of humanity to
avoid becoming simple beasts. Driven between these two
extremes, Kin are forced to reach an equilibrium.

The Humanity Score should be used as a measure of a
Kin’s Humanity. Characters should not try to buy
Humanity with human actions, and spend it by
performing inhuman actions. Rather, the Humanity Score
should measure the dichotomy of the Kin psyche. A Kin
is a thinking, rational being. As such, they seek contact
with other beings. The other side of a Kin’s nature is that
of an inhuman beast, feeding on humanity. The balance
between these two determines the Humanity Score.

Character Generation

For example, let’s consider the case of Maybelle
Lean, a Daemon. Maybelle is young by Kin standards,
being less than 100 years old. She works as a cashier at a
deli.

During the course of a day, Maybelle interacts with
many people. She holds conversations, makes jokes, and
laughs with her co-workers. She also takes some abuse
from angry customers (this is New York, after all). After
her shift is over, she goes to a nearby bar with a friend,
and has a drink and some dinner. Afterwards, she goes
home, and prepares for tonight.

Maybelle has had a pretty normal day, interacting
with humans. She maintains an efficiency apartment, and
has a pretty normal lifestyle (during the day, at least).
The CP allows her +5 Humanity points a day for this.

When night falls, Maybelle knows that she must
feed. She uses the Alter Form Edge to change her
appearance, and hunts rats and stray cats in the alleys,
Draining their life force so that she can survive. She
avoids humans during this time, knowing that she might
slip and feed on a derelict or prostitute. After an hour or
so, she has finished her feeding, and returns to her
apartment, back in her normal guise. In feeding, she has
used the Alter Form Edge twice, and fed on animals, for a
total Humanity loss of 3 points. She changes clothes,
primps in front of her mirror, and goes out to the Clubs
for the night, maybe with a human friend, maybe alone.

This is a normal day for Maybelle. She lives a
completely normal human life, except for feeding, which
she does as necessary. She usually manages to only feed
on animals. Because of this, her daily gain in Humanity
is 2 points. If Maybelle manages to avoid using Edges,
she will slowly gain more and more Humanity, and
eventually, Max Humanity. Maybelle doesn’t bother
anyone, is Neutral, and avoids conflicts with other Kin.
Even so, she occasionally has to use her Edges to protect
herself. Also, the hunger for human life force builds, and
she will sometimes feed on a human, just to keep this in
check. Maybelle averages about 70 Max Humanity, and
builds her Edges slowly.

The point of the example above is that Maybelle does
not indulge in a human lifestyle so that she can spend the
Humanity on Edges. She likes acting human, and keeps
her inhuman activities limited to bare necessity.

A Kin who is more anti-human would have a harder
time keeping their Humanity Score up, but would still
have to learn how to keep the balance, or fall into the trap
of bestial behavior.

Another important factor that must be considered is
that Kin who act bestial or inhuman all the time tend to
attract the attention of the authorities. This leads to often
embarrassing and sometimes fatal encounters with the
local constabulary. What’s worse, it can attract the
attention of other Kin intent on protecting the secrets of
their existence.
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MAGIC

Magic works in the world of NIGHTLIFE, but the
energies and talents needed to wield it are not available to
most people. A person must possess sufficient Magic
Ability, and must learn to control the energy. Few
humans can do this, though many in the past have deluded
themselves into believing they can. Kin who are not
Sorcerers cannot practice magic. It is possible that the
magical energy already in most Kin’s bodies impedes the
flow of further power.

All magic in NIGHTLIFE is very powerful, but the
most prevalent form, Street Magic, is flashy and obvious.
Yet, it is still the more commonly used because it grants
immediate effects. The other traditions, Black and White
Magic, are far slower, and Talismanic and Herbal Magic
are only usable by Witches.

SOURCES OF MAGICAL POWER

All magic needs a power source. There are three
known of at present: nature, the self, and the Twisted
Dimensions.

White Magic, sometimes called Nature Magic, tends
to be more positive, dealing with healing, knowledge, and
certain defensive and offensive capacities. Characters with
a high Humanity find it less arduous to cast Nature
Spells. White Magic is a time consuming process. The
Rituals required to gather and store White Magic take at
least an hour or more to perform.

Herbal (or Root) Magic and Talismanic Magic are
closely related to White Magic. The power for this type
of magic comes from nature, by way of the coven. Root
Magic consists of using the natural properties of herbs,
minerals, and Animal Concretions to help and ward the
user. Talismanic Magic is the knowledge and ability to
create permanent symbols of power that imbue an object
with magical force.

Street Magic draws solely upon the Caster as its
source of power. Spells that affect only the Flinger often
have the self as a power source. Humanity Score has no
effect on the flinging of this class of Spells.

The Twisted Dimensions are not only the home of
Demons, they are the source of Spells that warp reality,
and of Spells with effects that happen strictly outside the
natural order. Characters with a low Humanity find it
easier to cast Spells with this as a power source.

Like White Magic, Black Magic is time consuming,
requiring Rituals of an hour or more before a specific
Spell may be cast.

ACQUIRING NEW SPELLS

There are several ways for a character to acquire new
Spells. The first is to have a Sorcerer teach them. This
is rarely done, as Sorcerers are jealous of their Spells, and
will only teach apprentices or close friends. If they will
teach someone they do not know well, it will be for an
exorbitant fee.

The second method is for a Sorcerer to research a
Spell themselves. All that is needed is several million
dollars for a research library and laboratory, 20 years of
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study, and high scores in Occult Knowledge, Occult
Etiquette, Kin Lore, several ancient languages, and a
number of scientific disciplines. Few characters take this
route.

The third, and most common method, is to have a
Crowley research the Spell. This usually takes less than a
month. The cost of such research is high, though.
Crowleys will charge the Spell’s Base Price,
plus $100 for every point of Occult Knowledge
Score that the researcher possesses.

The prices of Spells are high, because Crowleys
always customize a Spell to the person using it. Such
customization makes it easier for a Flinger to leam a
Spell. Trying to learn a Spell made for someone else is
always more difficult (+50 modifier).

LEARNING NEW SPELLS

Hag Z was mad. What was worse, she was mad at
herself. If she’d spent more of the last two weeks
studying this Deflection Spell, that mugger wouldn’t have
been able to hurt her last night. She fingered the still
livid bruise and gritted her teeth. Price of laziness. Next
time, she'd be ready.

Once a Sorcerer has acquired a new Spell, they must
learn to use it. A Sorcerer must make a successful Magic
Ability Roll to learn a Spell. One MA Roll to learn a
Spell may be made each day. Days of studying need not
be consecutive (the Sorcerer may take a day off without
incurring any penalty, other than losing time). The MA
Roll is modified by several factors, listed below. These
modifiers are cumulative. Regardless of modifiers, a roll
of 01 means the attempt to learn the Spell is successful,
and a roll of 96-00 means the attempt to learn the Spell is
a failure.

* A +10 modifier is added for every point of SP Cost of
the Spell. In the case of variable cost Spells, the
maximum possible expenditure is used to determine the
modifier.

* A -1 modifier is applied for every point the researching
Crowley’s Occult Knowledge Skill Score is above 100.
If the Crowley’s Occult Knowledge Skill is below 100,
no modifier is applied.

* A +50 modifier is applied if the Flinger is attempting
to learn a Spell that was not researched specifically for
them by a Crowley (i.e., a Spell from another Sorcerer).

* A -1 modifier is applied for every day the Sorcerer
spends studying the Spell. The days of study need not
be consecutive (i.e., the Flinger can take a few days
off), but if a period of longer than one month passes
without study, the process must be started afresh.

Once a Spell is learned, the Caster does not need to
refer to the written materials used during learning. The
associated Ritual (if any) and the methods of drawing forth
the power are memorized.



There is a Max Humanity loss related to acquiring
new Spells. This is due partly to having less in common
with the rest of humanity as more Spells are garnered.
This may seem odd, as magic is a human art, but by the
same token, so is murder. The cost is also partly due to
the fact that the Sorcerer is ultimately responsible for all
of their Spells’ consequences. Even such a benign Spell
as Boombox has changed the order of things, possibly
with far reaching consequences. The amount of Max
Humanity loss is listed in the specific Spell
description along with Base Price.

These are things that every Sorcerer is aware of at all
times. This responsibility is far reaching, and though no
one comes by to point an accusing finger at those who
wield the magical energies, everyone feels the weight of
the consequences of their actions.

CASTING A SPELL

In order to successfully cast a Spell, the Flinger must
have previously learned the Spell. If the Spell is Black or
White Magic, the energy must be gathered and stored by
the appropriate Magic Ritual. The Caster must also be
within Range, and directing the Spell at an appropriate
target. If all these conditions are met, the Spell may be
successfully cast.

Casting a Spell, unless stated otherwise by the Spell
Description, takes less than 1 BT.

HUMANITY AND SPELLCASTING

A Flinger’s Humanity affects the SP Cost of the
Black and White Magic Spells they cast.

For every 10 points that Humanity is above 50, a
Spellflinger adds 1 SP to the Cost of Black Magic Spells,
and subtracts 1 SP from the Cost of White Magic Spells.

For every 10 points that Humanity is below 50, a
Speliflinger adds 1 SP to the Cost of White Magic Spells,
and subtracts 1 SP from the Cost of Black Magic Spells.

Magic

Humanity has no effect on the casting of Street
Magic Spells.

There is also an inherent loss of Max Humanity
associated with learning a new Spell. See Learning Spells
for details.

MAINTAINING SPELLS

Spells, once cast, need to be maintained. The caster
must concentrate on the Spell for the entire Duration, or
the Spell is broken. Unless stated otherwise by the Spell
Description, the target does not have to stay within Range
for Spell Maintenance. Once the Spell is cast, the Caster
may move away, cast another Spell, sleep, perform a
Ritual, etc. Even so, the Caster is still concentrating on
the Spell with a corner of their mind. If the Caster is
killed, or is knocked unconscious, then all Spells they are
maintaining lapse.

MULTIPLE SPELLS

One advantage Sorcerers have is their ability to
sustain multiple Spells simultaneously. Only Spells
with appropriate Duration (See Below) and effects may be
sustained in this manner. Maintaining multiple Spells
becomes harder with each additional Spell. When casting
a Spell, the Flinger must add 1 SP to the Cost for each
Spell presently being maintained. Thus, casting a Spell
while maintaining another Spell would add 1 SP to the
Cost of casting. Casting a Spell while maintaining two
other Spells would add 2 SP to the Cost of casting.
Casting a Spell while maintaining three other Spells
would add 3 SP. No Spell with a Duration of less than
the Caster’s MA in minutes may be sustained with
another Spell. The total SP Costs of the
Multiple Spells may not exceed the MA of the
Flinger. If the Caster inadvertently flings a Spell which
causes the total SP Costs of the Multiple Spells to exceed
the Caster’s MA, all Spells are broken, and the Caster
takes damage equal to their MA.

USING MAGIC

Spells have a cost, stated in SP. This is the number
of SP that must be expended by the Sorcerer to either
prepare or cast the Spell in question. The cost may also
include the loss of MA or another Basic Ability.
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Magic

Spellcasting involves the manipulation of magic
energies to achieve results, which can range from the
fantastical to the seemingly mundane. Flinging is done in
terms of degrees of difficulty, starting from an SP Cost of
1 to potentially fatal cost. This number is subtracted
from the character’s current SP. A Sorcerer may continue
casting Spells as long as they have SP to spend. Of
course, when SP reaches zero, the character is dead.

RITUAL MAGIC

Black and White Magic are forms of Ritual Magic. A
Ritual Magic Spell requires the Caster to perform some
sort of Ritual (See Magic Rituals for more details). Such
a Ritual takes at least one hour to perform, and may take
much longer, depending on the Spell.

The SP Cost for a Ritual Magic Spell takes effect at
the end of the Ritual. Once the Ritual is completed, the
magical energy that has been gathered is stored in the
Caster’s body, and may be cast by the Sorcerer at any
time, Ritual Magic Spells may only be stored for a
number of days equal to the Flinger’s MA. After this
period of time, the energy of the Ritual dissipates.

STORAGE LIMITS

A Sorcerer may store any number of Black Magic or
White Magic Spells, subject to the following limitation.
The combined SP Costs of the stored Spells may not be
greater than the MA of the Sorcerer. For example, a
character with an MA of 23 could store 23 Spells that
have an SP Cost of 1. Alternately, they could store a
Spell that has an SP Cost of 10, two Spells of SP Cost
5, and one Spell of SP Cost 3.

Spells with a variable SP Cost must be stored at or
above the power level at which they may be used. For
example, if a Spell calls for 2 SP per target, the Flinger
must stipulate the maximum number of targets at the
time of the Ritual. Certain Spells have an SP Cost too
high too store, and must be used immediately after the
Ritual is completed.

