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The heouse, it
turpee Uk, WS oeuk
n the SubuBS; & PEeSt-War
nelghberieed of traet homes cbeut five wmiles
ouiside Philly. Despite getting difestions off Mepeuest i teek them olmest on hewr te find 8he
place. By et point & Wos getting very «lose o Sundewn, and Elzabeih wes wying net e pamie.

Ui 1S 10,° She Said, pelnting & cloved faEger ot o giecn SWect Sign et cppeaied Qut of the
drifting euiteln of Spew. “Tuin here.”

Ve o Yelve stationwesen chvgeed like o Stoom cogine 8 Sseit made o Fight onte cnethes
Pee-lined Strect of fup-dowm, tWe-Stery hemes. The eaf Was a plece of St nething Waiked e
way it shevld, ncluding the hester, Whish meant thelr bresth laft Spreading sireles of feg em the
inSide of the grimy Windows. ik aise hed the diSsencariing tendenay o Cuit Winn 1WiHng for 00 (0N,
ond thefe Weie mements Wicn Ebzcbeth weosn’t Sufe they would et it Sterted agoin, but Seott
Sfways menseed e ceax the wheezlng thing bosk te fe. They'd beught it off & guy in Bridesburg
fer S0 eash, and when they were done Hey’d cbenden 8 in @@@m@w Wil the keys in the Yni=
tiom. iter Sia meniihs, ey Wefe SkErting fe ek pretty eed @b MHis Sert of tlng. A loast the cops
heent shown up on anyens’s deerstep yet, Whieh Ehzaboth teek a8 o sign of el Susssss,

Seeit Was leoning ferwerd in the driver’s seat ke & Seyemty-year-eid mam, M chin neafly tQuek-
inE the tep rim of the Weel @8 e ried te see Whare ey Were geing threugh the mubk. e long-
fingered onds Were ehepped ond rembing from the celd, ond e gount fose Was Wrapped in o
leyered weelon Seari thet Wes tusked inte the caller of & dark bius pes ceat. (N ratly Weel knit cap
wes pulled dewn tieht ever Mis rumpled Blask halr, lceving erly s sSpeetasied eyes and the lewar
pErt @f S eers eapPesed to e February av. “Cen’t Sce o domned Ming,” he muttered, Mis veise
il by the weel. “Where's the house?”

Ehaabeth dug the tiny foshiight eut of the pesket of her dewn seat ond Shone 1S tay Heht op
e directions Sprand i el lop. 1t teek her & memant te find the Strest tey’d just Wrned rem.
YHeouse auimber’s JU8,” sie said. “k cught te be up hcre op e FiEH, byt ol MHese melbeges
don’t ove pumbers on them.”

Seeit shieak s heee writably. “We're rvanng vt of time,” e sk, “Meybe we'e do betkar if
wWe got vt and Walked.”

Shizabeth sheek her head. “Ne way. We'e geing te be mside for o b ) wont the ear n e
drivewey s he neighbers den’t gel suspisioYs,”

Noalh, but Wit 17 he's nside?” Ssett replind, shooting Elizabeth a Werried gionss. “We'l tp
ntan @FF e minuvte We pull in.”

“He wer't be Here,” Ehzcheth replhied. ) wish he ware. Thot weuk make s @ he) of @ jet
cESIEL.”

Seett sheek s heoe, deaily disasresing, but bofaiz he could foply theie WoS & cieak of Woln
SprimEs from the bosk Seat and @ SWish of fobric on sracked leatiier 88 James leened ferywere and
Stusk M heee between the fromt Seats. There ware SPOiS of saler on S chesks, uSt aveve RS
dell: beesd, ond NS cars wWele BRIt fed, but eticrwise he ddn’t scem offcsied by the eeld =8 o
Thet’s 1#°, he said, peinting ever Ehzabeil’s left shevlder ot o Movse o heli-blosk down on e

right. “Vhe heuse bock &R the serner was I69, so that’s
get e be 0B~
& ot ense, Shacbeih foit the Brosih
sokeh i her thrent. Her siemeekh



slcnehed. This 18 8. “Chay, slow dowm,” She said 4@

Seett. Lot me make Suie.” Critting Her teeth, she rolied

down el Windew and Smethcred o curiSe as the Win-

fer wWind Slepped hor full in the fose. The heuss James

peInted Qut Wes & medest, tWe-stelry building wWith & dark

Briek lewer Stary ond foded Siding en the ypper fleer. The

small frent yard Was berdered With & Stainsd, White picket fspes that hae st a
kel of Sioks ever the yeers apd wes ined in Pioees wWith Neops @f dirty Spew. A rusly, Sice)
melibes in o biosk Wen frame reSelived aut of the Arfting Snew. Ihe reflcstive NUmbers gleamed
i the Yelve's hoodights. A0S,

Ehzabeth teck o deep Breath, fecling the bite of the celd air tn the bask of Rer threst. There Were
fights e in ene of the Nouse's frempt roems, but the FfeSt of the curtcined Windows wWere dai. Vhe
reunded, SpewW-seueicd Shtpe of & eaf seuid be Scer at the far cnd af & half-paved driivewsay. “Vins
18 10,° she said, dusking hef head bask nte the sar. “Pull af the wWoay b te the bosk.”

Seeit muticred Semetiing vnntaiigitle nte the felds of s searf and hovied on the Stealing
wihcel uptth the Wogen bumped ever e suit and inte the ditvewey. James lkaned besk and feachcd
huitiedly inte the Statienvaren’s ecige Bed, shifting the ferp et hid e shetgun frem VoK.

Ehzabeth shoved the diving direstions inte the flocrbesid =nd chesked the peskets of Her cot.
*Apybody get e me?” She Said, trying to Seund casual and buSineSSHke.

Seett guficsd boek the sleeve of MS ceml. “FAmest Siv-iHirty,” he Soid, PEarng ot M wekeh.

*Shie. We're cutting this wisked slese,” Bhzcbeth said. “Qkay, lot’s do this. Seett, When you See
e} im, St off the earf apd get in a8 cuick a8 yeu cap With the bog. Jomes, i thet fueker hap=
pens to be heme after all and tries te head eut the back, yeov meke domn Sure you [t Rim o the
loge. | der't wemt him deed, but | den’t wont Mim goiting @ for, ciher.”

Ne werries,” Jomes said quictly. He rasted o shell inte the shetgun’s broseh and Siid aeress e
beek Seek to the right side of the ear. Popping open the beek deer, e Slipped cuiside and fan in
croueh pest the spew-ceveied 6ar and inte the heuse’s besk yard.

Bizcbeth ol no devst et James weuld sheet if e hed te. He'® e cmpie GppERYmY t@ Preve
et ever e Bst fow menths. Seeit gave Ner o Warred leek; e MEFYeVS eEpFeSSion WaS almest
comieal amid e bundie of Weel ceyaring Ms head. She gave Mim o fEoSSuUring Smile sk Shz heped
leekee genuine, thep epened the PESSerEEr deer apd leapt euk nte fresh, anliz-desp SpOW.

Hends tn the peskets of her comt, Ehzcbeth doshed afound fhe Fomt of e caf ond SHPPED
quickly down the Selk-strewn Sidewelk. A SpEW-ceVEred galden gneme beamed heppily ot her (rom
the middle of o neglesicd flower garden t@ the 1Mt of the crumbiing pereh StEPS. A Jaik BFOW
weleeme met peticined with feded pellew sunfieowers wos sct at the feet of the heuse's seream
doer. Ehzcbeti’s it hond shoek enly Shghtly o8 She reoshed auvt ond kneeked en e ElVAIRYE
deeriteme. el FEht hond closed tightly on e Stun gun tn HEF COER POGkEE.

Per several long minvies, netiing Moppencd. Ehzcboth knesked agein. Ve Wine plusked iEndris
of blonde Walr vt frem beneath her Kwit sap and dreve By (ingers down the baek of Mer nask.

Apether fow minwies passed. Just a8 She Siared to think they wWere geing i@ Meve @ ]
threugh the bosk deer She wee Startied by e sudden glow of the pereh Hght. Elhzcbeih heord
the rattle of o deadbalt and the front deel epened partwey. Uhe foee of an elder Weamen Cppeaied,
peering Werlly threugh the sereen deoer. She wes o her late fifties, her fose puify cnd joundicee
beneeth Skrk fed Spets af reuge. Chesp celd heep eaifingd pPeked (fram rumpicd suils of foded fed
hetr thet ivey dewn te the Showiders of fhe Women's foltcied tive heuseeant. Her bioessiot ayes
fized on Eizeboth and her pensiicd-en eyebrews drew tegether in bomusement. “Whet do yeu wWemt,
heney?” She soid o o gravelly veiee. FHer broskh Smelizd of Seur gin.

> Bhzabeth soid, foreing hersell to smile. *'m fesily, feally Serry to bofier you, buk Pam
eakally lest. 'm o studemt ot UdlPepn, ane In suppesed i@ be meeting my boyiriend’s famdy for
Shpnet ot thelr howse op Wealters. I's suppesed te be aroupd Hefe Semewhere, but 've driven
all aver the neighbermeed and | san’t (ind the Sireet.”

"Wekers?” the women fowned. “Fve never Heard of 1, apd Pus hysd here foF ARy years.
Yeu'se in the wreong plose.”