USING STREET MAGIC

Street Magic can be cast at any time, and requires no
Rituals or preparations. A character may cast any Street
Magic Spell that they have learned, without having to
choose which Spells they will cast beforehand.

USING MAGIC IN COMBAT
INITIATIVE

It is recommended that Individual Initiative be used
when Sorcerers are involved in Combat. Magic is
considered an Ability for purposes of Initiative, and the
casting of a Spell during a BT occurs after any Combat
Skill or Edges have taken effect.

CONCENTRATION NEEDED

The use of magic requires concentration, but not to an
all-encompassing degree. Distractions, noise, or other
sensory input that can be considered normal will have no
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effect on Spellcasting. Damage will not usually affect
Spellcasting, unless the damage would normally cause a
character to apply a positive modifier to Skill and Edge
Rolls. In this case, the character must make a successful
WILL Roll to concentrate enough to cast a Spell. The
same applies for any other situation which causes a
positive modifier to be applied to Skill and Edge Rolls.

This level of concentration becomes second nature to
Sorcerers, and may be maintained while the Sorcerer is
sleeping or performing other actions. Of course, most
Spells have short Durations, so this does not become a
problem. If a Sorcerer dies, or is knocked unconscious,
all of the Spells they are concentrating on lapse.

FAMILIARS

MM Charlie stroked the fur of his Imp, Kittycat. It
was an incongruous name for a 400 pound Bengal tiger,
but MM couldn’t change it if he wanted to.

Kittycat was restless, feeling MM’ s tension through
their bond. MM had a deal going for three enchanted
Uzis. The seller, a Sammy from the local coven, wanted
150 grand. MM only wanted to pay a flat 100. The
dealing was the same as always, give a litile, gain a little.
MM got tired, and let his temper slip. Kittycat lunged.

“NO! thought MM, for all the good it' d do. Kittycat
had felt MM’ s brief surge of anger, and decided to settle
the issue. The Sammy went down without a squeak,
totally unprepared for the attack. There was a dull crunch
as Kittycat bit into the Witch's neck. He shook the
Sammy once, making sure, then dropped the body. The
problem solved, he padded back to MM for more petting.

MM sighed. He had a buyer lined up for those Uzis,
a buyer willing to pay a quarter million. All that money
had just gone down the drain. He glared at Kittycat with
mock severity.

“I wish you'd learn to follow orders.”

Kittycat sensing MM's displeasure, managed a guilty
look while he licked the blood from his claws.

WHAT FAMILIARS ARE

A Ritual that requires several days (roll 1d10) is
performed to bond the Familiar to the Sorcerer. The
Ritual that must be used may be obtained from any
reliable Crowley in the normal manner.

The Ritual itself is probably the oldest surviving
enchantment. It has been passed down and kept alive for
many centuries. Both the Ritual and Familiars are closely
linked to Nature and White Magic. This link has little
bearing on the actions of a Bonded pair, only on where the
power for this Ritual is obtained. Any Sorcerer with a
Humanity of 25 or above, and willing to make the
necessary personal sacrifices, is capable of performing this
Ritual. Only Sorcerers and Witches can have Familiars.

The Ritual always begins by bathing both the
Sorcerer and the intended Imp, followed by the Spell called
Bonding (listed in the Spells section under White Magic).
The rest of the Ritual varies depending on the type of
animal and the source of the Spell. Each version varies



slightly in the details but the general aspects remain the
same. The Caster and the animal must remain undisturbed
throughout the Ritual or it must be started over from the
beginning with a different animal.

Familiars can be almost any animal, but Sorcerers
must choose very carefully which to bind. Though a
worm or fish could be bonded as a Familiar, their
usefulness is questionable. Certain reptiles are popular in
some circles, but by far the most popular Familiars are
mammals and their near relatives. The less noticeable and
more cunning or intelligent the animal is, the better,
though size and ferocity also have their uses.

There are several ways to obtain a potential Familiar.
The most common is to go to a pet store and buy one.
Some believe that Familiars need to be caught or
summoned, while others obtain theirs from a coven at
great cost, believing them superior in some way.
Sorcerers have been known to travel the world looking for
just the right animal for their Ritual. During this Ritual,
magic is bestowed upon the animal. Once enchanted, it is
referred to as a Familiar or an Imp.

From that time on, the Sorcerer and Imp will share
many Abilities, as well as magic. A Familiar-Sorcerer
bond can only be broken by True Death.

COSTS OF A FAMILIAR

During the Bonding Ritual, the Sorcerer transfers
some of their Magic Ability to the Imp. The exact
amount varies by how much they desire to share. During
this Ritual, SP are also transferred to the Familiar.

The first 2 points of MA transferred will raise the
Imp’s MA to 5. The Sorcerer must transfer at least 2
points during the Ritual, so the minimum MA for any
Familiar is 5. If the Sorcerer wishes, they can transfer
more MA to their Imp. Each additional point of a
Sorcerer’s MA that is transferred raises the MA of the
Familiar by 2 additional points.

The number of points transferred is limited only by
the MA of the Sorcerer. Once this transfer is completed it
is permanent. If the Imp dies, the MA points go with it.

Magic

At this point in the Ritual the bonding is complete, all
that is left is to shape the Abilities and powers of the
Familiar.

Before this can be done, the Imp must be given its
name. The name is permanent, and though needed to
complete the Ritual, has no other significance.

Shaping the Abilities and powers of a Familiar is
accomplished by permanently transferring SP to it from
the Sorcerer. The effects of this transfer are as follows.

Each SP that the Sorcerer permanently transfers to the
Familiar adds directly to its Basic Abilities. The amount
of SP transferred is limited to S points in any one Ability
due to the physical limits of the Imp. The maximum
number of points that can be transferred to increase the
Imp’s Abilities is 35. This would add 5 points to all of
the Imp’s Basic Abilities. The Abilities that can be
increased in this way are, STR, DEX, FIT, INT, WILL,
PER, and LUCK. The unmodified Basic Abilities of
many potential Familiars may be found in the Animal
Ability Table at the back of this book.

BENEFITS OF A FAMILIAR

Every Familiar is capable of learning one Magic
Spell that it can use at will. The SP cost operates
normally on the Familiar for that Spell. Any White or
Street Magic Spell may be chosen for a Familiar. During
the Ritual this Spell is taught to the Familiar, so of
course, it must be a Spell that the Sorcerer knows.

The assistance of a Familiar will allow a Sorcerer to
complete some Magic Rituals faster (See Magic Rituals).

SHARED ABILITIES BY CONTACT

Whenever the Imp and Sorcerer are near one another
they share all Abilities and SP. This is called being in
Contact. The maximum distance to which Contact can be
maintained is the sum of the Sorcerer’s and Imp’s
combined MA in feet.

The cost of the Ritual to get a Familiar is high, and
the loss of a Familiar can be devastating to a Sorcerer, but
the benefits are vast. There are many capabilities that
animals have naturally that can now be shared with the
Sorcerer when in Contact. Though no true
communication is possible, there is an empathic
understanding shared when in Contact that allows the
emotions and moods to be understood.

If a Familiar is in Contact it will glow with the
Sorcerer’s aura when observed through the use of Aura
Sight. When out of Contact it appears as a normal
animal of its type.

MULTIPLE FAMILIARS

A Sorcerer may have as many Familiars as they wish,
as long as they are willing to pay the costs for each
Familiar.
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MAGIC

There are as many different Rituals as there are Spells
and their flingers because no Sorcerer or Witch performs a
Ritual exactly the same as any other. Though the details
differ, such as the color of the candles, the type of herbs,
incense, or perfumes, or the words or sounds of the chant,
song, or mantra, the basic framework or steps to a Magic
Ritual are very similar. It serves to relax the Sorcerer so
that deep, uninterrupted concentration comes easier.

A Sorcerer should be very familiar and comfortable
with their tools. This includes the candles, herbs, objects,
and anything else used in the Ritual. This is so no energy
is wasted in concentrating on and visualizing these tools.
The best way to become familiar with these objects is to
manufacture them prior to the Ritual. Even the candles
should be made by the Flinger.

The deeper the concentration, the more power that
may be gathered from the magical energies that abound in
Nature or the Twisted Dees. The more relaxed and rested a
person is, the more energy may be collected and stored
within the body.

The powerful or energy consuming Spells require
longer preparation and concentration times to perform
their associated Rituals. The Rituals listed are numbered I
thru V and progress from the easiest and quickest, lasting
about an hour, through the difficult and time consuming
Rituals for Black Magic, which require at least 8 hours to
perform. Rituals which differ from the normal patterns
are listed as “Special,” and described in some detail with
the applicable Spell.

INTERRUPTIONS TO A RITUAL

If a Sorcerer is interrupted before the completion of
the Ritual, all the gathered energy is lost, and the Ritual
must be started over again from scratch using all fresh
materials. Interruptions may take many forms, and not
only involve physically touching the Sorcerer.

Any attempted conversation with the Flinger, or even
a sudden loud noise, requires an Escape Roll against MA
to hold and control the vast magical energies flowing and
being stored within the body. A failed roll causes the
Sorcerer to take 1d10 of Damage for each level of the
Ritual being performed, as the magical energy crackles
about their body and dissipates.

Generally, anything that would wake a person from a
sound sleep can cause an interruption. If the interruption
is slight and of short duration, an Escape Roll against
WILL may be allowed by the CP if they feel that one is
warranted. A successful Escape Roll against WILL, for
these mild interruptions, allows the performer of the
Ritual to successfully ignore the interruption.

AID OF A FAMILIAR

When a Familiar helps, Ritual IV only takes 6 hours,
and Ritual V only takes 6+1d10 hours. This time saving
is possible due to the Imp’s enhanced channelling of
magical energies. During an interruption, a Familiar
provides the normal bonuses to the Sorcerer if kept in
contact.
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RITUALS

An Imp may take part in a Ritual and assist the
Sorcerer as mentioned above, or stand guard over the
Caster to assure that there are no interruptions. A
Familiar may not perform both duties at the same time.

RITUAL DESCRIPTIONS
Ritual I

The Caster sits facing a candle to the East, chanting
while burning incense and selected herbs. The Caster
repeats the chant to the South, West, and North. This
insures gathering of energies from all possible directions.
The concentration brings about a gathering of magical
forces which center on the Flinger. Each chant requires
approximately 15 minutes to complete, and the whole
Ritual may be completed in about 1 hour.

Ritual II

As in Ritual I, the Caster burns incense and selected
herbs while chanting to all points of the compass. The
difference is that an object is used to aid the Caster’s
concentration and help focus the magical energies. It is
not necessary to use the same object each time the Ritual
is performed. Different objects can be used, but they must
be related in some way to the desired effect of the Spell.
The closer the object relates to the Spell effects, the easier
and more efficient the Ritual is to perform. An object
may be used more than once. The object chosen should
be small enough so that it can be moved to all 4 points of
the compass during the Ritual as the Flinger turns. This
Ritual lasts at least 2 hours.

Ritual III

Before chanting, the Flinger must immerse
themselves in an herbal bath scented with oils and
perfumes. The bath helps to relax the Caster and clear the
senses to promote a deeper concentration. To further this
end, the bath is preceded by meditation and relaxation
exercises. After the meditation and bath are completed,
the Caster chants to the 4 points of the compass, using an
appropriate object to help channel the magical energies.
This Ritual requires at least 4 hours to complete.

Ritual IV

This Ritual starts off with a relaxing herbal bath
followed by a short period of meditation and a few hours
of sleep. Upon awakening, another herbal bath is taken.
After these preparations, the Caster selects an object
related to the Spell to be cast, and performs chants to the
East, South, West, then North. This whole process
requires at least 8 hours.

Ritual V

A relaxing bath combined with mud and strong
smelling oils is followed by at least an hour of chanting
and concentration. The process for Ritual II is then
completed, with crooked candles, starting at the North.



The object used is usually something with a hole in it to
help visualize the gate to the great power of the Twisted
Dimensions. After several hours of concentration, a gate
will open and power may be drawn through it. The exact
time it takes to complete this Ritual varies due to
differing levels of concentration. The time required for
this Ritual is variable, being computed as 8+1d10 hours.

Magic Circle

A circle of silver the Sorcerer stands within when
dealing with bound or hostile demons. If a Demon enters
the Circle, it takes 5 points of FIT damage per BT that it
remains within the circle.

Molly Dee is a Wizling, and the Terrible Trio is a
club band more intent on cheeking the audience than
playing.

“They can’t even count,” she snarls as she watches
the band, Terrible Trio, enter the club across the street.
Of the four of them, it was the bass player, nice looking
for a Frankie too, that dumped her hard last night, as soon
as he found out she was a Flinger and not herd. “Here I
am falling for his line like some kind of beeps, but he’ll
see I'm no baby.”

Molly slipped back into the shadows and through the
door to her crib. Once inside, she got right down to
business. It was warm inside, smelling of burning wax
and all kinds of herbs and oils. Several homemade candles
provided the only light, which reflected off of her stringy
hair and plain features.

“I'll show him not to mess with a Flinger,” she
breathed as she dragged a heavy leather bag from the corner
and began dumping silver powder onto the floor in a
rough circle near the center of the small room.

She snuffed out a candle on her way into the
bathroom. Glancing only briefly at herself in the mirror,
she started the water in the tub and began to undress. Just
before she stepped into the steaming water she tossed in a
bag of herbs and dumped in a small vial of strong
smelling and very
expensive oil.
“Nothing like a
hot bath to relax
in”

Molly slid
back in the tub
and began an
arythmic chant
that always
helped her relax
and concentrate.

When the
water was almost
cold, Molly
slipped out and
walked, still
dripping, into the
other room. She
arranged the
candles to her

Magic Rituals

liking and started the Ritual that would form a Circle Of
Imprisonment for what she would soon summon into her
room.

She created the prison a few feet from the circle of
silver powder. When she had completed tracing the circle
and chanting up enough energy, a tiny gate opened which
gave her access to even more energy. Though invisible,
the air was crackling slightly near where she sensed the
rift to be.

It was nearing dawn. Molly' d been at this most of
the night, and with luck she’d finish by Midnight. She
was already tired and hungry, and looked like a bleacher.
It would be a long day.

“Magic sure takes its toll on a girl,” as she started the
Summoning.

Several candles, one doughnut, a pound of odd
smelling incense, and 14 hours later, her hoarse chanting
was interrupted by a tearing sound, as a snarling Demon
stepped out of nowhere into her room.

The Demon was not large, about 3 feet tall and nearly
as wide, powerful muscles rippling under scaly purple
flesh. The candles shone in its eye as it raced toward her,
intending to tear the frail looking girl apart. The Demon
let out a scream as it bounced back from the edge of the
Circle, sending sparks flying about the room.

“Well hello there,” she mumbled as she flung the
Spell of Binding she’d stored from yesterday at the
Demon, “just like momma used to make.”

Taking the parchment Deed she had prepared, she lost
no time instructing her charge on how best to sever the
head of a certain bass player. She tossed the parchment
into the Circle, and the Demon made its mark on it in
blood, then threw it back at her.

She folded the parchment, and holding it in her hand,
opened the prison by walking into it herself. The Demon
scuttled to the door and disappeared into the night. Across
town, twenty-three minutes later, there was a scream as
some gidget returned to the bedroom to find one bass
player from the Terrible Trio with a guitar where his head
used to be.

In all of her 53
years as a Sorcerer,
Molly had rarely
gotten this much
pleasure from
reading the
morning paper.

There was no
further sign of the
demon, so Molly
assumed it returned
to the Twisted
Dees when its
Deed was done.

The police
followed the trail
of blood to the
closet, but there
was no one inside.
The head was never
Sfound.
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EXPLANATION OF SPELL
DESCRIPTIONS

Cost: The amount of SP that the Flinger must expend
to store or cast the Spell. Cost may also include the
loss of MA.

Type: Street, Black, or White Magic.

Base Price: The base price that a Crowley charges to
research and develop a Spell for a Flinger. A
Crowley will also charge an additional $100 for each
point of Occult Knowledge Skill Score they possess.
The Base Price also lists the Max Humanity (MH)
that is lost by the Flinger when they learn the Spell.

Duration: The maximum amount of time that a Caster
may concentrate on a Spell. Please note that the
effects of some Spells may continue beyond the stated
Duration, or be permanent. Unless otherwise stated
in the Spell Description, a Spell’s effects cease upon
the conclusion of the Duration. See Using Magic for
more details.

Target: What the Spell affects. May be stated as a
number of people, a specific object, or an area.

Range: The distance at which the Spell may be started.
Unless otherwise specified, a target may move beyond
the stated Range without breaking the Spell. ~See
Using Magic for more details.

Escape Roll: The Basic Ability that is rolled against
to determine if some or all of the effects of the Spell
may be nullified or avoided.

Magic Ritual: The Magic Ritual that must be
performed to store the Spell. Only applies to Black
or White Magic. Rituals are numbered from I-V, or
are defined as Special. Rituals I-V may be found in
the section on Magic Rituals. Special Rituals are
described in the body of the Spell Description.
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LISTING OF
STREET MAGIC
SPELLS

Blackout

Cost: 1 SP

Type: Street Magic

Base Price: $1000, 1 MH

Duration: MA in minutes

Target: A hemisphere of space, MA in feet in diameter
Range: 50 feet

Escape Roll: See Below

Description: Causes a hemisphere of darkness and
silence to form around the Caster, or up to 50 feet away.
The hemisphere has a diameter of the Flinger’s MA in
feet. A successful Nocturnal Vision Edge Roll will allow
normal sight, and a successful Sense Acuity Edge Roll
will allow normal hearing. The Caster may move the
Blackout at will, as long as it remains within 50 feet.

Bloat

Cost: 10 SP Duration: 1 BT

Type: Street Magic Target: One creature

Base Price: $10000,7MH Range: MA in feet
Escape Roll: Against FIT for 3d10 damage
Description: When this Spell is cast, all gasses in the
target’s body expand. This causes severe bloating of the
body, which results in a minimum damage of 3d10. If the
FIT Roll is a failure, the target’s body expands until it
splits open. Kin will resurrect normally if this occurs.




Brakes

Cost: 2 SP Duration: MA in BT
Type: Street Magic Target: 1 vehicle
Base Price: $2000, 1 MH Range: MA in feet

Escape Roll: none

Description: Brakes will deactivate a vehicle for the Duration of the Spell.
The motor will stop and will not start. The wheels lock, bringing the vehicle
to a screeching halt. The vehicle will work normally when the Spell expires.

Breakdance

Cost: 1SP Duration: 3 BT
Type: Street Magic Target: One person
Base Price: $1000, 3 MH Range: MA in feet

Escape Roll: Special

Description: The target of this Spell may make an Escape Roll at the
beginning of each of the three BT of this Spell’s Duration. If any of these
Escape Rolls are successful, then the effects of that BT and any following BT
are nullified. The Basic Ability used for making the Escape Roll is different for
each of the three BT.

On the first BT, this Spell causes the victim’s legs and hips to gyrate
uncontrollably. This affects movement, balance, and ability to focus
concentration. The victim must add a +10 modifier to any roll attempted
during this BT. Roll against DEX for no effect.

On the second BT, the victim’s body movements are intensified, so much
so, that 1d10 of damage is taken from bruises, pulled muscles, strains, sprains,
etc. Roll against STR for no effect.

On the third BT, the victim drops to the ground, thrashing and spinning
about in powerful convulsions. This causes 2d10 of damage from scrapes,
scratches, torn muscles, ripped cartilage, and an occasional broken bone. Roll
against FIT for no effect.

Compel

Cost: 5 SP Duration: MA in minutes
Type: Street Magic Target: One person

Base Price: $5000, 5 MH Range: Voice

Escape Roll: Against WILL for no effect

Description: Allows the Flinger to control the actions of the target. The
Caster must stay within earshot of the target or the Spell is broken. If the
victim is Compelled to do something totally against their nature, or to harm
themselves, they may attempt another Escape Roll. If this roll is successful,
the Spell is broken.

Crank It Up

Cost: 5 SP Duration: MA in minutes
Type: Street Magic Target: One person

Base Price: $5000, 5 MH Range: MA in feet

Escape Roll: Against FIT for no effect
Description: This Spell magnifies the power of the target’s senses to
excruciating level. The movement of air across skin feels like sandpaper.
Normal voices have the timbre of a heavy metal band at full power. The
slightest smell or taste burns deeply into the mucous membranes, and the
dimmest flash of light or color burns with the power of a floodlight.

In normal settings, the target must make a successful WILL Roll to
perform any action, and will have a +30 modifier on all Skill and Edge Rolls.

In a setting where there is a heavy scent, bright light, or large amounts of
sound, the target will be totally helpless. They will roll into a fetal ball and
remain so for the Duration of the Spell.

An attack which does damage to the target also counts as heavy stimulus.
The amount of damage is applied to the WILL Roll as a positive modifier.

Deflection

Spells
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Spells

Deflection

Cost: 5 SP

Type: Street Magic

Base Price: $5000, 5 MH

Duration: Special (1 hour maximum)

Target: 1 Person

Range: Touch

Escape Roll: none

Description: Creates a wall of magic force around the
Caster, which acts as 10 points of armor. This armor acts
in all ways like the Armor Edge. For each additional time
this Spell is cast, a gain of 2 armor points is realized. All
armor dissipates at the end of the original’s Duration. For
example, casting this Spell twice in quick succession will
give the Flinger an armor of 12 points. Let’s say that 45
minuates later they run into 3 members of the Goreboys
out for some fun. Knowing that this will turn really ugly
they cast the Spell 3 more times (Note that they have
taken 25 SP of damage from casting this Spell 5 times.)
They now have an armor of 18. All 3 Goreboys blast
them with sawed off shotguns, just their way of saying
hello. Though the Flinger’s clothes are ruined, and there
are powder stains all over them, they take only 6 points of
damage out of 60 possible (plus any damage modifiers)
from the blasts!

Now its the Flinger’s turn, and they had better hurry
because all of their armor will dissipate in about 15
minutes when the first Spell’s Duration is over. This
Spell may be cast up to 10 times for cumulative
protection. After the 10th, additional castings have no
effect. The Duration will never be longer than 1 hour
from the first casting.

Escape

Cost: 3 SP

Type: Street Magic

Base Price: $3000, 2 MH

Duration: Instantaneous

Target: Self

Range: n/a

Escape Roll: none

Description: This Spell allows the Caster to break out
of any bonds that may hold them. Handcuffs, chains, or
ropes will fall away. If someone is holding the Flinger,
their grip will loosen, allowing the Caster to twist free.

Explosive Decompression

Cost: FIT of Victim in SP

Type: Street Magic

Base Price: $45,000, 12 MH

Duration: Instantaneous

Target: One person

Range: MA in feet

Escape Roll: Against FIT for no effect

Description: Causes one person to explode by creating
a vacuum around them. Blood and pieces will splatter an
area of 10 feet from where the victim was standing.
Witnesses must make a Fear Roll due to gore. Kin will
resurrect normally,
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Fire Hydrant

Cost: 1SP Duration: MA in seconds
Type: Street Magic Target: 1 person or object
Base Price: $1000,2MH Range: 25 feet

Escape Roll: Against DEX to avoid spray
Description: Generates water by sucking ambient
moisture out of the air, and directs it at one person or
object. The spray has the pressure of a fire hose, and will
knock a person down unless they make their Escape Roll.
Please note that this is not running water as far as
Vampyres are concerned.

Fireworks

Cost: 2 SP

Type: Street Magic

Base Price: $2000, 2 MH

Duration: MA in BT

Target: One person

Range: MA in yards

Escape Roll: Against INT for half Duration
Description: Surrounds the victim with a dazzling
array of lights, flashes, concussions, explosions, and
whistles, causing confusion. The effect is similar to
standing at ground zero of a major Fourth of July
fireworks display that moves with the victim. The victim
will take damage equal to 1 SP per BT from fire, and must
make a successful WILL Roll to perform any action other
than trying to escape the fireworks.

Flight

Cost: 5SP

Type: Street Magic

Base Price: $5000, 10 MH
Duration: WILL in minutes
Target: One person
Range: n/a



Escape Roll: none

Description: Allows a character to fly. Altitude is
unlimited, but Oxygen becomes scarce above 10,000 feet.
The maximum Flight speed is three times the Caster’s
MA in mph.

Goodbye

Cost: 1SP

Type: Street Magic

Base Price: $1000, 3 MH

Duration: MA in hours

Target: One person

Range: Touch

Escape Roll: Against WILL for no effect
Description: This Spell causes one person to leave the
Flinger’s presence, and not wish to see the Flinger for a
number of hours equal to the Flinger’s MA. The target
will not realize that they are being dismissed, and will
think that they need not see the Caster. If the target is
actively hunting the Caster (for example, a police officer
intent on arresting the character), then the Escape Roll is
made with a -30 modifier.

Grabber

Cost: 2 SP Duration: MA in BT
Type: Street Magic Target: One person

Base Price: $2000,1MH Range: MA in feet
Escape Roll: Against DEX to avoid the grab, plus

special rolls against STR to break free (See Below)

Description: Grabber creates a field of magical energy
which will encircle and bind one person. The form this
energy takes can vary according to the specifications of
Caster when the Spell is first purchased. The most
common form is that of a spectral, taloned hand. The
Spell will cause no damage to the target unless they
struggle. Each BT of struggling will cause the target to
take damage equal to the MA of the Caster. The target

Spells

will break free if two successful STR Rolls are made in a
Tow.