O, ne,” Ehzcbeth mecned. "Den’t Say Mot
If Pan fete ko (hiS dnner thoy’ never



fargive me.” She teek & desp brasth. “Listen, | kaew s 18 Kiade weird, but could | pessibly use
yeur phene @ edl for divestions? ’d use my eof, buR 1¥’s dead.”

The wemen's frown decpensd. Eiizaketh ricd to loek @S Sheopish a8 pPessiHle 2nd hvddied
pittiully inte her seat. Afker & faw moments, the ey Sirvgeed ard pulled the doer open o Hitkie
wider. “Whge yewr fost,” sie S6id, and reoshcd for e Seiecn deer iatsh.

Vhenks so mueh,” Efzabeth Seid, neaily Stommesing with relicl. She meee a big Shew of Wighng
er fect @S e Weman pushed epen e Ssfoen deer. “ promiSs NS Wil Just take o Seseme.”

The weman fetreaied nte the Shodews of the font Hell and Ehzabeihn Shpp:d WSk, The pard:e
sheulder of Mer ceat bumped nte an el semt faek by the Jeer, knesking i askew. She neery reashed
Ut e Steady it befere She femembered e Stup gun clenshed n Mot 78, “Serryl® Shie Said cuieidy,
Elinking a8 el eyes adivsicd (e the gloem.

Phene’s rght here in the neek,” the Wemen Seid aver her shevidey, cesturtng further dotvn e Ralvey
wWith @ Winkies Rond ek wes Wiewped afevnd o ftvmbher of gin. Uhe aiv in the house Wes Sk, rasking
of dosedes of GigEreiies and the Sisk, Steet Smell of ol age and disehe). Ehzebeih ceuld See o Mt of
Shelrs farther down e o, cnd o Ssle Hap PWnee in o Siting reem off te her lf. Ve Blve Beinr of @
VY fifetered in o da feeim off 6@ M Fghe.

“Claay,” Efzebeih Saoid bresthiossly. She shd the Stup gup eut of Rer Pesket End eame U
behing the Weman in (We Quisk Steps, pressing agEinst the threadbare terfysieth severing har
eeliorbene. Uie device hvmmed » Ehzobeii’s hond ond the wemsr el heawdly 8o the floer. Vhe
fumbier Mt the Weln fug and ciaiterzd aeress the flowrbeards.

Hends shetng, ERzabeth ek behind e Weomen's prome fofm cne fuimHied i Her Peskels for
the cabiz tie. She couldn’t fecl the thin plostie binder Mhrevah Her clovaes, and as e Woman began
8o twiteh and gleen She Sterted frantieclly puling evaryiiting eui ente e fug — el phene, Chap
Shiek, ear keys — uptl) the White filoment ot eut a8 wWell. When she grebbed the Women's BFR Wrist
ane pulled el afm beine el bask, Wer mear Slewly reSe in Pitch, bullding t@ & Seream.

Shwt vp,” Efzabeih Mssed, planiing her
knee in the wemen's Kidney (e cmphesis.
PRASWE Gy Cuestions and de cactly
a8 | el peu, ond yeu Won't @et hupt.”



She grebibed the woman's Fight wWiist and pullsd % baek, hen

weepped e eabie tie creund thcm Bt and (e to hiread the ane

ViR eluansy fingers. “Ae you clope? IS aayene cise n i hovse?

Raswyer mel®

Nel” the women Soid, the Werd Stroteiing nte @ low,
frightensd grosn. “Whnt do yeou wemt®? We den’t get ony meney —°

) den’t wemt yeur demned menss,” Eizakbeth soid threugh censhicd tecth. She facly gt the
tonsue of the eable tie threaded and pulled it tiehe, the loep cuiting desp inte the deughy fiesh
areupe the Wemen's wrists. Sie arabbed the Pay’s right o and pulied. "Gt en your fost.”

e deer epemned beiine her. Eizabeth wined to Sse Seett rwsh nSkdk, S revelver n ope hoped one e
cEmves ey b o e eiier S nudded fowerds e bask of fe hevss. “Pve ger 6Ns,” Ehzaseih s,
reeeiing fer fie bag o8 e Wemsn Sugeked fo Mer fost. "Co et James n and Ren Dong Hrevmd.”

Seatt honded ever the bag Wih o curt ned apd rushad Past, Neading for the kitchon. Ehzaboth
pushcd the frent deer clesed with the tes of her Peet apd thep dregeed the Stumbliing WemER
inte the reem e her right. Sy the lkght of the tcleviSion She SaWw o Wain soush fonked By wWin
end tabies, pivus & Palr of vinyi-covsrad reclinars drapsd wWith tattersd whnits it deiliss. @mbﬂy
phetes sat on the mentelpicss of the cmply fireploes, thelr @EsSs penes darkensd With layers of
dust epd Smeke. Ovarflowing giass aSh rays SR op the end tebles amid o profusion of shintzy
percalain figurines: sad-eyed dogs, piayivl cats, fairytale housss apd iittls blonds-hairsd bays
with seulful blve eyes. Mere figurines perehed step dusty bookshelves and SUroupded e Y
set en o low table to Eizabeil’s right. he Sight of thelr gleaming fases — espastally the cherus
bic smiies of the it beys — made Wer bleed rup celd.

She sheved the Woman revghly onte the seveh and ek beside her, vn2ipping the bag. YWieh
Cuitel, presticed mevements sic pullcd eut o rell of dust tape and pecied bask o jong Sirlp, Biting
it off with her teeth.

The weomen watehed her with wide, frightened eyes. “Plecse,” she stommered. “Plecse, just
den’t et my babies —°

Ehizcbeti’s eyes widened. Fer o mement 1® wes ail She sould do not te Pint Her S8 i the
ledy’s fose. After o memen? She reashed ferward ane Smeethed the tape earefully evar ihe
wemen's meuth. Shaking her Meed n disgust, she pulled anether cable te owk of the bog and
bevpd the wemen's ankies, ther Pyt awey the tope ope HShed Her PiStel ouk of the bag. Wih o
beleful glare at the Wide-eyed metren She shombered a rovnd in ihe ol 99, and Wenk Hask oul
inte the emtry hel.

She tralt and quickly ceiiered up her hings frem e fug. Farther dewn e Rell, She cavEht
sight of Jomes pushing epen & Jeer beneath the Stoirease ond Steping theoueh, MS Shetgun held
at fhie ready. Seett Wes semewiere In e bosk of the Hovse, IS SkeEPS eavsing the floorbasrds
te eraak. Ehzabeth pisked up her call phone @S, The ghenz’s clesk Said 1 Was Sia=ferly.

Stuifing the phene nte hef pesket, She chosked the Safcty on RMer PIStel and RNeedsd VPSENFS.

The fest deer she same f@ eff the londing Wes o bathrteen; valike the reEMmS dOWRSEANS, 1t Was
cloon ond nect. Ehzaboth counisd thfee teotitrusiies and noted the men’s shaving creom tueked
i@ the cerpsr of & Shell beside the coumiar.

The deer ot e eppesie side of the lbnding epensd ente a @if’s bedreem. Unlite the bothreem,
it wes o cempicte Wresk: the bed Wes & umpied mesSs, and clothes wWere Strewn acresSs the fleer.
The furpituie was eld and wein, and (e peching Walls welie ceweied in ol PUSiers of grunge bends
nQ ene Nee heerd (fem in ten YeErs.

Parther dewn e londing, e deer to Blizabeti’s right epensd emte e maEster badieem. The air
inSide WeS wWekim cnd musty, cherged with tie ezens Smell of o spase heeker. The T0Psseis GueeR
bed wes piled With old clihes on one Side of the MEkIESS, and She covld faiptly make ol Stasks
of eld dishes and smpty betties sitting in the cerners @f the reem.

Thae left o siagle deer, eppesie the master bedroem. Eizabeth cdged ewards i, faising her PIStN.
The BEess deaikneb Foitied bonesth Mer Hngers o3 She gave R o Win and pushed the deer Wide.

The reem beyend wes it in the shifting fed glow of o repies lave lom, the Was bilewing ond
swirting fike frosh blood. Ehzabeth Sow o neskly-
meee Stngle bed, an @ld, Weeden desSk and &

Set ef low beekshalves filied wWith pepar-



bask borkS.

@l shelvas

held dusty teys: teppled

action figures, piostic rebets,

and © Fecling pewier dregem wWith

foesied @iEss eyes. A piciuie (fome On

the wWall by the bed old Boy Seout merit badges,
arrenged in @ presiSe dicmone Pattarn.

She welked slowly nte the roem, chosking e serners earafully, &S thovugh She capested te find
Mershel Rebores woiting fer fer. He wesn's, of sewrse. &k wesn’t going to b et easy.

The phene vikraied ageinst her P, cavsing her te jume. NMumbly, she gfeped in her cest Pesket
and pulled it ffee. e number on the diSploy wesn’t one She Fecesmized. NMershal never called vus-
g the Seme phene tWise.

As shie oeked ot the auimber, o Stropge kind of eolm Setiled ever her. She raised e phene t@
her ear. “Helle?”