Graffiti

Cost: 1 SP

Type: Street Magic

Base Price: $1000, 1 MH

Duration: MA in days

Target: One surface, 3’ x 3’

Range: Touch

Escape Roll: none

Description: Graffiti allows the Flinger to leave a
magically written message or picture on any non-living
surface. The Graffiti will only be visible to the intended
recipient or someone using Magic Sight.

Granite

Cost: 5 SP

Type: Street Magic

Base Price: $5000, 3 MH

Duration: MA in BT

Target: One person

Range: MA in feet

Escape Roll: Against FIT for no effect

Description: Tumns the target, and anything worn or
carried, into stone. If the target is damaged while in this
state, the damage will not take effect until they return to
normal. A person trying to damage someone in this state
would need to make a successful STR Roll to do anything
more than minor damage. If this Spell is cast on a Stone
Animate, it has the effect of adding 20 to all of their Basic
Abilities for the Duration of the Spell.

Heavyweight

Cost: 5 SP

Type: Street

Base Price: $5000, 4 MH

Duration: MA in BT

Target: One person

Range: 10 feet

Escape Roll: Against FIT for no effect.

Description: Causes the target to become incredibly
heavy. The target becomes 100 pounds heavier than
normal for every point of MA the Caster possesses. STR
Rolls must be made to move, and CPs should be aware
that the floor or pavement under the affected character may
not be strong enough to support the increased weight.

Hotwire

Cost: 1SP

Type: Street Magic

Base Price: $1000, 1 MH

Duration: MA in minutes

Target: One vehicle

Range: Touch

Escape Roll: none

Description: Hotwire will start a vehicle. The vehicle
will run normally, even if it has no fuel, for the Duration
of the Spell, then stop.
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Lighter

Cost: 1 SP

Type: Street Magic

Base Price: $1000, 1 MH

Duration: 1 BT

Target: One object

Range: MA in feet

Escape Roll: n/a

Description: This Spell causes certain natural
substances to catch fire. Synthetic materials, such as
polyester or nylon, are not affected. Only cotton, silk,
linen, leather, fur, wood, paper, and the like will ignite.
Fires started by Lighter will continue to burn after the
Spell’s Duration lapses.

Limo

Cost: 2 SP per passenger

Type: Street Magic

Base Price: $15,000, 6 MH

Duration: WILL of Caster in BT

Target: n/a

Range: Special

Escape Roll: none

Description: Limo summons transportation for the
Caster and a number of passengers determined by the
amount of SP the Caster is willing to expend. The
transportation appears in whatever form is most
appropriate for the locale and time period, but the driver,
who never speaks, can always be identified by the shadows
on his face, pierced by the crimson flames from his eyes
and mouth. He will only nod in reply to directions given
to him, otherwise he ignores his fare. Once boarded, the
Limo (and its passengers) can become invisible and
intangible at will. Travel is at a speed of 1000 feet per
BT until the stated destination is reached. The Limo
(which these days usually takes the form of a dark-
windowed taxi, limousine, or city bus), disappears when
all passengers have disembarked.

Meathooks

Cost: 1SP

Type: Street Magic

Base Price: $1000, 5 MH

Duration: MA in BT

Target: 1 person

Range: MA in feet

Escape Roll: Against DEX to avoid hooks
Description: When Meathooks is cast, dark metal
hooks shoot out of the Earth and latch into the flesh of
the target, digging in and holding until the Duration is
over. The Meathooks do 1 SP of damage per BT, and
hold with a STR equal to that of the Flinger. When this
Spell is used, the victim must make a Fear Roll or lose
consciousness.
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Paralysis

Cost: 2 SP

Type: Street Magic

Base Price: $2000, 3 MH

Duration: MA in BT

Target: A number of people up to the Flinger’s MA
Range: MA in feet

Escape Roll: Sec Below

Description: All targets caught in the Spell must
immediately fall to the ground paralyzed unless their DEX
is higher than the Flinger’s MA, in which case there is no
effect. If targets with DEX lower than the Caster’s MA
make a successful Escape Roll, then they are only
partially paralyzed, and may function with a DEX Score
equal to 1/2 normal.

This Spell cannot be aimed. It affects all people
within Range. If the number of people within Range is
higher than the Caster’s MA, then those nearest the Caster
will be the targets. Please note that the range extends in a
sphere around the Caster.

Preemptive Strike

Cost: 1 SP per +10 to Initiative score

Type: Street Magic

Base Price: $25,000, 1 MH

Duration: MA in BT

Target: 1 person

Range: Touch

Escape Roll: none

Description: Allows the recipient to react intuitively
in combat situations and increase their chance to get
initiative.

Rack

Cost: 1 SP

Type: Street Magic

Base Price: $1000, 7 MH

Duration: MA in BT

Target: 1 person

Range: MA in feet

Escape Roll: Against STR for no effect
Description: Rack causes severe pain to the target.
This pain causes the target to apply a positive modifier,
equal to the Flinger’s MA, to all Skill or Edge Rolls.
The target must make a successful Escape Roll against
WILL to remain silent when questioned. If the roll fails,
the target will answer the question truthfully. This Spell
does one SP of incidental damage per BT.

SDI

Cost: 10 SP

Type: Street Magic

Base Price: $10,000, 10 MH

Duration: Instantaneous

Target: One person or object

Range: Line of Sight

Escape Roll: Against DEX for no effect
Description: The Caster fires a beam of laser energy.
The target takes damage equal to the Caster’s MA.



Shadowpaths

Cost: 1SP

Type: Street Magic

Base Price: $1000, 3 MH

Duration: MA in minutes

Target: Self

Range: MA in yards and line of sight

Escape Roll: none

Description: The Caster may move from one area of
shadow to another without physically crossing the space
in between. The Caster may move as many times as they
like, once per BT, from one area of shadow to another that
is in line of sight and within Range.

Shooting Star

Cost: Equal to FIT of victim in SP

Type: Street Magic

Base Price: $100,000, 10 MH

Duration: 20 minutes

Target: One person

Range: Touch

Escape Roll: Against DEX for no effect

Description: This Spell reverses the effect of gravity
on its target. If the Escape Roll fails, the target will be
propelled off of the Earth. This can be countered if the
character hits or can grab onto something sturdy enough
so that their sudden acceleration doesn’t carry it along with
them. Even so, the character will take damage as if they
fell the distance to the object grabbed. Anyone using the
Flight Edge or Spell may counteract the effects of this
Spell.

At the end of the twenty minutes, the character will
be travelling at about 7.5 miles a second, and will be
moving fast enough to escape the Earth’s gravity field.
This will put the character into orbit around the sun. If
they manage to keep from rising for at least two minutes,
they will be put into Earth orbit. If they manage to keep
from rising for at least 7 minutes, they will simply go
into a ballistic orbit, and eventually crash back to Earth.
In all these cases, the character is dead and gone, though
those crashing back to Earth may resurrect. Please note
that the sun shines through space, and characters with
Environmental Harm (sunlight) Flaw will take damage
accordingly.
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Shrapnel

Cost: 5 SP

Type: Street Magic

Base Price: $5000, 3 MH

Duration: Instantaneous

Target: See Below

Range: 20 feet

Escape Roll: Against DEX for half damage
Description: Shrapnel causes all breakable objects
within 20’ of the Flinger to explode, flinging sharp
chunks of material through the air. The shrapnel explodes
away from the Flinger. The Flinger may cause shrapnel
in a full circle, or in part of a circle, as they choose. The
shrapnel does 2d10 damage to anyone standing in the area
of effect. Targets with any amount of Armor Edge, or
targets which are under the effects of a Deflection Spell,
are not damaged. Persons wearing partial armor may
reduce the damage by the percentage of coverage.

Skywalk

Cost: 2 SP

Type: Street Magic

Base Price: $2000, 2 MH

Duration: 5 BT

Target: n/a

Range: MA in yards

Escape Roll: none

Description: Skywalk creates an invisible bridge of
force between two solid points. For example, the
Skywalk could be used to span the distance between two
rooftops, or to create a bridge across water. The bridge is
personal. It appears right in front of the Caster and
disappears right after them.

Sweat

Cost: 10 SP

Type: Street Magic

Base Price: $10,000, 10 MH

Duration: 3 BT

Target: One creature

Range: MA in feet

Escape Roll: Special

Description: On the BT that this Spell is cast, the
target must make a successful FIT Roll or begin to sweat
profusely. At this stage, no damage occurs, but the target
must apply a +20 modifier to all Skill and Edge Rolls due
to the blurring of vision and slickness of grip. The ATT
of the victim is reduced to 4.

During the second BT, the target must try to succeed
at another Escape Roll. If this fails, they take 2d10 FIT
damage from dehydration. In addition to sweating, the
target drools, their nose runs, and their eyes water. All
Skill and Edge Rolls are made at a +40 modifier.

On the third BT, the target makes a final Escape Roll.
If this fails, they keel over as all water leaves their body.
At the end of the BT they will be a desiccated corpse lying
in a puddle of water. Kin will resurrect normally.

Note: Success of any Escape Roll will prevent the
effects of that BT and stop the progress of the Spell.

23



Spells

Torch

Cost: 3 SP Duration: Special

Type: Street Magic Target: One person

Base Price: $3000,7MH Range: Line of sight
Escape Roll: Against DEX for no effect (see below)
Description: Causes the target’s flesh to heat and burst
into flame, taking 5 points of Damage per BT until the
victim can be extinguished, or until they reach 0 SP. The

flames usually start on the hands and feet, but spread -

rapidly. To extinguish the flames, the victim must stop,
drop, and roll. An Escape Roll may be attempted against
DEX each BT to determine wether the rolling was
sufficient to extinguish the flames. No other action may
be taken while rolling. The flames may also be put out
with a large quantity of water, such as that from a fire
hydrant or a pool, or by a fire extinguisher.

Toxic Cloud

Cost: 1 SP

Type: Street Magic

Base Price: $1000, 3 MH

Duration: 10 BT

Target: Hemisphere 10 feet in radius

Range: 50 feet

Escape Roll: Against FIT for half damage
Description: Creates a virulent but short lived burst of
poisonous gas around the target, Damage is 5 SP for each
BT that someone is caught in the cloud.
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LISTING OF
BLACK MAGIC
SPELLS

Animation

Cost: See Below

Type: Black Magic

Base Price: $500,000, 25 MH

Duration: Instantaneous

Target: One Construct

Range: Touch

Escape Roll: Against FIT for no effect

Magic Ritual: Special

Description: This Spell is used to create Animates. It
requires a great deal of time and energy on the part of the
Caster. The Animate created may be a Flesh Animate, a
Homunculus, or an inorganic construct.

FLESH ANIMATES

The first step in creating a Flesh Animate is
assembling a body. Unlike a Zombie, a Flesh Animate’s
body must be assembled or repaired prior to Animation.
This usually requires surgery. The surgeon doing the
assembly or repair must have at least a 90 in Medicine
(Surgery). Diseased or damaged organs must be replaced,
and musculature must be made intact. This process may
take several days to several months, depending on the
extent of repair needed. All body parts must be procured
within 8 hours of death, and must be kept in an undecayed
state by use of Retard Decay Spells.

HOMUNCULI

The body of a homunculus must be grown by use of
a Replicate Spell. Once the body is completely grown, it
is ready to be imbued with life force.

INORGANIC CONSTRUCTS

This type of Animate is rarely made, as it requires a
greater expenditure of SP in the final Ritual of
Animation. The body of the construct may be made to
order, or it may be any object the Caster wishes to imbue
with life.

ANIMATION

Once the body of the Animate is complete, it must be
imbued with life force. At this point, the Basic Abilities
of the Animate are generated. After Ability Modifiers are
applied, the incipient Animate’s Basic Abilities are
totalled. If the Animate is an inorganic construct, this
number is doubled.

The Caster then begins the Ritual for the Spell. The
Ritual is much like Ritual V, except that the Animate’s
body must be present at the center of the Ritual. The
Caster then expends a number of SP equal to the



Animate’s totalled Basic Abilities (or twice totalled Basic
Abilities for an inorganic construct). The Caster may not
interrupt the expenditure of SP to Drain or be healed.
Because of this massive SP expenditure, few Sorcerers
may create an Animate. Most Animate spontaneously, or
are created by Witch covens.

After the expenditure of SP is complete, a FIT Roll
is made for the Animate. If this succeeds, the Animate
has been successfully created. If it fails, the Animate’s
body rejected the life force, and the process must be started
afresh, with new materials.