The st thing She heard Wes o beby’s hearse, fiightencd ery. Then She heard MS ceel, MLEKING
vebee. “Hele, Shzabeth,” the Might ©ebiin saik. "D you get the paskage ) Som?”

) ¢1e,” Shie enswered. The litle sardbenre box Hod contelnee o bive terryeioth jumpes with Coelie
Menster on the fremt, ond & pelr of finy Sirped sesks — itk e Sihon Heskel o been Wesk-
g wWien S paremts Mod puk Him e bod twe days befere. “Hew 8 e doing?”

"Geld. Hupery.” Mershel repihcd. “But pet for toe mush lenses, | promise. He's sush o fussy ittle
by — do you Mk e perents ke e one | ik i Ms Pvee?”

Ezateii’s opd tightcnee on e phene. The Sobiin Mo taker Htle Bticn cnd loft the pereaitin
figuiine @f & fesy-chceked bay in MS ploee, like M’ dene With the clght ether infonts he'd taken
and feter Rilled. “l ehiak they'd rother hove their ehild bosk,” she repkcd.

W, Wiy den’t yov ceme cnd gt Mm?® The Cebin chvelies n Ehzcboth’s car. "Cver e
hedge end wnder the [, Ehzoboth. Pye teld you whsie e (088 boys aie memy MHmes now. Veu've
been given ol the clues.”

Unkidden moges fese i fier mind's eye — deed
Infonts pesSed amid Siange collestions of tey
ombmals ond Seigps tefp fPom cShildien’s

beeks. Vi Coblin fod toor SCrRRNG



tem @ her et the newsSpeper for wWeeks. She cesed her eyes.
7 geld e, Pin 70 geed i yeuwr dommpee puEZies,” Sie fepied.
*Aae) | der’t heve tme fer yeour Siel, edeammned cames. Bt yeu
wemt 80 maty Wit | em at, Wershel?”
SienceRsietcheakonkineliineMorokenlyRsRchi aisRexiis s (e apciie S hiad
yeu el me?” e Gobin s,

N eefiod pouw Mershon,” Sheabeth soid. Unsenseieusly, hier [ps pulled bosk o o
rivaplicnt @itn. “ know yeur first nome 1S astuelly Jonel, byt MErShel 18 Wit yeur fomily sois
yau, ent weY°

"W, Hew die yey -~

Beecuse thet’s whet Pmn geed a8, Mershal. Mm o repertses. | find things eut ther peeple would rafier )
dien’® L. Seme of oS muESery ripmes yeu vsed Waie damped ebSeure — byl af ceaurse, Yoy kpew
et Thet wes yeur thesis at Jemple befele yoy diepped eut of the destersl pregram, Wesn't 187 Yhat
Wes & ety diecne Sublest for o PHD n Meofctuwre. Shusk ou ke o Swie thvmb, opee | @d o Mk
reSeard. A0 of caurse, ense | el yeur nome, | leamee & Wikle it of ofier Mpgs avout you, Yau'd
be omezee Whek & FEperter ean @t et hends en, With the right kind of contaets.”

"Wett. Brave, Elzabeth,” Marshall said. He had recovsicd a bit of WS compeswre, fheough 1 was
clear et her semments hod eft M fatticd. "But you shewld hove pald mere oitentien (@ e elues
| semt you., Stwdying ol rvie wen't help you find Ethen.”

Vhet's true,” Ehzcbeth repicd. *ik 9 wepders for asking down your methes, MHeuEk.”

Apeiier long Silense sireteied on the fne. “Viek old duak?” Mershal finclly soid. His veise was
am emEry Mss. “Veu'te weleeme @ Her.”

ek, | thought yeou might Say Semetiing ke hee,” Bizcbeth Shot beek. “She g’ do you muek
gaed Wikn you were & kid, did she? | read the hespitel repeits, Mersicl. A% these treken Bopes.
The sesicl Werkers suspesicd semetiing, Byt yeur mem Weuldn’t cver el them e Gruth, weuld
she? She wes tee Seared of yeur d men, ond henestly, When She Seid she couldn’t femembEr Bmg?
ineidents of vicicnse, Mot WeS probably aesuiate. | bot She gek 8o drvak maSt nights Miet She mever
felt hm get eut of bed aped creep asress the hal inte yeur Fe@m.”

Wew shue up, you fueking biteh! Sihut up! Yeu den’t mew o guddomned thtnel” Mershal’s veiee
Wes faweedaed ond Bestial, ke an onimel With s leg covgit n o trep. ln the boskgrevnd, Eihar
HEskel Shfeked in 8Erren.

Lot me el pouw whee ) kpew, yev sen of o biteh,” Bhzakeih crowied. “Yeu die EEINE 8@ BrRE me
ek ey, alive ane valermed, oF ' elng te Skart delng Seme valy vaplcaSant Mines e Semeene
yeu heppen @ care abeut.”

Mersieh ehveries. “Vou'te Bivifing.”

“Vien | guess pev den’t mew me 68 well 88 yeu thiak,” sie seid. Veuwr doe wes o eaipemler,
righE? | bet he's get Seme interesiing fecls deown in Ahe BaScmeni.”

Wew thtak | eofe Whet you do to thet o cow?” Morshol repied. “CGut her to bits, Eiecbeni.
Serd me & videe. 1’8 ne meve thon she deserves.”

“@, Mershel, youe net se Smer Wic Semeene ciSe 1S ealiing ai the shels, afe yeu® | knew
you den’t eeie choul your meier. Pm telibng chout yeur Sisker Weren. Sie ought to be heme frem
Waerk ey minvte new.”

Mershell didn’t say enything fef & mement, byt Ehzcbeth could hear S rageed breathing on the
wblier end ©f the line. mm@@ do you wont me e de?” he Soid, in o Strongely ehildiike veise.

) el pev whee, Mershal. | den’t heve any poflense for fueking riddies, So Pm geing te Spel 8
Qut fer peou. You get Httle Ethon down here Within he howr ond Ploss Mm o my arms. f e ea’
ete By Mee me, 'm oine 0 eall you boek of s number, cnd yeu're geing e @et fe Histen 8@
your fitle Sister’s fingers belng erushed in & vies.”

Weow weuldn’s,” Mersiol s n o dhelied veiss. “Yeuite no menster, Bizeboth. Net ke ame.”

Biizchoth 't koo how o cnswer et ene. Finclly She soid, *) thak | heer Kerer's ear o e
drtvewey, Mershen. P ik to yov in ap hews.”

Shie ended the call. A Sceend later, Mershel tried te sall bosk, but She JuSt let 1 FiRg.

Meme n e mersier’s reem, Elzcbeth sot en the
Bed aned Walkee.
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The thug with the pig mask walks with a slow and measured

pace. He has a pickax in his callused grip. It’s already wet with

gore. He can hear the teenagers behind the bedroom door. Weep-
ing. But he doesn’t know why. He can’t understand why.

The snake oil salesman sits at the bar, sipping his drink, laugh-
ing, making jokes, pretending to care, pretending he doesn’t want
to murder everybody nearby as soon as fucking possible. Pretend-

ing that in his trunk, right now, isn’t a suitcase full of human scalps
and skins. He drinks his drink and dreams of blood.

The legless freak with the burned face runs a rag-tag
group of hunters through a maze full of brutal traps and vi-
cious illusions. That will teach them. They kill his parents,
and he gets left behind in the fire, just a child in a crib. Why
should they get to live normal lives? Lessons must be learned.

Mistakes must be corrected.

This is the frightening truth: sometimes, people kill. And not
just out of passion, not because of poor judgment or misguided
revenge. No, sometimes they kill because they want to, they need
to. Maybe they’re born that way. Maybe they’re made. Some are

driven to the point, while others are programmed.
They can’t just kill one person. Oh, no. They kill two, three, ten,
and they keep going until the body count mounts or until they’re
stopped. They become compulsive about it. It must be done in a
proper way. A certain organ must be harvested. A cipher needs to be
painted on the ceiling above the body. The kill must be completed
with a homemade weapon: a set of teeth made from bone spurs or
a makeshift ax forged out of junkyard metal. Some have their vic-
tims and will not stray: they only kill liars, lustful teens, corrupt cops,
beautiful people, pedophiles, perverts, prostitutes, cops, or housewives.
Some just don’t care. They'll kill anybody. Anywhere. A horror house

with bodies stacked to the goddamn rafters.

Sometimes, the killing changes them. It’s like a switch.
Except, instead of turning something on, it’s turning some-
thing off. A light, maybe. A part of one’s self, of one’s soul. A

place inside goes dead — or, hell, maybe it was dead long ago.
Maybe it was never alive in the first place.

And out of that darkness rises power. From the void comes
secret power that couples the endless urge to kill with super-
natural might or monstrous cunning. Soon, the killer cannot be
stopped by bullets. Or maybe his words become truly honeyed,
sliding into the ear canals and the brains of his victims like a
little snake: could be that, as long as he uses his trusty crowbar,
his kills are always perfect, always immediate.

The slasher. A perfect predator. Society’s modern bogey-

man. Part human, part... something else.