Binding

Cost: 3 SP

Type: Black Magic

Base Price: $3000, 5 MH

Duration: Twenty-four hours or until Deed is fulfilled,
whichever comes first

Target: One Demon

Range: 10 feet

Escape Roll: Against WILL for no effect

Magic Ritual: V

Description: Binds a Demon to perform one Deed for

the Flinger. The Deed is an actual written agreement

signed by both the Sorcerer and the Demon. Destroying

this Deed will set the Demon free, though once signed,

the Demon will take no action other than to fulfill the

Deed. The Caster must keep the Deed on their person at

all times. If the Flinger loses the Deed, the Demon

immediately gets another Escape Roll. If this succeeds,

the Demon will lose no time in finding and killing the

Caster. This Spell only works on denizens of the Twisted

Dimensions that have been Summoned and properly

restrained. Daemons, now creatures of this dimension, are

not affected by this Spell.

Bleeding

Cost: 5SP Duration: 1 day

Type: Black Magic Target: One person

Base Price: $5000,5MH Range: MA in feet
Escape Roll: Against FIT for no effect

Magic Ritual: V

Description: Immediately after this Spell is cast, the
target begins to bleed from all body orifices. The nose
and ears will emit a constant stream of blood. The eyes
will form blood tears.

This blood loss cannot be stopped, and will cause the
loss of one FIT point per hour. Kin may feed on humans
to restore lost FIT, and humans may receive transfusions.
Transfusions will only replace 1 FIT point every two
hours.

Boneyard

Cost: 4 SP

Type: Black Magic

Base Price: $4000, 3 MH
Duration: MA in BT
Target: 1 person

Range: MA in feet

Spells

Escape Roll: Against DEX to avoid being caged
Magic Ritual: I

Description: When Boneyard is cast, a prison of sharp-
edged bones springs up around the target, imprisoning
them. The dimensions of the cage are 5 feet on a side. If
a person attacks the cage with bare hands, they will take
damage equal to the damage they cause to the cage. The
cage will sustain 100 points of damage before shattering.

Brainburn

Cost: 1SP

Type: Black Magic

Base Price: $1000, 2 MH

Duration: MA in BT

Target: One person

Range: Touch

Escape Roll: Against INT for no effect

Magic Ritual: II

Description: This Spell causes massive misfirings of
the brain’s neurons, making thought virtually impossible.
It does no permanent damage. While the victim is under
the effect of this Spell, they have the outward appearance
of having a massive convulsive seizure.

Chernobyl

Cost: 10 SP

Type: Black Magic

Base Price: $10,000, 10 MH

Duration: Instantaneous

Target: Creatures in the 45° arc of area in front of the
Caster

Range: MA in yards

Escape Roll: Against FIT for one-half effect

Magic Ritual: V

Description: Creates a blast of hard radiation in a 45°

arc extending out from the Caster to a distance equal to

MA in yards. Anyone in this area will suffer from

radiation sickness. They will lose 1 FIT point per day.

Other symptoms include loss of hair, burns and rashes on

skin, diarrhea, fatigue, and nausea. Afier the sickness has

run its course, usually after one to six weeks (4d10 days),

the person may begin to heal FIT. There will be a

permanent loss of 1 FIT point for every 5 points of MA

of the Flinger. If FIT goes to zero, humans die.

Chopper

Cost: 3 SP

Type: Black Magic

Base Price: $3000, 3 MH

Duration: MA in BT

Target: n/a

Range: n/a

Escape Roll: none

Magic Ritual: II

Description: Chopper creates a magical motorcycle for
the Caster to ride. While mounted on the Chopper, the
Caster’s movement is doubled, and all hand-to-hand
attacks are made with a -20 modifier.
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Circle Of Imprisonment

Cost: 3 SP

Type: Black Magic

Base Price: $3000, 5 MH

Duration: MA in minutes or until broken

Target: One Demon

Range: 10 feet

Escape Roll: Special

Magic Ritual: V

Description: To perform this Ritual, the Flinger must
first inscribe a circle, then invest it with magical power.
If the Caster moves further than 10 feet from the center of
the Circle, the power dissipates, freeing the captive. This
Circle will automatically imprison a Demon if its WILL
is less than the Flinger’s. If the Demon’s WILL is the
greater, an Escape Roll against WILL is made for no
effect. The Caster’s WILL is added as a positive modifier.
A Demon may be Summoned directly into a Circle Of
Imprisonment. The Circle has no effect on creatures other
than Demons.

Con-Ed

Cost: 1 SP for every 5 points of damage

Type: Black Magic

Base Price: $50,000, 7 MH

Duration: Instantaneous

Target: Persons or objects in a 5" by 5’ area

Range: MA in yards

Escape Roll: Against FIT for 1/2 damage

Magic Ritual: I

Description: A bolt of electricity shoots from the
Caster’s hand. Targets immersed in water do not get an
Escape Roll. If the Caster touches a source of electricity
while flinging this Spell, damage is equal to 10 points per
SP expended. Note: The amount of SP Cost (and
damage) is decided during the Ritual, not the casting. The
damage is done to each person and object ina 5’ by 5’
area.
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Creeping Crud

Cost: 3 SP

Type: Black Magic

Base Price: $3000, 7 MH

Duration: Until dispelled, broken, or the target
succumbs

Target: One person

Range: Touch

Escape Roll: Against FIT for no effect

Magic Ritual: III

Description: Causes a slimy green growth to appear at

the extremities, which rapidly spreads over the whole

body. This slimy crud saps the body’s FIT and STR at

the rate of one point of each per day. A Nine Eleven

Spell will effect a cure in 24 hours, and Draining a human

victim of 10 SP will restore 1 FIT point, but will not

cure the Crud. STR must be regained at 1 point per day

after healing. Anyone reaching O FIT has died (True

Death) and only a puddle of slime remains of the body.

Dead Air

Cost: 1SP

Type: Black Magic

Base Price: $1000, 2 MH

Duration: MA in minutes

Target: n/a

Range: Self

Escape Roll: Against FIT for no effect

Magic Ritual: I

Description: Causes the air around the Caster to smell
of death and rotting flesh. A successful Escape Roll
prevents anyone caught from falling to the ground
retching. This Spell has no effect on Ghosts or Wyghts.

Deportation

Cost: 1/2 the WILL of the Demon in SP

Type: Black Magic

Base Price: $25,000, S MH

Duration: Instantaneous

Target: One Demon

Range: Unlimited

Escape Roll: Against WILL for no effect

Magic Ritual: V

Description: Demons may return to the Twisted
Dimensions at will unless held here by a Circle of
Imprisonment or a Deed. If a Demon wishes to resist
Deportation, they must make a successful Escape Roll
against WILL. If the roll is successful, the Sorcerer may
have to negotiate to entice the Demon to return. Another
Deportation Ritual may be attempted in 24 hours. A
Flinger may only Deport Demons that they have
Summoned.



Drowning

Cost: 7 SP

Type: Black Magic

Base Price: $7000, 10 MH

Duration: MA in BT

Target: One person

Range: Touch

Escape Roll: Against FIT for no effect

Magic Ritual: IV

Description: This Spell causes the lungs of the target
to procuce vast quantities of liquid. During the first five
BT of the Spell, the target will cough and hack, but will
be able to use Skills and Edges, though at a modifier of
+20. For the remainder of the Spell, the target will only
be able to wheeze and gasp as they drown in the effluvium
of their own lungs. The target will lose 1 point of FIT
for every BT of the Spell’s Duration. If FIT goes to zero,
the target dies. Kin will resurrect normally. Note:
habitual smokers will be helpless in one BT, and will lose
2 FIT Points per BT.

Evil Eye

Cost: 2 SP

Type: Black Magic

Base Price: $2000, 2 MH

Duration: Until dispelled or broken

Target: One person

Range: Line of sight

Escape Roll: Against FIT for no effect

Magic Ritual: II

Description: Causes the recipient to apply a +10
modifier to all rolls attempted until dispelled. Other than
what is perceived as a run of very bad luck, the victim
will not realize that they are magicked. A roll against
INT is allowed every 24 hours, after the first, to allow the
victim to figure out that they’ve been hexed. The Spell
remains in effect until a Sorcerer or Witch removes it, or
the caster stops maintaining it.

Exploding Orbs

Cost: 5 SP

Type: Black Magic

Base Price: $5000, 15 MH

Duration: Instantaneous

Target: Everyone within 10 feet of the Caster

Range: 10 fect

Escape Roll: Against PER for no effect

Magic Ritual: IV

Description: Causes the eyeballs of everyone caught in
the Spell to explode outward. Human victims are
permanently blinded unless a donor is available for
transplant, or a Nine Eleven Spell is cast upon them. Kin
victims are blinded until healed by a Nine Eleven, or until
they Drain a human victim of SP equal to their PER (after
satisfying feeding requirement, if any), and grow new
eyes. This takes one hour. Due to the shock, and
grotesque nature of this Spell, all victims and witnesses
must make a Fear Roll. Actual damage taken is only 2
SP.
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Flaming Skull

Cost: 5 SP

Type: Black Magic

Base Price: $5000, 10 MH

Duration: MA in BT, or until target is dead

Target: One person

Range: MA of Flinger+WILL of skull in feet

Escape Roll: none

Magic Ritual: V

Description: Effects the creation of a semi-sentient
missile in the form of a fire-enshrouded skull. The
missile is semi-sentient because the mind of the last
person killed by the Spell is imprisoned in the
subconscious of the Spellflinger. A Skull will never turn
on its owner. Once directed at a person, the Skull will
attack, flying at the target. If it makes a Combat Skill
Roll under its WILL, it strikes the target. The Skull can
make one attack every BT. Damage is S+WILL of the
Skuil. Please note that this is a fire-based attack, and does
double damage to Kin, while ignoring any Armor Edge.
If the Flaming Skull kills the target, the mind is freed,
and the latest victim takes its place in the subconscious of
the Flinger. Uses of Flaming Skull that do not kill, or
kill creatures that don’t have a mind, do not free the Skull.
It should be noted that unless the mind of a Kin killed by
this Spell can be freed quickly, their body will die the
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True Death, The first time this Spell is cast, the WILL of
the Skull is equal to 1/2 of the Caster’s WILL.

The Skull dissipates if the target moves out of Range
of the Flinger, the target is killed, or the Flinger is killed.
The imprisoned mind is automatically released if the
Caster dies or is knocked unconscious. A Flinger may
also release the imprisoned mind at will.

Glasnost

Cost: 2 SP

Type: Black Magic

Base Price: $2000, 7 MH

Duration: MA in BT

Target: One person

Range: 10 feet

Escape Roll: Special

Magic Ritual: II

Description: This is rumored to be an import from the
Soviet Union, developed by KGB Sorcerers. It is an
interrogation Spell, causing the target to be open and
honest when questioned. The target must make an Escape
Roll against WILL for every question asked of them, If
the Escape Roll fails, they will answer the question
truthfully, honestly, and helpfully. If the Escape Roll
succeeds, they will remain silent. They cannot lie while
the Spell is upon them. Please note the short Duration of
this Spell. The CP should time the interrogation closely.

Heat Wave

Cost: 3 SP

Type: Black Magic

Base Price: $3000, 5 MH

Duration: MA in BT

Target: One 20 foot by 20 foot area

Range: MA in feet

Escape Roll: none

Magic Ritual: III

Description: Causes the temperature in the affected
area to increase by 100° Fahrenheit. May be repeated to
increase temperature even further. Anyone inside the
target area will take damage if the temperature is above
150°. The amount of damage taken equals 1 point for
every 10° of temperature above 150°,

Hit Man

Cost: 75 SP, plus 1 MA point

Type: Black Magic

Base Price: $100,000, 25 MH

Duration: Instantaneous

Target: One dead body

Range: Touch

Escape Roll: none

Magic Ritual: V

Description: This Spell creates a Zuvemba, a Zombie
created to kill one person. The Ritual for this Spell must
include some part of the intended victim’s body (hair,
fingernails, etc.). Once created, the Zuvemba will seek
their target endlessly. If the target dies, the Zuvemba
loses animation. If the Flinger who created it dies before
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the target does, the Zuvemba stops seeking its target, and
is free to roam at will. A Zuvemba’s Basic Abilities are
rolled in the same manner as all Kin, with the following
Ability Modifiers. STR (+5), FIT (+5), INT (-10), WILL
(-10), ATT (-5).

Note: The creation of a Zuvemba requires the Caster
to sacrifice one point of MA, a permanent loss.