KiliNe MACHINES

The “slasher trope” is one of the cornerstones of modern
horror. You could say it began with Hitchcock’s Psycho. You
could say that Bob Clark’s Black Christmas continued it, as do the
[talian Giallo films (think Lenzi, Fulci, Argento). I'd say you were
right if you suggested that the essence of the modern slasher genre



is typified by the triple threat of Halloween, Friday the
13th and Nightmare on Elm Street. The trope continues
to thrive today: Saw is a modern take on the slasher
genre. It’s about some weird cancer-ridden dude who
uses a puppet to voice his threatening enigmas and
to test the survival instincts and moral fiber of targets
through a series of grisly traps and puzzles. It’s easy to
lump Jigsaw in with the modern wave of torture porn,
and while those films are certainly representative of
that, Jigsaw is also very much the slasher.

These monsters — these seemingly unstoppable kill-
ing machines — exist in the World of Darkness. This
book is about bringing the slasher trope to bear in your
Hunter: The Vigil game, helping you perhaps tell a story
or chronicle that is effectively a slasher horror film writ
large, played out with the help of you and your troupe.

Slashers make for potent antagonists: a supernatu-
ral serial killer plaguing a city that cannot be stopped
by blade or by bullet? Hunters can at least come to
terms with vampires, witches, werewolves. They can
make deals with demons or infiltrate cults. But slashers?
Slashers exist to kill. Making a deal with one isn’t...
necessarily impossible, but who wants to try to forge
an alliance with a lunatic in a rebreather mask? Will
your story be about hunters trying to decipher the clues
and predict where the killer might strike next? Or are
they trapped in an abandoned tenement that’s been
turned into a trap-laden playground? Might you even
tell an inciting incident with a group of teens hunted
by a hulking beast, with the surviving teens coming
together to form a nascent hunter cell?

That’s the hunter advantage: working together, a
unified front of defense and attack.

But what if the slashers had that advantage, too?
What if, say, we gave you the tools to consider what
happens when slashers aren’t the lone killers so com-
monly expected, but instead band together? A family
of thrill-killing mutants? A cabal of ritualistic killers?
A squad of mindless brute thugs, their faces concealed
behind featureless masks? The danger is multiplied. The
killings grow exponentially. A hunter cell facing a cabal
or cult of slashers is in for a very rough ride, indeed.

And did we mention that sometimes, hunters be-
come slashers? It makes sense, if you think about it.
Hunters are in many ways killers. Even when they
don’t want to be, sometimes it’s necessary to put
down the beast they stalk for the good of the rest.
But killing something that looks human and speaks
weighs on the mind. Some hunters find ways past it.
For others... it perverts the soul. They begin to jus-
tify the killings as their morality shudders and frag-
ments. Soon, maybe they start to like it. They can

(SELLIANG HACRENES
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find a way to excuse hunting down all of a witch’s
family members and cutting their throats to let the
“hidden magic bleed out.” Maybe they don’t even
bother justifying it. The joy of the kill is plenty rea-
son to keep on stabbing, cutting, shooting.

This begs a question: can one play a slasher

character?
INTo THE DARK

Answer: yes. With this book, we provide
the tools to play a character who is becoming —
or already is — a slasher. Hunters can become
slashers, but so can anybody. This book turns
the tables on the notion of slasher-as-antagonist
and instead asks the question, can you play the
slasher-as-protagonist?

This is the reality: we watch slasher films be-
cause of the slashers. Slasher films rarely have
memorable victim characters. Laurie Strode in
Halloween, maybe, or Nancy in Nightmare on Elm
Street. But those characters don’t even continue
from film to film — maybe they show up in a later
installment, but they’re not the reason the major-
ity of people go to check those films out. What we
want is Freddy, Jason, Michael Myers, Jigsaw, Nor-
man Bates. We love the monster. We thrive on the
inventive ways he ends lives, on how there exists a
quiet moral message in the nature of those killings.
Admit it. Deep down, we all root for the slasher.
Without the slasher, where’s the film? Where’s the
compelling drive? With a slasher film — and by
playing a slasher character — we are able to expe-
rience a forbidden thrill, to push past the cultural
taboos of violence but also to see the slasher get his
just desserts in the end (slashers often die, or their
ultimate victims survive). It is, perhaps, an uncom-
fortable fiction worth exploring.

[s it possible to play a “good” slasher or serial killer?
Absolutely. Ever seen the TV show Dexter? Or read the
Bradley Denton novel, Blackburn? Both contain anti-hero se-

rial killers whose victims are society’s “true” monsters — killers,
thieves, liars, and cheats. Considering the frame of Hunter: The
Vigil, a slasher character may only choose to brutally kill vampires,
their ghouls, and their allies. Those touched by the “menace” of

vampirism are apt victims: others are innocent, or at least “innocent

enough.” That doesn’t mean it’s healthy — no, the irrepressible urge

to kill anybody or anything is fucked up. But some characters will be
able to hone it, to direct it toward some positive aim.

The “revenge” motif is apt, too. While movies like Death Wish or The

Brave One or I Spit on Your Grave aren’t slasher films, they are about killers who
brutally end the lives of those who have harmed them or their loved ones. Can a supernatural slasher be seen
in this mode? Absolutely. Again, some direct the killings toward a positive aim.




Then again, some don’t. If you want to play out
a story where a slasher hunts down a group of punk
teenagers, go for it. Maybe one player controls the
slasher, while the other players control the teenagers.
Maybe all the players control a cabal of slashers, and
it could be that some of those slashers don’t make
it to the end of the story (could be that one of the
tough victims sprays him in the face with a gas main
and lights his head on fire — things like that happen
when you're a supernatural killer, you know).

Hol Te USE THS SeoK

This book will allow you to examine the slasher
trope from without and within. You'll gain all the
tools you need to create interesting slasher charac-
ters, whether as antagonists or as the players’ char-
acters. Within, we examine all the bloody facets of
the slasher genre, taking aim at a number of play
styles that reflect these facets. In addition, we take
a look at how a slasher story might play out, and
how it may very well end. Whether the slashers in
your story are nightmare killers or are the dark re-
flections of “hunters gone off the reservation,” this
book should fulfill everything you need to know to
include slashers in your chronicle.

But this book is about the hunters, too. How do
hunters handle a slasher? Have the hunters formed
any compacts or conspiracies specifically bent on
dealing with slashers (answer: yup). What tools do
hunter characters have to help put slashers down into
the ground for good... and what tools do the slashers

have to fight back?
THE SRENCDOMN
Chapter One: And Then There Was Blood de-
tails the struggle of hunters versus slashers. Slashers
are not a recent phenomenon in the World of Dark-
ness — just as hunters have long carried the ancient
Vigil, so too has the world been plagued by those hu-
mans who “just ain’t right,” who can do nothing but
revel in the glorles of murder. Within you’ll find the
history, as well as the modern response of the hunter
organizations when it comes to the depredations of
slashers. You'll also find a new hunter conspiracy
bent on investigating and ending the slasher menace
— the FBI's own Vanguard Serial Crimes Unit, or
VASCU. And you'll also find a compact comprising
not just hunters, but those hunters who have been
given over to the slasher mindset.
Chapter Two: The Mask and the Knife gets
down and dirty with how to create a slasher char-

HEH Te© USE THIES BOOKX

acter, whether as an antagonist for the Storyteller
or as a character for a player to control. You'll find
the dark reflection of a hunter’s Profession with a
slasher’s Undertaking — exactly how that slasher
approaches his own bloody “hunt.” Within this
chapter you'll also find myriad rules and mechanics
both for slashers and the hunters that pursue them
— VASCU’s psychic Endowment, new Tactics, and
slasher-specific equipment.

Chapter Three: Many Shattered Minds is where
you'll find the writers of this book giving both the
Storyteller and the players advice on the many ways
and play styles that incorporate slashers into your
chronicle. Herein you'll find examinations of the
slasher film as made into a Hunter: The Vigil story,
how to play a slasher who isn’t just a mindless mon-
ster, and how a slasher character (protagonist or an-
tagonist) has a “story arc” all his own.

USEFUL SOURCES

We probably don’t need to tell you: slasher films
(sometimes known as “dead teenager” movies) make
the best resources. Any slasher film at all will be
overflowing with ideas. Even the ones that are crap,
well, you still might be able to mine them for goodies.
Some of the developers’ favorites include: Nightmare
on Elm Street, Halloween, Texas Chainsaw Massacre,
Jeepers Creepers and Black Christmas, though we casu-
ally suggest you avoid a number of the sequels and
remakes — the original films seem to best highlight
the genre’s strengths. Also worth looking at are some
of the rarer slasher films from Italy (called Giallo, or
“yellow” for the origins born of yellow-cover pulp
novels) like Dario Argento’s Tenebrae.

Serial killer films have good information, too,
especially given that serial killers in fiction often
possess more interesting and character-laden back-
grounds — think Hannibal Lector (The Silence
of the Lambs), Norman Bates (Psycho), or Patrick
Bateman (American Psycho).

Showtime’s Dexter (now on CBS, though serious-
ly censored due to its graphic nature) shows a serial
killer worth rooting for.

Some novels are worth looking at, too: the afore-
mentioned Blackbumn by Bradley Denton details, like
with Dexter Morgan, a serial killer with serious anti-he-
ro tendencies (also see the shorter continuation of this
novel, Blackburn Bakes Cookies). TV’s Dexter Morgan
was originally at home in a novel called Dexter Darkly
Dreaming by Jeff Lindsey. For a cool “historical slasher,”
check out Robert McCammon’s Queen of Bedlam.
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The writing is on the wall, and it’s inked in blood: sometimes, a
little thing snaps inside a man. Or maybe it was broken from birth.
Whenever it happens, the only thing waiting at the bottom of this
dark, yawning abyss is an endless hunger — an urge to kill.