Kiss of Death

Cost: 1 SP per level of poison class

Type: Black Magic

Base Price: $10,000, 8 MH

Duration: Instantaneous

Target: 1 person

Range: Touch

Escape Roll: Special

Magic Ritual: Varies, I-IV

Description: Kiss of Death imbues the lips of the
Caster with deadly poison, which will be inflicted on the
next person they kiss. Not truly a combat Spell, Kiss of
Death is a favorite of assassins who want to kill
somebody in a very personal way. The Kiss Of Death
will cause the maximum FIT damage of the same class of
poison as the Ritual used, unless the target is resisting the
kiss. If the target tries to resist, they get an Escape Roll
against FIT for 1/2 the damage. See the table below for
exact damages.

RitalI...... 20 FIT
Ritwal II...... 40 FIT

Ritual IIT .... 60 FIT
Ritual IV.... 80 FIT

Omerta

Cost: 10 SP
Type: Black Magic
Base Price: $10,000, 10 MH
Duration: Instantaneous
Target: self
Range: n/a
Escape Roll: none
Magic Ritual: IV
Description: Omerta creates a mental block within the
Caster’s mind. This mental block prevents the Caster
from willingly disclosing the secrets of the organization
specified in the Omerta Ritual. While the Caster may
discuss public knowledge freely (for example, the latest
Black Solstice operation that made news), they may not
disclose secrets to anyone but other members of the
organization. If the Caster is forced to reveal information
(if Dominated or Compelled, for example), they make
another Escape Roll against the Edge or Spell forcing
them to disclose the information. If the roll succeeds, the
Caster breaks free of the force. If the roll fails, the Caster
dies after uttering 2-20 (2d10) words on the subject.

This Spell was widely used by secret Sorcerer’s
societies in the past, and is mainly used by Black Solstice
in modern times.



Open

Cost: 1SP

Type: Black Magic

Base Price: $1000, 2 MH

Duration: Instantaneous

Target: One object

Range: MA in feet

Escape Roll: none

Magic Ritual: I

Description: This Spell causes one fastening of the
Caster’s choice to open. This fastening may be a single
knot, a lock, a button, a buckle, a latch, or a clasp. An
old thieves’ Spell.

Puppet

Cost: 7 SP Duration: 4 hours

Type: Black Magic Target: One Person

Base Price: $7000,15MH Range: MA in miles
Escape Roll: Against WILL for no effect

Magic Ritual: V

Description: This Spell allows the Caster to use the
body and senses of a target. While this Spell is in
operation, the Flinger is only nominally aware of their
own surroundings, and must make a successful PER Roll
to notice events around their own body. A successful
PER Roll does not break the Spell. The Caster may not
take any action with their own body while controlling a
Puppet. If they do, control is lost.

The Spell puts the conscious mind of the target to
sleep, and the Flinger takes over, sensing what the target’s
body senses, and being able to control the body as if it
were their own.

The target will not remember the period that they
were a Puppet. By the same token, the Caster may not
access the mind of the Puppet, only the senses. The
mannerisms of the Puppet will be the same as the
mannerisms of the Flinger. If Aura Sight is used, the
Caster’s Aura will be visible.

Use of physical Skills through a Puppet must be
learned over time. During the first Puppeting of a target,
all rolls against physical Skills must be made with a +20
modifier. With each successive Puppeting of the same
target, this modifier is decreased by one. On the twenty-
first Puppeting, there will be no modifier to Skills.

The Flinger may not cast any other Spells or use
Drain Edge while controlling a Puppet. Spells previously
may be maintained.

The first time Puppet is cast on a target, the Flinger
must be in physical contact. If the Flinger wishes to use
a target as a Puppet a second or subsequent time, they
may do so at will, as long as the intended target is within
the Range of the Spell. Each repeated use of a Puppet
makes it easier to gain control of that Puppet in the
future. The target must apply a +1 modifier to the Escape
Roll for each time they were made into a Puppet by the
same Flinger. If the target successfully resists becoming
a Puppet, then a -1 modifier is applied for every successful
resistance.

Spells

Rags to Riches

Cost: 1SP

Type: Black Magic

Base Price: $1000, 2 MH

Duration: MA in hours

Target: One person

Range: Touch

Escape Roll: none

Magic Ritual: 1

Description: This Spell alters the clothing, hairstyle,
and general level of grooming of one person. It can be
used to make the target appear as a punk, a business
person, a derelict, etc. The target’s features and body are
unchanged by the Spell. The person will appear as the
Spell portrays them, even if they bathe or change clothes.
Only the immense energy of the Twisted Dimensions
could maintain this transformation.

Reanimate Dead

Cost: 50 SP
Type: Black Magic
Base Price: $50,000, 25 MH
Duration: Instantaneous
Target: One dead body
Range: Touch
Escape Roll: none
Magic Ritual: V
Description: This allows the Caster to create one
Zombie. Basic Abilities are rolled for the Zombie in the
same manner as all Kin, with the following Ability
Modifiers: STR (+15), FIT (+15), INT (-15), WILL
(-15), ATT (-5). The Zombie will be totally subservient
to the Flinger unless fed salted or spicy food. In this case,
the Zombie makes a WILL Roll. If it fails, the Zombie
loses animation. If it succeeds, the Zombie continues to
exist, free of its bondage to the Caster.

A Flinger may only control a number of Zombies
equal to 1/2 their MA.

Replicate

Cost: 5 SP per day of Ritual

Type: Black Magic

Base Price: $5000, 15 MH

Duration: Instantaneous

Target: See Below

Range: Touch

Escape Roll: none

Magic Ritual: Special

Description: This Spell creates an organic body from
the cells of an existing creature. The most common use
of this Spell is to create a homunculus, though it has
been used to creatc a dead body to fool authorities into
believing a certain person is dead.

Certain preparations must be made to successfully
replicate a body. The Ritual takes one month for a human
body, less for the body of a small animal, and more for
the body of a large animal. The Caster may take up to
eight hours a day to rest, but may not cast another Spell
during the Ritual. The Caster must prepare a special vat
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to hold the materials needed to create the body. At the
beginning of the Ritual, the vat is filled with clear water,
to which the cells of the creature to be replicated are added.
Candles are lit at all four points of the compass. Over the
following days, the Flinger chants, replaces candles as
they are consumed, and adds special oils to the water.
They also add blood of the same species of creature to the
bath. At the end of the month, the Spell is cast, and the
replication takes place. Until the Spell is cast, the liquid
in the vat will not take definite form. The final result is a
body, nominally alive, but without life force. If removed
from its bath, it will die in minutes. If the body is to be
an Animate, the Animation Spell must be cast on it
within 8 hours of its removal from the bath, or a Retard
Decay Spell must be used.

Please note that a Demon or Daemon can Possess a
body created in this manner, but Possession must occur
immediately upon completion of the body. If the Demon
or Daemon leaves the body, it will die in a few minutes.

Resurrect Kin

Cost: 10 SP

Type: Black Magic

Base Price: $10,000, 10 MH

Duration: Instantaneous

Target: Remains of one Kin

Range: Touch

Escape Roll: none

Magic Ritual: V

Description: This Spell speeds up the normal
resurrection process of a Kin. The Spell must be cast
within 1 hour of death and the remains of the nearly
departed must be present to touch during the Spell. Upon
completion of the Spell, the Kin will resurrect
immediately, with 1 SP.

Rot

Cost: 5 SP

Type: Black Magic

Base Price: $5000, 10 MH

Duration: Until broken or dispelled

Target: One person

Range: Touch

Escape Roll: Against FIT for no effect

Magic Ritual: V

Description: This Spell causes the body of the target
to slowly rot away, while keeping the senses fully active.
It originated as a punishment Spell.

Over the course of a month, the body of the target
slowly rots away. In the first few days, the eyelids and
the cartilage between the nostrils becomes necrotic. This
is followed by the rot of the fingertips and toes. The
limbs decay as the rot progresses. Skin is completely
rotted away by the end of the second week, but the nerves
will not die, letting the target feel the full sensations of
unprotected tissue. By the end of the third week, all
voluntary muscles lose function. During the fourth week,
though still alive, the target is a helpless mass of necrotic
tissue with bones showing under the decayed musculature.
Because they can no longer care for themselves, human
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targets will finally die of malnutrition or dehydration.
The heart, lungs, brain, and interconnecting structures are
unaffected. Kin left in this condition will not die, but
will continue this tortured existence until killed. They
will resurrect normally, but will suffer the Rot all over
again. Rot may be cured by Draining 100 human SP in
one night.

Scars

Cost: 1SP
Type: Black Magic
Base Price: $1000, 5 MH
Duration: Two weeks
Target: One person
Range: MA in feet
Escape Roll: Against FIT for no effect
Magic Ritual: I
Description: This Spell is usuvally just an annoyance
to Kin, but it causes permanent damage to the complexion
of humans. A few hours after this Spell is cast, the skin
of the target will break out in a variety of rashes, acne,
boils, cysts, and sores. The skin will itch, peel, and
slough off. This condition lasts for about two weeks.
After this, the skin heals, but is permanently scarred and
pitted. ATT is reduced to 25% of previous total

Humans may recover up to 1d10 of lost ATT from
cosmetic surgery, but may never restore ATT to more
than half of its former level. Kin will regenerate 1 point
of lost ATT per day after the two weeks of skin rashes are
over.

Secret

Cost: 5 SP

Type: Black Magic

Base Price: $5000, 8 MH

Duration: Until dispelled or broken

Target: One person

Range: Touch

Escape Roll: Special

Magic Ritual: IV

Description: If the target of this Spell attempts to give
information about the Caster to anyone, they must make a
successful Escape Roll against FIT or die of a massive
cerebral hemorrhage. The Escape Roll is made every time
the target attempts to reveal a piece of information. If the
target succeeds in making three FIT Rolls in a row, the
Spell is broken. Kin will resurrect normally, but will
still be under the effect of the Spell when they rise.

Summoning

Cost: 3 SP

Type: Black Magic

Base Price: $3000, 10 MH

Duration: n/a

Target: One Demon

Range: 10 feet

Escape Roll: Against WILL for no effect

Magic Ritual: V

Description: Allows the Flinger to summon a Demon
by temporarily opening a gate to the Twisted Dimensions.



Most Demons find travel through the gate uncomfortable,
and will not be happy at being summoned. Unless
restrained, such a Demon will relentlessly attack the
Caster. The Caster has no way to tell what type of
Demon will step through the gate. Roll 1d10 and consult
the table below to determine the type of Demon
summoned.

1 Ssivvinne 6 Orbs

2 Glavantharax 7  Phrhth
3 Sthlashr 8 Kgorek
4  Vramng 9 Kimrsd

5 Xlenx 10  Threel

Summoning may also be used to return an Exorcized
Ghost to this plane. In order to do this, the Flinger must
know the name of the Ghost, and find an item associated
with the Ghost’s human life. This item becomes the
Ghost’s new Relic.

Swarm

Cost: 2 SP
Type: Black Magic
Base Price: $2000,4MH Escape Roll: none

Target: One creature
Range: MA in feet

Duration: MA in BT Magic Ritual: I
Description: Summons a swarm of flying insects to
the target. These insects will bite the target repeatedly. 1
point of damage is done to the target per BT. The insects
will not approach a target covered with insect repellent,
and cannot be summoned when the ambient temperature is
below freezing. Diving into water will stop most of the
damage, but the insects will remain above the surface of
the water for the Duration of the Spell, biting the target
for 1 SP when they come up to breathe. Targets in full
containment suits or targets that possess the Armor Edge
are not affected.

A heavily smoking fire, such as that caused by a
burning automobile tire, will keep the critters at bay as
long as the victim remains in the smoke.

The insects are distracting, as well as damaging. The
target must make a successful WILL Roll to do anything
but try to escape or swat them. All Skill and Edge Rolls
are made at a +10 modifier.

Spells

Wither

Cost: 10 SP

Type: Black Magic

Base Price: $50,000, 15 MH

Duration: Until dispelled, broken, or the target dies
Target: One person

Range: Touch

Escape Roll: Special

Magic Ritual: V

Description: The victim must roll once per day against
FIT or lose one point of FIT. This repeats until the
character is at zero FIT (and dies the True Death) or until
they make their FIT Roll three days in a row, at which
point the Spell’s effect is broken, and FIT will heal
normally. Draining a human victim of 10 SP (after daily
feeding requirement is satisfied) will restore 1 lost FIT
point, but will not break the Spell.

LISTING OF
WHITE MAGIC
SPELLS

Bodybuilder

Cost: 2 SP per 5 points of STR Score gained

Type: White Magic

Base Price: $30,000, 1 MH

Duration: MA in minutes

Target: One person

Range: Touch

Escape Roll: none

Magic Ritual: III

Description: Increases STR by 5 (and thus, Base HTH
Damage) of the recipient of the Spell for every 2 SP used.
STR Score cannot be increased over 40+Racial Modifier
level.