These are the slashers, one of the hunters’ deadliest foes.
They represent the dark reflection of the Vigil: where hunt-
ers carry a candle into the night to hold back the forces of
darkness, the slashers step into the light with the aim to cast a
broad, deep, everlasting shadow. Their hunt is just as ceaseless,
but all the more terrible.

It’s easy to see why hunters hunt the slashers. It’s also
easy to see how they can sometimes become them, too.

A HSTORY ofF KiliNe

In 1971, Oscar Kiss Maerth published The Beginning
Was the End, an earnest, slightly wild exploration of hu-
man origins. [t didn’t gain much academic respect. It was
devoid of any references whatsoever — Maerth claimed he’d
gained most of his information from conversations with real-
life head-hunters and through meditation.

The Beginning Was the End is little more than a wild-eyed,
breathless rant. Maerth tells how the human race evolved from its
ape-like ancestor through cannibalism, which was a normative
pre-human characteristic. Our ancestors killed their rivals and
ate the brains, realizing that the brains had aphrodisiac qualities.

Later, they discovered that eating brain tissue increased intel-
ligence. The change was permanent and hereditary. Eating brains
caused chemical changes in our bodies. Our bodies lost their cov-
ering of hair. And we developed latent psychic abilities.

And they kept on doing it. The chemical high our ances-
tors gained from consuming brains was addictive. Tribes of ear-
ly humans banded together to hunt the heads of rival tribes, to
kill their men, to torture their children, to rape their women.

They lost the power to communicate instinctively with
each other as animals do. Human skulls changed shape over
time, inflicting constant pressure on their brains and on their
minds. They went mad, every single one of them, driven to
wage war and commit murder, damage the environment and
breed uncontrollably. Maerth saw racial integration and mis-
cegenation as a destructive result of the process, too, which
perhaps says more about the attitudes one could get away with
in a book published on the mass market in 1971 than it does
about Maerth’s main theory in and of itself.

Was there anything in what Oscar Kiss Maerth believed?
Maybe not, but it’s easy to believe that something is very
wrong with human nature. People kill each other, sometimes
for the most trivial reasons. People amass vast amounts of
money and possession at the expense of their fellow human
beings, and the environment in which they live. People twist
the most noble of ideological standpoints into excuses for ex-
clusion and violence.
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What if, even if he was hazy on the details, Maerth
was right? What if inside of us all exists not only the
capacity for cannibalism, murder, torture and rape, but a
hereditary predisposition towards it?

In this World of Darkness, people slip and fall into
murderous psychopathy with increasing frequency. And
although the phenomenon of the “slasher” has only
really been observed by psychologists, Forteans, fringe
journalists and witch-hunters for little more than a cen-
tury, the tendency to become a monster has, in truth,
appeared again and again ever since history began.
Which begs the question: are these freak occurrences!?
Are we prone to going mad? Or is the urge to murder the

default state of the human race?

GINTS (N THE ENRTH

Right from the very start of history, people killed. Is
this how things should be? Fundamentalists deny evolu-
tion and point to Adam’s expulsion from Eden: the loss of
innocence brought with it within decades the first mur-
der, the first liar. In the Book of Genesis, we are told of the
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Nephilim, giants in the Earth, born of “sons of God and
daughters of men.” They die in the Flood. Apocryphal
and expository works explain that the Nephilim were
mass-murderers, children of fallen angels, men and wom-
en who bathed in the blood of the undeserving.

And they were the heroes of ancient myth.
They led the vast wars that scoured the ancient
world. They drove the terrified people they ruled
over to build insane monuments.

And most of all, they killed. In an age where life
was brief and violent, this made them leaders. They
got fame and admiration for what they did. But read
between the lines of those dusty myths: who were they
really? Were the greatest heroes of myth psychotic
killers and no more? And what does that say about us
and the civilizations we built on their foundations?

A MGHTY HUNTER
BEFORE THE LO

From the Secret Midrash of The Three Sons
of Esau:




GEIANTS IN THE EARTH[A MIGHTY HUNTER BEFORE THE LORD

STORY HOOKS: GENESIS

® The Origins of the Slasher
Where do the origins of the slasher lie? Here’s
a hunter — he’s probably in Null Mysteriis or Task
Force: VALKYRIE — who says slashers just happen.
Environmental or unusual factors (mutating chemi-
cals, brain tumors, unusual or paranormal external in-

fluences, traumas in earlier life) turn people’s minds
and bodies and create what we like to call the “slash-
er” phenomenon. The hunter standing next to him
says that’s bunk: some people are just evil, and go that
way because it’s in their nature; but then, she would
say that — she’s wearing a habit and has a copy of
the Malleus Maleficarum in her shoulder bag between
the knives and the wooden stakes. A third hunter,
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a zealot of the Long Night, doesn’t say anything be-
cause standing next to a nun makes him a bit un-
comfortable, but he thinks that maybe it’s part of the
influence of Satan in the world, and that people like
this are consumed with sin, and we're seeing more of
them because the Apocalypse is imminent. The last
hunter, the close-mouthed chap wearing the Cheiron
Group jacket, says it’s a genetic predisposition, and
that you can trace it back to the ape-like ancestor we
share with the chimps (and a sharp intake of breath
comes from the Long Night member).

The point is, all of these things can be true for
any given slasher, and they’re all possible hooks
for a story. Just because a character settles on one
possible background for the “slasher phenomenon”
doesn’t mean it’s true, either in the game or in the
game setting. As a Storyteller, you could happily
pick one and stick with it, perhaps if you're cun-
ning and use the others as red herrings, but you
don’t have to. If the real world doesn’t make any
consistent sense, why should a fantasy world?

The Maniac with the blood of Nimrod gets im-
pelled to kill by dreams of fallen angels, towers of Ba-
bel, deluges, angels at the gates of Eden and the like;
she kills in a biblical manner (like Vincent Price in
The Abominable Doctor Phibes, perhaps, who plays a dis-
figured musician who murders his critics in a manner
reminiscent of the plagues of Egypt). Another slasher is
visited by the Angel of the Apocalypse, enduring (real
or imagined) visitations from Revelations: the Seven-
Headed Beast Of Destruction, or the Whore of Baby-
lon, or the Blood-Stained Lamb, or any of a hundred
symbolic horrors from that most disturbing of biblical
books. But all of them drive him to kill, whatever they
are. A scientific hunter’s research into the genetics
of another killer reveals that a plague of killings sur-
rounds nearly every male (or female, or both) member
of a certain direct family line, going back as long as
records have existed. Some got caught out as killers.
Some didn’t. But they were always there. And it always
happens at about the time a member of the family hits
his thirtieth birthday. One of the hunters realizes, as
he looks at the family lines, that he’s a member of the
same family line. He’s 29 years old.

Or, perhaps, still going along with the genetic
theme, the Cheiron Group isolates the millennia-old
genetic virus that creates slashers, and tries to turn it
into an experimental Thaumatechnological treatment.
Then they send another Field Projects Division (FPD)
agent or agents in to sort out the predictably gory and
disastrous consequences. And no, they don’t have to tell
the agents what they're dealing with.




e Origin of the Species (Or Not)

Going back to that whole biblical versus evolu-
tionary biology theme, what if a slasher turned out to
have something like conclusive proof of the theory of
human evolution... or, on the other hand, the truth
of some religious creed or another? Maybe a Brute,
Freak, Mask or Mutant develops unusual physical
characteristics, regressing to the form of our apelike
(and psychotic) common ancestor. Or maybe a Ge-
nius develops a complete race-memory. In a game set
in Britain or mainland Europe, the origin of human-
ity is hardly controversial, but in a game set in the
US, it’s part of a fierce debate. The slasher ceases to
be just a monster, and suddenly becomes a political
tool. A fundamentalist (and hence six-day creation-
ist) hunter who faces such a monster is going to have
trouble accepting its origins; particularly when it’s
revealed the only thing that can stop it is an agent
found in the blood of chimpanzees, or some other
primate, further underlining the creature’s origins.
Maybe our Long Night hunter (or Ascending One,
who happens to be a conservative Muslim) thinks it
a Satanic lie. Maybe he goes through a crisis of faith.
Either way, what does he do when confronted with a
slasher? Does it drive him to equal extremes of vio-
lence? Does he do his best to hide the truth from his
colleagues, even when the truth might save them all?
Does he hide or destroy the slasher’s body?

On the other hand, the slasher might offer cer-
tain incontrovertible evidence of biblical prophe-
cies. Admittedly, in the World of Darkness, Richard
Dawkins-style rationalism is a hard stance to main-
tain, but people do, and just like in the real world, sci-

FBBCES THE RAG OF NOLA

entists don’t always behave scientifically, preferring
to hide or damn evidence that doesn’t fit with the
established rules of physics and biology. Although a
hardcore believer in conventional science (perhaps
a lone debunker, or an investigating member of Null
Mysteriis’ Rationalist faction) might be unable to ac-
cept the truth of it, her behavior is not likely to be
very different from that of the fundamentalists.

e Nimrod, Samson, Achilles, and Other
Psychopaths

The heroes of antique myth were psychopaths. They
were slashers: Avengers and Legends, Charmers and Lu-
natics, Genii and Maniacs. Being slashers, many of them
might not even have died. A crypt in Greece, Iraq or
Palestine, or a stone coffin brought back to the West a
century or more ago cracks open in an accident, explo-
sion or archaeological dig, and a naked man of incredible
size stumbles out and begins to get on with the business
of killing, stopped when he was imprisoned and forced
to sleep thousands of years ago. Or a modem slasher is
the reincarnation of one of the ancient heroes, perhaps as
he begins his career uncovering artifacts belonging to the
original “hero,” artifacts of great interest to the Aegis Kai
Doru. Or perhaps he steals his old possessions from the
Guardians of the Labyrinth, and they have no choice but
to get them back (and avenge the horrible deaths of the
artifacts’ unfortunate custodians).

918¢E: THE Hhe OF Nokh

From the one surviving copy of the Bellum
Sanguinis of L. Poppaedius Caliga, held in the Munich
Library of the Loyalists of Thule:
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e The Avenue You Must Not Take |
Slashers are slaves to their stories: they are con-
trolled by drama, and by the fate they will meet. But

often the circumstances by which a hero can defeat
them are difficult, impossible or distasteful. Caliga

AND THERE UWAS BLOOD

knew he could defeat the monster if he sacrificed his
right hand to it, but preferred to fight the monster —
a Legend — with his friends. Desperation is at the
heart of many good slasher stories. Maybe our heroes
could have killed the monster more easily, but they
were too sure of their own abilities, and too unwilling
to pay that price.




And of course, by the time Caliga was willing to
pay the price (his right hand), he’d paid another price:
three men had lost their lives. Of course, it might be
that the thing that saves you might not be obvious.

It’s only at the end of the film Ring, for example, that
Reiko realizes that in order to stop Sadako getting you
because you saw the cursed video, you have to copy the
tape and show it to someone else to save yourself... and so
she gets her son, who has seen the tape, to make a copy
and show it to her father.

FNTH (WD DENTH

History goes on. The slasher phenomenon no
doubt reared its ugly head across the Middle Ages,
but that was an age where a brutal killer could make
a great name for himself, and where is the line drawn
anyway, between a crazed killer and a slasher?

Were the crazed, wordless berserkers who sailed
with the Viking raiders examples of Brutes accepted
by Viking culture, or just men who threw themselves
into battle a little more than their comrades? And
when Christian warriors joined the Crusades, did
some men travel to the Holy Land for the killing
more than the spoils?

And what of the legendary figures, the ogres of hero-
ic myth? What if the man-eating giants, trolls and ogres
of legend and fairytale were in fact just men warped into
something more terrible? Grendel and his mother, slain

FAZTH AND DEATH

by Beowulf in the old saga, seem too earthy and solid
to have been wholly spectral horrors. Were they in fact
what the people at the Vanguard Serial Crimes Unit
(VASCU) now classify as part of a family of Freaks (and
do their relatives yet survive, under the earth)?

It’s impossible to tell. Now that we have seen
evidence that the slasher phenomenon existed in
the ancient world, and know that it exists in the
World of Darkness now, it seems plain that slashers
must have existed in the meantime.

The Renaissance transformed the world, and
with it Western society. People began to think
of themselves as individuals, as more than simple
subjects of kings. With philosophy came question-
ing of the human condition, and questioning of
the authority of the religious and secular leaders
of the day. The Reformation sowed the seeds for
the Enlightenment, and when both brought new
ways of thinking and a new emphasis on personal
responsibility, the few who studied the horrors of
the world discovered things about the human race
they would rather have not known.

1492: TN THE NAKE
oF TORQUEMADA
From a 19th century French document attributed

to one “Panurge, Chevalier Théleme,” in the library of
the Lucifuge, Milan:
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SToRY HookS

® Good Governance

The quintessential slasher is a lone killer, pursued by
our heroes (or, more likely pursuing them). The psycho-
logical changes that create these homicidal killers most-
ly make it difficult for them to relate to other humans in
any meaningful sense. At first glance, it seems impossi-
ble that one could achieve — or maintain — a position
of political, temporal or religious power. But the truth
is, power doesn’t always depend on relating to people in
the way that people usually do. A ruthless businessman
doesn’t have to talk about anything other than who he’s
going to destroy and what to do with his shares. It’s easy
to talk about business (the writer recalls reading some
years ago about a Hollywood executive who was noted
in the article as having no ability whatsoever to relate to
people as equals or friends, and this being regarded as an
asset in his business). A politician comes up with ideas
and programs that might chill the blood, and yet people
follow him: he has power. Some religious leaders are so
separated from their flocks, treated with such reverence
that it’d be weird if they actually started treating people
like normal human beings.

The issue is that, like the Inquisitor of Badajoz, a
slasher — probably a Genius, Maniac, Charmer or

STORY HOOKS

Psycho (see p. 92) — with temporal power has many
opportunities to kill and torment the innocents under
his care. And he can do something most other slashers
can’t: he can aim big. Really big. A politician encourages
bigotry and violence, all the while pretending to deplore
it. Or perhaps he attempts the systematic execution of a
whole ethnic or religious group in a city or country, after
having twisted the people to think them evil or danger-
ous. And maybe if he’s really good, he might one day get
a chance of being elected president (or prime minister)
of one of the nuclear nations, his only goal to have his
finger this close to the button that starts the apocalypse.
And press it. A religious leader aims to start a crusade
(or a jihad), and with that a reign of terror.

On a smaller scale, the mayor of a city could use
the police as death squads, or have the criminal orga-
nizations of the region as his weapons of death; perhaps
playing them off against each other like a kid plays with
his action figures. Bang, bang. You’re dead.

Having said that, most slashers have the hard-wired
need to see the killings they perpetrate. It’s the thing
that makes them so terribly dangerous face-to-face, but
at the same time, it’s the biggest weakness they have.

For example, consider a Charmer who has some-
how managed to become president, and who — let’s
just be hypothetical here — habitually gets some



White House intern to give him blowjobs. His problem
is eventually that the intern’s going to get sliced up,
because that’s who he is and what he does. The Secret
Service has to cover it up, but after a while, someone is
going to ring one of his mates in Task Force: VALKY-
RIE. Another national leader might make a point of
going to a war zone and having a go himself.

The point of all this is that a slasher in a position
of power will slip up and will be unable to resist the
opportunity to go one-on-one with his hunters, no
matter how much back-up he has.

That means a group of hunters will get the chance
to get close enough to deal with him. Of course, getting
out alive after the event, what with all the men in black,
bodyguards and security backup, is another matter.

e The Torturer’s MO

If the Spanish Inquisition taught a slasher anything,
it’s how to torture people properly. Torture is often an
important part of a slasher’s grisly work, and Tomas de
Torquemada wrote the definitive manual. As the aspir-
ing Inquisitor knows all too well, it starts a long time
before the application of the thumbscrews. Torquema-
da would have his victim stand before him, silently, as
he shuffled papers and pretended to get on with other,
more important work. When he finally spoke, he would
appear friendly and reasonable, as if the victim’s friend.
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Leading the accused to the dungeons, he would ensure
the victim heard the screams of the tortured. Then he’d
display the instruments, and make it absolutely clear to
the subject exactly what each of them did. He'd tell his
men to take their time strapping the victim down; then,
and only then, would the physical torture begin.

[t’s pretty much the same with slashers, even with the
supposedly mindless ones, the Brutes and Masks. They
torture their victims long before the knives cut flesh. The
co-ed in the movie hears the screams of the dog as it is
cut to pieces. She stumbles across the mangled corpse of
the slasher’s last victim. She runs into him, and sees the
glimpse of the knife. But somehow he’s too slow this time.
She thinks she might get away. And then he’s there in
front of her and there’s no way out. By the time he cuts
her to pieces, she’s already crazed with fear and disgust.
He’s been playing the torturer’s game. He’s been ramp-
ing up the torment. Because it’s what he wants, what he
loves, maybe even what he needs. Torquemada knew
that lulling them into a false sense of security before stick-
ing the knife (or hook, or scalpel) in is really just another
way to make the torture all the more exquisite. You gain
their trust, and then you kill them (in the film May, for
example, witness that when the eponymous protagonist
snaps and turns slasher how she toys with her victims be-
fore dispatching them, painfully and messily).



HERE COMES A CANDLE<

Slashers aren’t just killers. They might appear to
just hop out and thrust a knife into someone, but re-
ally there’s a whole lot more to it than that. It’s some-
times almost an art. Whether it’s the Witchfinder
General who creates paranoia in his victims before
taking them to the dungeons, or the Mask who lets
them run and makes sure they see what happened to
Bob and Betty first, the chase is part of the murderous
act, and a hundred different ways exist to torment a
victim before shedding a single drop of blood.

HERE CONES ) CIWDLE,
HERE CONES |\ chOPPER

Luther, Calvin and Zwingli could not have
known their great and bloody enterprise would
allow thinkers the freedom to abandon faith in
God entirely. Wars, purges, witch-hunts and in-
quisitions, as we have seen, allowed the slasher
phenomenon the opportunity to flourish in sur-
prisingly influential places.