Bonding (See Familiars)

Cost: 3 SP

Type: White Magic

Base Price: $1000, 2 MH

Duration: Special

Target: One animal

Range: Touch

Escape Roll: none

Magic Ritual: III

Description: The most ancient of all the known
Spells, Bonding has survived through the ages relatively
unchanged. This Spell is only used to bond a Familiar or
Imp to the Sorcerer. Bonding is performed as the first part
of the Bonding Ritual for Familiars. If this Spell is cast
on the same animal again by the same Caster, it results in
the immediate death of the Imp and the Sorcerer incurs the
associated losses. The Spell’s Duration is the time needed
to complete the Bonding Ritual.
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Boombox

Cost: 1 SP Target: 1 inanimate object
Type: White Magic Range: Touch

Base Price: $1000,1MH Escape Roll: none
Duration: 1 hour Magic Ritual: [
Description: The object touched becomes a magical
radio receiver. The Flinger may stipulate any frequency.
Volume is controlled at the casters will. A minor Spell,
used by many Sorcerers at parties, it can also be useful for
listening in on police or government channels.

Bug

Cost: 2 SP

Type: White Magic

Base Price: $2000, 1 MH

Duration: 1 hour

Target: 1 person

Range: MA in miles

Escape Roll: Against WILL for no effect

Magic Ritual: II

Description: This allows the Caster to eavesdrop on a
person. The Caster will hear everything that the target
hears, including the sound of the target’s own voice.

The first time this Spell is cast on a target, the target
must be within sight and hearing of the Caster. If this
first casting is a success, then subsequent castings may be
made while the target is anywhere within Range. If any
casting fails, then the next casting must be made as if it
were the first.

Chill Out

Cost: 1SP

Type: White Magic

Base Price: $1000, 2 MH

Duration: MA in minutes

Target: 20 foot diameter area

Range: MA in feet

Escape Roll: n/a

Magic Ritual: I

Description: Causes the ambient temperature to drop
to 0 degrees Fahrenheit in a 20 foot diameter area. Will
counteract the effects of a Heat Wave Spell.

Cutting Torch

Cost: 5 SP Target: One object

Type: White Magic Range: 5’

Base Price: $5000,2MH Escape Roll: none
Duration: MA in BT Magic Ritual: III
Description: This Spell creates a small point of
intense heat on the surface of an object. The point of heat
will act as a cutting torch, burning through metal,

lola]

melting plastics, or igniting flammable objects. The
Cutting torch must remain on the object it is originally
cast upon, and may not be moved to another object. It
cannot be cast into air or on a person, though it may be
cast on an object that a person is holding or wearing. The
Cutting torch will cut through 1” of 1” thick metal per
BT.

Dispel Magic

Cost: 10 SP

Type: White Magic

Base Price: $10,000, 3 MH

Duration: Instantaneous

Target: One person, object, or area under the influence
of a Spell

Range: Touch

Escape Roll: Special

Magic Ritual: IV

Description: Dispel Magic will halt the effects of any

spell. It will not heal damage done to the target by the

previous Spell. The halted Spell will be completely

broken. The Flinger must make a successful MA Roll for

this Spell to succeed. The SP Cost of the Spell the

Flinger is trying to Dispel is added to the die roll as a

modifier.

Dispossession

Cost: SP equal to 1/2 the WILL of the target

Type: White Magic

Base Price: $20,000, 3 MH

Duration: MA in days

Target: One Demon or Daemon

Range: 10 feet

Escape Roll: Against WILL for no effect

Magic Ritual: IV

Description: With this Spell, the Flinger may force a
Demon or Daemon out of a possessed body. If the Caster
has time to prepare, it is advisable to create Magic Circles
to protect the Caster and the Possessed person, and to trap
a Demon. The Escape Roll is modified by -1 for every
year the Demon or Daemon has continuously Possessed a
person. Once Dispossessed, a Demon or Daemon may
not Possess the same person again for a period of time
equal to the Flinger’s MA in days. If the Spell fails, it
may be attempted on the same target in 24 hours.

EMT

Cost: 1SP

Type: White Magic

Base Price: $1000, 1 MH

Duration: Instantaneous

Target: Self or one person

Range: Touch

Escape Roll: none

Magic Ritual: 1

Description: Heals the recipient of damage up to the
Flinger’s MA in SP, or MA+10 (round down) in FIT.
Lost FIT will be healed before SP. Healing cannot exceed
the number of points possessed before damage was done.



Exorcism

Cost: SP equal to the WILL of the target

Type: White Magic

Base Price: $60,000, 5 MH

Duration: Instantaneous

Target: One Ghost or Inuit

Range: Touch

Escape Roll: Against WILL for no effect

Magic Ritual: IV

Description: This Spell may be used to send a Ghost
to the Twisted Dees, or to send an Inuit back to their
Power Source.

In order to send a Ghost to the Twisted Dimensions,
the Flinger must discover the circumstances of the
Ghost’s death, and locate their Relic. The Exorcism is
then cast on the Relic. If the Ghost succeeds at their
Escape Roll, the Spell may be attempted again after
twenty-four hours.

Before the discovery of Black Magic, Sorcerers did not
know where Ghosts went after Exorcism. It was assumed
that they were destroyed. Since the advent of Black
Magic, however, it has become possible to bring a Ghost
back to this plane. See Black Magic Spells, Summoning,
for more details.

Note: Exorcism is superior to simply destroying a
Ghost’s Relic. If a Relic is destroyed, the Ghost makes
an Escape Roll against WILL. If this roll succeeds, the
Ghost attaches themselves to another object. If it fails,
they go to the Twisted Dees.

If an Exorcism is successfully cast on an Inuit, they
are instantly transported to their Power Source, and are
held there for 8 hours. The Flinger need not know the
location of the Power Source or any other information
about the Inuit.

Note:  Mythology confuses this Spell with
Dispossession with respect to Demons and Daemons.

Fade

Cost: 2 SP+1 SP for every additional person Faded
Type: White Magic

Base Price: $10,000, 3 MH

Duration: MA in minutes

Target: 1 group of people, up to MA in number
Range: MA in feet

Escape Roll: Against PER for no effect

Magic Ritual: III

Description: This Spell allows the Caster and a
number of other beings to fade from the perception of
others. While Faded, a person will be ignored by anyone
not Faded by the same Spell. People can still see the
Faded persons, and will even step aside and avoid contact,
but cannot form any connection between the Faded person
and action. Anyone who fails the PER Roll will be so
affected, and will not remember seeing Faded people. If
someone succeeds at their PER Roll, they may draw the
attention of others to the Faded people. In this case,
people who previously failed their Escape Roll may make
another for each BT that someone insists “someone is
there.”

Spells

Alertness Skill may be substituted for PER when
making the Escape Roll. It is also possible to foil a Fade
by using a mirror. Faded people will appear normally in a
mirror,

Featherweight

Cost: 1 SP per 100 pounds of weight negated

Type: White Magic

Base Price: $5000, 1 MH

Duration: MA in BT

Target: 1 object

Range: Touch

Escape Roll: none

Magic Ritual: II

Description: This will decrease the weight of an object
in increments of 100 pounds. Objects cannot be levitated,
but can be reduced to the weight of a feather.

Flashlight

Cost: 1SP

Type: White Magic

Base Price: $1000, IMH

Duration: MA in minutes

Target: n/a

Range: 50 feet

Escape Roll: none

Magic Ritual: I

Description: This causes the source of a directional
beam of light to hover about three feet above the Flinger’s
head. The light beam may be directed at will, and spreads
to illuminate a ten foot circle at a distance of 50 feet.

Friendship

Cost: 1 SP

Type: Whitec Magic

Base Price: $1000, 3 MH

Duration: MA in minutes

Target: One person

Range: Touch

Escape Roll: Against INT for no effect

Magic Ritual: I

Description: The target of the Spell will be positively
predisposed towards the Flinger. This does not mean that
they will follow commands or do anything against their
will. It does add the Flinger’s MA to their ATT when the
victim is dealing with the Flinger. This only affects the
victim,

Gas Mask

Cost: 3 SP Target: One person

Type: White Magic Range: Touch

Base Price: $3000,2MH Escape Roll: none
Duration: MA minutes Magic Ritual: III
Description: This Spell shields the target from hostile
environments and supplies them with breathable air while
they are in such environments. While under the influence
of this Spell, the target may comfortably breathe in water,
in toxic atmospheres, or even while buried.
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Keyhole

Cost: 1SP Target: 1 opaque object
Type: White Magic Range: Touch

Base Price: $1000,1MH Escape Roll: none
Duration: MA in BT Magic Ritual: II
Description: Creates a magical keyhole through any
inanimate object. The Flinger may either look or listen
through the keyhole, but not both at once. Will not work
on objects thicker than 12 inches.

Magic Bubble

Cost: 2 SP

Type: White Magic

Base Price: $2000, 2 MH

Duration: MA in BT

Target: 1 person

Range: MA in yards

Escape Roll: Against MA for no effect

Magic Ritual: III

Description: Magic Bubble forms an invisible field of
magical force around the target. While this field does not
harm the target, it is resistant to other magic. The target
applies a modifier of -10 to any Escape Rolls made
against magical attack while encased in the bubble. If the
target wishes to cast Spells through the bubble, they must
expend more energy than normal, so Spells cost 1
additional SP to cast. The bubble is undetectable by Aura
Sight, and the target may be completely unaware of its
existence, until an attempt to cast a Spell is made.

Magic Sight

Cost: 1SP

Type: White Magic

Base Price: $1000, 1 MH

Duration: MA in minutes

Target: n/a

Range: 10 feet

Escape Roll: none

Magic Ritual: II

Description: Magic Sight allows the Caster to see
patterns of magical energy. If a successful PER Roll is
made, the Caster may determine type of magic used to
form the energy. A second successful PER Roll will
allow the Caster to determine the amount of SP used to
cast the original Spell. A third successful PER Roll will
allow the Caster to determine the exact Spell used.

Nine Eleven

Cost: 3 SP Target: One person

Type: White Magic Range: Touch

Base Price: $3000,3MH Escape Roll: none
Duration: Instantancous Magic Ritual: IV
Description: This Spell will cure 5d10 SP of damage,
or 5d10+10 (round down) of FIT damage. Any loss of
FIT will be cured first, then other physical damage. Non-
magical diseases will also be cured by this Spell.
Regeneration of lost limbs will be completed 24 hours
after this Spell is cast, if the recipient maintains strict bed
rest during that time.
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Pacify

Cost: 1 SP

Type: White Magic

Base Price: $1000, 5 MH

Duration: MA in BT

Target: up to MA in number of persons

Range: MA in feet radius about Caster

Escape Roll: Against WILL for no effect

Magic Ritual: II

Description: Persons affected by this Spell will be
passive and will cease any hostilities they are engaged in.
This Spell is automatically broken if hostile action is
taken against any of the targets.

Porcupine

Cost: 1 SP/S pts damage Target: One Person

Type: White Magic Range: Touch

Base Price: $5000,7MH Escape Roll: none
Duration: MA minutes Magic Ritual: III
Description: When this Spell is in effect, quills sprout
out of the target’s body. These quills will shoot forth at
an attacker when the target is struck by any sort of attack.
The amount of damage done is determined when the Spell
energy is stored during its Ritual. The quills will do
damage to any person succeeding at an attack against the
person wearing the quills. When the Spell reaches the end
of its Duration the quills disappear. In addition, any
offensive action on the part of the person wearing the
quills will cause the Spell to break.



Resurrect Human

Cost: 1 SP per point of cadaver’s FIT, plus 1 MA point
Type: White Magic

Base Price: $50,000, 25 MH

Duration: Instantaneous

Target: One herd cadaver

Range: Touch

Escape Roll: none

Magic Ritoal: IV

Description: This Spell will resurrect one human.
The maximum length of time a body may be deceased is
equal to the Flinger’s MA in hours. The target will
regain life immediately, with 1 SP. If the person died of
wounds, they may heal normally. If the person died of a
disease, a Nine-Eleven Spell or medical attention may be
needed to cure them before any other healing may take
place. Note that the power of this Spell requires the loss
of 1 MA Point.

Retard Decay

Cost: 1SP Target: 1 dead object
Type: White Magic Range: Touch

Base Price: $1000,1MH Escape Roll: none
Duration: 3 days Magic Ritual: I
Description: This Spell will retard the decay of dead
organic matter. The matter will remain in the same state
for three days, and will resume decay at the end of the
Duration, unless another Retard Decay is cast.

Shag It

Cost: 3 SP Target: Self

Type: White Magic Range: n/a

Base Price: $3000,1MH Escape Roll: none
Duration: MA minutes Magic Ritual: III
Description: Shag It allows the Flinger to run at
incredible speed. Normal movement speed is tripled, and
the Flinger may run a number of yards equal to three
times their DEX Score in one BT. This will allow the
Flinger to outrun virtually any human being.