In our World of Darkness, the age of Restoration
and Enlightenment brought with it the first real stud-
ies of the slasher, and the first famous monsters.

A few rare pamphlets tell the terrible story of
the Beast of Drury Lane, who took his cleaver to an-
imals and women in 1744. He was brought down by
a band of brave artisans and craftsmen, all of whom
lost their wives to the Beast, and only one of whom
survived to tell the story. A playground choosing
thyme, still sung in London playgrounds today, is all
that survives in the public consciousness:

In France, the reign of the Sun King was tar-
nished by Jean Houillier, the Wolf of Verdun,
who savaged thirty men with his teeth in the
space of a week before a lone hunter killed him
with a single musket-ball to the brain.

Not long before the American War of Inde-
pendence, a former mountain scout named Bad
Jack Potter terrorized the settlers and natives of
Virginia with a band of black-bearded cannibals.
The Mattaponi Indians caught and killed all ex-
cept Bad Jack, whom they delivered to the set-
tlers, saying the man deserved a punishment of
more cruelty than they could inflict.

In 1791, a diary arrived at the offices of the
Republican Government in Paris. It told in detail
about the manipulation and planting of evidence
that had sent over a hundred men and women to
the guillotine during the Terror. Investigation
showed there were details in the diary that could
only have been known to the victims and the Rev-
olutionary Tribunal. The diary was accompanied
by no letter, and no one could ascertain any reason
why its writer should choose to send it.

In the middle of all this, hunters began to per-
ceive slashers as a real problem, a phenomenon in
their own right. During the 18th century, the Mal-
leus Maleficarum, Aegis Kai Doru, Ascending Ones
and Lucifuge all began to collect records of slashers
and to group them together. And in 1761, an artisan
scientist from Glasgow named Robert James Harrison
published — by subscription — the first treatise on
the slasher phenomenon: Butchers Born, Or a Treatise

on Distempers of the Brain and the Urge
to Murder. Some of Harrison’s ideas on
psychology were far too ahead of their
time to gain any kind of acceptance,
and his accounts of personal experienc-
es of slashers and their behavior struck
the few who read the book as too wild
to deserve any credence. By the time
the science of the mind had caught up
with him, Harrison had long been for-
gotten. Only a few copies of Harrison’s
book exist now. The Lucifuge has one,
the few of the Lucifuge’s agents who
have read it note the book’s mention of
and praise for one Chevalier Théleme. The
Aegis Kai Doru keep their own copy in Scotland
and count it among their other artifacts — since
their copy is reputed to have supernatural powers.
The Loyalists of Thule, meanwhile, have two copies,
one in Munich and one in New York — the last Loy-

HERE COMES A CHOPPER
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alist who consulted it found herself slightly disturbed  the West, but the fears were much the same, even if
by the design on the book’s frontispiece: the familiar their vehicles were different.
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STORY HookS

¢ Legends of the Black Schooner

The Black Schooner’s still out there, you know. Its si-
lent sailors, dressed in garments of human skin sewn into
their flesh and stained with dried blood, yet maintain their
lonely voyage across the sea. The sailboat barely floats
now, but somehow those patched spider-web sails still
hold the wind, still she can outrun shipping with super-
natural speed. And her flag is black, stained with brown.
The sailors do not speak. They go about their grisly busi-
ness with no regard for any cry of mercy. They torture
the women and children. No one survives. They take the
men. Some end up in their larders, hung in rows, impaled
on hooks through the throat. Some get press-ganged into
joining (which is why the Black Schooner yet endures).

They don’t talk — they can’t, having no tongues
(did they cut them out themselves! Did whatever
drove them mad take away their power of speech?)
— and don’t stop. They come and go with no rthyme
or reason. Perhaps on the Schooner is a logbook that
explains the truth behind these immortal monsters.

Or maybe not. You'd have to get through them first,
of course, to find it.

Your troupe’s characters may of course never get
to sail the waters of the Caribbean, but that’s no rea-
son why the well-worn story of the isolated cannibal
tribe (comprised, in game terms, of Freaks, Mutants,
Brutes, or Masks) can’t be adapted for any setting at
all — in the movie Serenity, for example, the myth
gets sent into outer space, but the principle is still
the same. Frontier legends from the early days of the
US sometimes tells stories of mountain men going
mad (like Bad Jack Potter, above). Sawney Bean and
his Scots cannibal clan still inform the urban myths
of the British Isles. Or what of the many lost high-
ways that criss-cross the country? Couldn’t the Black
Schooner now be a ragged RV — or a caravan of such
vehicles — traveling the distant byways?

Bringing it up to date, a group of soldiers on duty
in the Middle East, cut off from their own side and
harried by the enemy — like the soldiers from Bravo
Two Zero — might get out intact like Andy McNab
did... but could just as easily get lost for a long time



in the middle of nowhere and go very wrong, partic-
ularly if they get caught and tortured. Their escape
and rescue might make them the toast of the press,
but the press coverage could change drastically when
they go missing. On the other side, a “terrorist” cell in
the middle of nowhere could begin to do things that
even their erstwhile masters don’t understand, driven
mad by isolation and garbled propaganda.

[solation doesn’t have to happen in a remote set-
ting. There could be no-go areas of the inner city,
whole blocks of flats where the inhabitants go crazy
and become silent cannibals; or perhaps a whole ex-
tended family was, decades ago, so lost in poverty that
the only choice for them was to retreat to the sew-
ers... and now, sometimes they come out, silent and
hungry, and the only signs they’ve been there are the
blood, and the partially-eaten corpses.

oF DESPH

The 18th and the 19th centuries were the age
of Empire, the Great Game played by a handful
of nations with international holdings. The In-
dustrial Revolution transformed the cities of the
world into metropolises for the first time, smoke-
filled sprawls where opulent wealth and filthy,
diseased poverty existed side by side.

With these huge concentrations of people,
it wasn’t just a statistical probability that slashers
would arise: poverty brings with it crime and de-
spair, and crime and despair bring violence. If the
numbers of slashers began to rise in a dizzying degree
in the 19th century, it only stands to reason.

Documents belonging to the Order of the Southern
Temple give an account of The Calcutta Anatomist,
who dissected Dalit women’s bodies in the final days of
the British East India Company and never got caught.
The Kolkata police force does not generally talk about
the occasional neatly-dissected bodies they find, even
today, in the city’s labyrinthine slum districts. Every so
often they issue a press release saying they have a sus-
pect, but nothing ever seems to come of it.

Over one week in 1877, a so-called “Mad Eng-
lishman,” a vast, naked sweaty brute of a man, tore
his way through gamblers and working men in
Shanghai armed with only a meat hook. The Brit-
ish couldn’t stop him, leaving it to three local men
finally to put an end to his rampage.

If Ashwood Abbey doesn’t like to mention Saucy
Jack, there’s good reason. Still, some believe the Rip-
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per’s ghost to be haunting Britain still, transformed
into a virtual god of murder by the power of folklore.

Theories that the Ripper was the Prince of Wales
abound and are hotly disputed. But it’s a matter of re-
cord that a minor Russian prince (who would have
been one of Albert Victor’s very distant relatives, re-
member) took his fill of blood among the serfs of Saint
Petersburg in 1909. The people and the authorities
alike knew exactly who he was, and why the police
would do nothing at all. The student, poet and car-
penter who finally defeated him ended their lives in
front of a police firing squad, just another minor cir-
cumstance to fuel the fires of the coming catastrophe.

The Great War that brought the setting of the impe-
rial sun saw so much death that it becomes almost impos-
sible to single anyone out. But myths persist of a military
man, sometimes on the British side, sometimes French,
German or Russian, who made chillingly creative use of
mustard gas and barbed wire, and who indiscriminately
massacred troops on all sides before vanishing, presum-
ably caught in one of the innumerable indecisive cross-
fires that claimed so many more lives.

America’s Prohibition era brought new conflicts
and new killers. An early Union cell in New York very
nearly met its match in Michael “Cleaver” McKay. A
mob knee-breaker, McKay a large, ugly individual who
was prized for the impressively messy way he dealt with
his boss’s opposition. One story has it that he went rogue
after escaping a double-cross. Another version current
at the time was that he took some bad liquor that dam-
aged his brain. Either way, McKay, who was never stable
in the first place, tipped right over any edge his bosses
could imagine. He began to wipe out the members of
all of the city’s gangs — and their families. When he
started killing people who had nothing to do with the
rackets, the Union cell got involved. Aided by Tommy-
gun wielding thugs belonging to several of the mobs,
they lured McKay to a warehouse showdown that ended
with “Cleaver” in the middle of a hail of machine-gun
fire. Even after having taken what looked like over a
hundred bullets, the madman was still able to dispatch
over half a dozen of the mobsters. The one journal that
records McKay’s end tells how one of the gunmen ap-
proached and stood over McKay’s inanimate corpse,
only to be split in half from head to chest with a single
blow of McKay’s meat cleaver as the insane killer got
right back up again. The second time the bullets rained
on him, however, McKay didn’t get up.

A terrifying number of slashers arose during the
Depression, many in the mold of “Cleaver” McKay.
World War II came, and the evil of the slasher phe-

nomenon seems somehow empty alongside sane men



who, for ideological reasons, did evil because they
knew they were right?