Soup Kitchen

Cost: 1SP Target: n/a

Type: White Magic Range: MA in feet

Base Price: $1000,3MH Escape Roll: none
Duration: Instantaneous Magic Ritual: I
Description: Creates a nourishing, though plain, meal
for one person.

Switch Off

Cost: 1 SP Target: 1 clectrical device
Type: White Magic Range: Touch

Base Price: $1000,2MH Escape Roll: none
Duration: MA in BT Magic Ritual: I
Description: This will cause the circuits of an
electrical device to open randomly, shutting it down
temporarily. The device will have no lasting problems
that would not normally be associated with turning it off
suddenly for a short time.
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Yibes

Cost: 1SP

Type: White Magic

Base Price: $1000, 1 MH

Duration: 1 minute

Target: 1 object, person, or area

Range: Touch

Escape Roll: none

Magic Ritual: I

Description: Allows the Flinger to feel the emotional
residue left on an object or in an area. Every being has an
emotional Aura which is unique, and during long-term
possession of an object, that object will echo the
emotions of the owner. It is also possible to read the aura
of an area, or even of a living person. This emotional
signature may be clouded by strong emotions if the object
or area was used for murder, torture, sex, etc.

Ward

Cost: 5 or more SP (See Below)

Type: White Magic

Base Price: $50,000, 5 MH

Duration: Until broken or dispelled

Target: One marked area

Range: Special

Escape Roll: Against WILL for no effect

Magic Ritual: II

Description: Ward creates invisible walls of force
which are painful for Kin to pass through. Any Kin, even
if incorporeal, attempting to pass through a Ward must
make a WILL Roll. Failure means the Kin cannot pass
through and must wait 24 hours before they can attempt
to pass through again. Once within a Ward, a Kin may
act normally. The Caster defines the perimeter of a Ward
by enclosing it with special markings. Once cast, the
Spell lasts until the markings are removed. The walls of
a Ward bend inward at the top to form a roof. The area
beneath a Ward is similarly protected.

When the Ward is cast, the Flinger may choose to
imbue it with additional force. For every additional SP
that the Caster expends, a +1 modifier is added to the
WILL Roll of any Kin attempting to pass through the
Ward.

Ward may also be cast by a group of Flingers. To do
this, each member of the group must store the Spell at a
rank of 1 SP or more. The total amount of SP expended
by the group must be equal to or greater than 5 SP at the
time of the Ward’s creation. Each Caster in the group is
responsible for maintaining their share of the Spell (i.e.,
if they contributed 1 SP, then that amount would count
against their Storage Limit). A Caster may also choose
to strengthen an existing Ward by casting another Ward
Spell. The SP they expend is added to the strength of the
Ward. If a member of the casting group stops
maintaining their share of the Ward, then the Ward is
weakened by the amount of SP they maintained. If the
total maintenance drops below 5 SP, the Ward is broken.
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ROOT MAGIC

Root Magic works through the agencies of herbs,
minerals, animal concretions, and the like. Many of the
more power hungry Kin disdain Root Magic, scoffing at
its lack of offensive ability. It is true that Root Magic is
limited in terms of attack. Its main purpose is defensive.

Due to the vast amount of concentration necessary to
tease out the minute powers and channel energy into these
objects, Root Magic is only effective when practiced with
a coven skilled in its use directing the powers.

An animal concretion (also known as a stone) is a
small gemlike object left when an animal has died and
decayed. It contains the essence of the animal, and passes
the benefits of that essence to anyone who consciously
utilizes the stone. Most concretions, it might be
mentioned, are simply mistaken for rocks. It takes special
training to spot one. The charts below list some common
herbs and concretions, how they are used, and the benefits
gained from their use. Characters may use or wear up to 3
Root Magic items at the same time.

HERBS AND PLANTS

Amaranth: Applied to a wound, will heal 1d10-5 points
of damage, to a minimum of 1 SP. It is an
unremarkable weed growing along roadsides and in
vacant lots throughout the Eastern United States.

Angelica: Worn or placed around the house, Angelica
leaves add 1 SP to the Cost of Spells cast at the
wearer. Unfortunately, it also adds 1 SP to the Cost
of any Spells cast by a Flinger wearing it. A weed,
related to parsley, preferring swampy ground
throughout the Eastern and Central States.

Belladonna: Drunk in a potion, juice from its roots
gives a vision of a possible future, up to 2d10 days in
advance. CPs can use this to foreshadow a coming
adventure. An overdose is usually fatal, and even a
normal dose will do FIT damage equal to the number
of days the vision is into the future.

Caraway: The wearing may apply a -10 modifier to
Seduction Skill Rolls or rolls against the ATT Score.

Clove Pink: Drunk steeped in water, adds +1 to the
character’s FIT permanently. This is only effective
once, and may not increase FIT to a level higher than
40+Racial Modifier.

Eyebright: Drunk, will add +1 to a character’s INT and
+1 to the character’s PER. Only usable once, and
may not increase INT and PER to a level higher than
40+Racial Modifier.

Laurel: Womn, its leaves cause a -10 modifier to be
applied to any Escape Rolls the wearer makes against
the Possession Edge.

Onions: Causes a -10 modifier to be applied to all
Escape Rolls made against Spells. The presence of
an onion, however, halves the effects of any other
anti-magic items worn.
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Rue: Worn, causes a +10 modifier to be applied on
attempts to use Seduction Skill on the wearer.

ANIMAL CONCRETIONS

Badger: Worn or kept under one’s mattress, the foot of a
Badger produces a -5 modifier on Seduction Skill
Rolls.

Bat: The right eye of a Bat allows the character to
become Invisible (as per the Edge of the same name)
for a number of BT equal to their WILL Score. The
eye dries out and becomes useless after one use.

Cat: The bones of a black cat, obtained by boiling the
cat alive, lend invisibility much like the right eye of
a Bat. The bone, however, may be used 1d10 times
before crumbling to dust. The maximum duration of
each use is the user’s WILL Score in BT.

Chameleon: Worn, it’s concretion causes a -10
modifier on rolls against INT based Skills. Burning
one acts as a Control Weather Edge, with the Edge
Score being equal to twice the Witch’s Magic Ability
Score.

Cow: The stone of a cow, worn near the face (on a
necklace, for example) adds +1 to ATT.

Crab: Worn, the claw of a crab causes a -2 modifier on
Escape Rolls against Spells.

Eagle (known as an Aquilaeus): Worn on the right
arm, gives good luck (apply a -1 modifier on all
LUCK Rolls). An eagle’s stone also gives courage
and, if worn constantly, adds 1d10 years to a normal
human’s lifespan.

Eel: A character who eats the heart of an Eel has a 50%
chance to see a vision of a possible future, up to 2d10
days away.

Hyena: Its stone allows a -15 modifier on Escape Rolls
against Mesmerization, Dominance, Crowd control,
Spells like Compel, or any type of Spell that seeks
to control the mind of the target.

Lion: A character wearing the skin of a lion has a -20
modifier when rolling on the Fear Reaction Table
Mole: Gives visions of the future like an eel. The feet
of a mole, if worn, allow a 50% chance of finding

money (d00 dollars) if the wearer has none.



Ox: Its stone, put near one’s bed, allows a -15 modifier
on Escape Rolls against Send Dream Edge. If the
Escape Roll fails, a -15 modifier is applied to a
character’s WILL Rolls when combatting the invader.

Rooster (Alectorus): Worn, gives good luck (apply a
-1 modifier on all LUCK Rolls). An Alectorus also
causes a -10 modifier on Escape Rolls against Spells.

Sheep: Worn, adds +2 to a woman’s ATT.

Tiger: Worn, it’s stone allows a -10 modifier to be
applied to rolls when gambling.

MINERALS AND STONES

Amber: Looked through, amber allows a -20 modifier
on all PER Rolls involving sight.

Amethyst: Drunk after being ground in a potion,
Amethyst causes a -20 modifier on all Escape Rolls
against poisons for one month.

Antimony: Worn as an amulet, antimony imposes a
+5 modifier on all attacks made against the wearer by
a Demons or Witches.

Beryl: Worn, allows a -10 modifier on Persuasion Skill
Rolls.

Chalcedony: Allows a -20 modifier on PER Rolls
when resisting blinding of any sort.

Chrysoprase: Adds +2 to Humanity when worn.

Coral: Aliows one failed roll to be rerolled for the
better, once per day.

Diamond: Provides the effects of 5 points of Armor
Edge Score when worn.

Flint: Wearing flint allows the character to apply a -5
modifier to Escape Rolls against Spells. Also, See
Flaws, Daemons.

Jade: Causes a -5 modifier to be applied on all Escape
Rolls against disease.

Brass: An amulet of brass, worn, acts as a guard against
spirits and Witches: All attacks made by such
creatures have a +5 modifier. Unfortunately, it is
painful for Kin to wear, and adds 2 SP to the Cost of
any Spells cast while worn. Enemies of The Kin,
however, sometimes wear brass.

Lead: Acts as a guard against spirits and Demons. As
such, it is virtually worthless to The Kin, but their
enemies find that lead kept near a door forces Kin to
make a WILL Roll to pass through that door.

Meteorite: Doubles the Cost in SP of all Spells cast
within 10 feet of it, also does 1 FIT point of damage
per BT that it is in physical contact with a Sorcerer or
Witch. A weapon made of this will do double
damage to Sorcerers and Witches. Very rare and
expensive.

Ruby: Has a 50% chance of darkening when danger
threatens the wearer. If the wearer has the Danger
Sense Edge, Ruby provides a -10 modifier on all Edge
Rolls made for that Edge.

SPECIAL

Whistlin> Bone: A Human Femur made into a flute.
All hearing this must make a Fear Reaction Roll.
May only be used by Witches.
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Goofer Dust: Dust from a grave. Blowing it in
someone’s face will cause them to sicken and die as
per the Wither Spell. May only be used by Witches.

ENCHANTED WEAPONS

7o T aina AN

Magical weapons are actually a common sight in the
wars between the factions of The Kin, since they all
realize that conventional weapons are virtually worthless
against those of their kind. However, the magic weapons
in NIGHTLIFE are far different from those of legend.
Whereas in the days of yore a dragon slaying sword might
have been valued, a far more common sight in NIGHTLIFE
is an enchanted submachinegun. Creating enchanted
weapons isn’t easy. It is time consuming, expensive, and
dangerous. While the weapon to be enchanted need not be
made of anything special, the tools used to enchant them
must be of the highest quality.

An enchanted weapon is made by inscribing the
appropriate symbols for each power on the weapon with a
knife made of the finest steel. Each time an individual
symbol is inscribed, the enchanter must make a roll
against the Enchant Weapon Skill Score. If this roll fails,
the knife shatters. Since each enchantment is composed
of from 1 to 10 symbols, replacing the knives can get
expensive.

Only Witch covens have the necessary power and
resources to perform this specialized type of magic.

COMMON WEAPON ENCHANTMENTS
Accuracy

Cost: 20+WILL of the intended user in SP
Description: The WILL of the user is applied as a
negative modifier to the CSR when using the weapon.

Attunement

Cost: 50+FIT Racial Modifier of Race the weapon is
attuned to in SP

Description: The weapon is attuned to a specific race

of Kin, so that its ammunition will ignore the Armor

Edge Score of such Kin. Attunement is a highly sought-

after enchantment.
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Danger Sensor

Cost: 30 SP

Description: Acts as the Danger Sense Edge, with an
Edge Roll of 40. If the user already has that Edge, add
+10% to their chance to use it.

Human Register

Cost: 20 SP

Description: This must be performed with Attunement
to be any good, but once it is enchanted with both, the
weapon will not harm humans unless the user makes a
conscious effort for it to (make a successful WILL Roll).
Otherwise, it will not harm them: bullets will fall short
and knives will turn edgewise from them.

Invisibility:
Cost: 25 SP

Description: This enchantment can only be performed
after a weapon has been Personalized. Unless the owner

Che

There is, at present, only one major Clave in New
York City. Based in Manhattan, it is usually referred to
as simply The Clave, or by the name of its cover
business, Stuart & Grimm Health Foods.

Other Claves exist in the suburbs and areas
surrounding New York City, but they are minor compared
to The Clave.

While based in New York, The covens of The Clave
usually have sites upstate, where there is still some
natural countryside left. It is at these sites that most of
the actual Rituals are performed.

Stuart & Grimm actually does sell a lot of health
food, but that is not the main source of income. Contacts
are stationed at selected stores and a person can purchase
Root Magic items or Talismans. The Clave is extremely
careful, and only sells magic items to people they know,
or who are referred to them by a known customer. They
are neutral in the factional battles of The Kin, and do
business with both pro- and anti-human factions.

The organization of The Clave is set up along
traditional guidelines. Its leader is elected from am