Perhaps therein lies one of the true horrors of the
human condition. The slasher becomes what he is be-
cause of something that happened to him, some acci-
dent or influence. But the things that happened dur-
ing the Holocaust were the work of men who knew
exactly what they were doing, and believed utterly
that they were right. The one thing that slashers and
the perpetrators of the event that became the byword
for human evil have in common is this: certainty.
We're all capable of doing terrible things, both on a
small scale and as part of a much larger scale. And we
don’t even have to be mad to do them.

After World War II, the serial killer came into his own,
and with him the slasher. The 1950s brought paranoia and
brainwashing flaps. The 1960s gave us thrill-killers and char-
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ismatic pin-ups with knives. The specter of terrorism arose.
And in the 1970s and 1980s, hulking fiends with butcher’s
knives struck again and again, all over the world.

The 1980s also brought to the World of Dark-
ness the killer yuppie, so filled with the emptiness of
his lifestyle he had nothing to do but to descend into
increasingly darker and more insane diversions. The
1990s brought more cults, more killers. And the new
millennium brought 9/11, and the resulting paranoia,
wars and new Inquisitions on both sides of the divide.
Human evil endures. But as long as there is human
evil, there will be people who will stand against it.

1969

James Moore, agent of VASCU (ret'd) writes:




STORY tookS

e Cults and Thrill-Killers

Christopher Moon is an obvious World of Dark-
ness version of Charles Manson crossed with the
founders of the Symbionese Liberation Army (the
folks who kidnapped and turned Patty Hearst). He’s
a pseudo-hippy thrill-killer. Most of all, he’s the epit-
ome of the charismatic Maniac, the cult leader who's
obviously psycho but who knows exactly how to get
the vulnerable and lonely onto his side. He’s still out
there, and maybe he’s doing things differently. Per-
sonality cults of the kind that Charles Manson and
his ilk founded are not as common, but that doesn’t
mean there isn’t a market for a Maniac with a taste
for the good things in life and an urge to drive people
to murder. He could, perhaps, have moved into more
extreme fringe religion, setting up a Branch Davidi-
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an-style cult with a penchant for hoarding guns (and
perhaps even contriving the inevitable showdown
with the Feds). Or he could set up a UFO cult, like
the Heaven’s Gate group, who convinced themselves
the Hale-Bopp comet was going to take them away
and all they had to do was commit suicide.

In the movie Safe, a self-help guru takes in
vulnerable people, extracts huge amounts of mon-
ey from them and molds their thinking, more or
less turning them into dependent zombies. Chris-
topher Moon could be doing that these days. All
he needs is a change of name and a shave and he’s
out there, running self-help courses, ruining lives
and inciting people to kill. And they’ll love him
and thank him and blame themselves for anything
they do. Getting into motivation and self help is
the perfect career for a Maniac who never gets his
hands dirty.



LOVE-BOMNBING

But then, a really prolific and
smart Maniac has probably already
done all of these things, one after an-
other. The vehicle for control doesn’t
matter. All that matters is the death.

® Do You Know Where
Your Kids Are?

Hunters are often ordinary peo-
ple: people with teenage kids or kid
brothers and sisters in college. That
sort of thing. Kids and siblings tend
to notice when their family member
spends most of her spare time doing
secret things that she can’t talk about.
Things that involve frequent visits to
the ER. Things that mean washing
blood out of clothing. And burning
things in the back yard. It's not condu-
cive to family harmony. And a teenag-
er or college kid with a troubled family
and a parent or once-close elder sibling
who keeps a lot of secrets is precisely the kind of
person a charismatic Maniac targets as a prime candidate
for membership in his exploitative cult.

But then, it’s Big Sis’ fault for going out hunting monsters.
Isn’t it?
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2009: ToM THUMB

Transcript of a British police interview, as retained by the European Operations Unit of Project TWILIGHT:
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¢ It’s Good to Have Friends

Philip Hammett, the “Tom Thumb” killer, was a
member of the Hunt Club, a society of slashers. With
their connections and money, they were easily able to
get him acquitted of the murder charge, and managed
to clean up his home of all incriminating evidence
in record time. They didn’t bank on Frank Crowe’s
persistence, cunning and luck, however.

But Hammett isn’t the only one out there, and
while he fell victim to a few choice strokes from
Frank’s six-iron, others yet continue to kill. And
they’ve got friends.

The Hunt Club is there to clear up evidence and
plant other evidence. A hunter pursuing a prolific
member of the Hunt Club may find the police look-
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ing for him, as fingerprints and bloodied weapons
start to point to the hunter as the killer.

It’s hard to bring a killer to justice, but it’s
possible, and the Hunt Club have the means to
buy the best legal help (several of them are in fact
lawyers and barristers) and to toy with even the
most incorruptible jury.

And some of these killers work for the police.

HUNTER VERSUS SLASHER

The slasher departs from the other post-human,
in-human and trans-human monsters a hunter fac-
es because he is fundamentally shallow. Although
possessed of cunning, finesse and possibly even
exceptional intelligence, the slasher is out for the
killing, and little else.



A lot of people naturally seek some kind of rea-
son behind the supernatural. In a world where vam-
pires and werewolves and witches invoke the powers
of Hell on a nightly basis, it makes sense to assume
there’s something behind it all. But slashers just hap-
pen. People do things to each other, or see things, or
hear things, or find themselves in the wrong place at
the wrong time, and sometimes nothing happens, but
sometimes, here comes the slasher, and there’s often
no telling how or when such a thing comes about.

Sure, sometimes a slasher has a tragic childhood.
Sometimes, someone who’s seen too much killing
goes wrong and starts becoming comfortable with it.
But sometimes it just happens, and people die. And
it could happen to anyone. Whether a possessing
demon, or an accursed butcher’s knife, or a simple
fracture, it doesn’t matter. It could take anyone.
Vampires come into being because of the conscious,
deliberate intent of the monster that created them.
And everyone (who isn’t a werewolf) knows that you
become a werewolf after you've been bitten by one.
Warlocks — well, that’s their own fault.

But slashers? It could happen to anyone. It could
happen to you. And if you're hunting these monsters,
if you're trying to think like them, you're staring into
that abyss they talk about, and we all know how the

TIER ONE

abyss stares right back. That’s a cliché. Thing with
clichés, though, is that they usually get to be clichés
because they're completely true.

T{ER ONE

Hunters who work without the aid of a compact
or conspiracy may not have the gear and the resources
that working for a dedicated outfit grants, but actually,
it doesn’t put them at all that much of a disadvantage.
Slashers are often solitary. And, with a couple of re-
spectable exceptions, the compacts and conspiracies
don’t automatically know any more about any given
slasher than a grass-roots band of men and women
with a mission.

Slashers usually don’t have meta-societies like
vampires and werewolves do; they don’t often
form into covens. On the occasions that they do,
these groups are terrible in the extreme: gleeful,
arrogant killers like the Hunt Club; mindless hor-
rors like the crew of the Black Schooner; degraded
madmen like Bad Jack’s men.

No one on this level goes out looking for a slasher
to kill or capture: first-tier hunters react to these in-
dividuals. Someone they know falls foul of the hook-
handed killer who lurks at Lover’s Leap; the highway



heading into their city has become the hunting-
ground for a diabolical, crazed hitch-hiker; the creepy
family up the road have something (or someone)
locked in the cellar and it keeps getting out.

The situation occurs, and our heroes try to do
something about it. And then, of course, comes the
part where they find themselves in That Slasher
Movie, where suddenly it starts raining and the car
breaks down and shadows begin to gather.

Sudden death lurks around every corner: who's
the hunter now?

[t doesn’t always play out like that, of course. But a
slasher is hard to catch. He attacks when you least ex-
pect it. He’s just about to jump out from behind the next
corner — no, wait, that was only a cat — or he’s lurk-
ing behind the front door with his knife raised — no, it
was the tree branches brushing against the door... The
tension dissipates, you lower your guard, take a sigh of
relief. And then the next thing you know, you've got a
knife sticking out of your shoulder, or you've been ham-
strung, or you're running with a bleeding head wound
and the blood is getting in your eyes and you're starting
to stumble because your head is swimming...

Or it'd be like that, if you were stupid enough to
be alone. Unlike the hapless protagonists of the aver-
age slasher movie, seasoned hunters know that splitting
up when faced with an unstoppable killer is the worst
possible thing. More to the point, they're all probably
armed and at the very least, prepared for something aw-
ful, even if they don’t know what it is (as opposed to the
cop in those movies who has the gun, but no idea what
he’s facing, the one who ends up dead in the first reel).

Except that even when you're with friends, the slash-
er is adept at separating you. Never splitting up is harder
than you think. One slasher manipulates the environ-
ment, sets traps, changes circumstance. One drives wedg-
es between you, makes your group fall apart emotionally.

With all the research in the world, the best your
grass-roots hunters have to help them are their wits
and luck. It might get them out of the story alive...
but none of them should count on it.

&ONe WRoNG

Sometimes people who hunt monsters, being just
people, cross the line. Like Freddy (Nietzsche, not
Krueger) said: battle not with monsters lest you be-
come one. He wasn’t kidding. You can spend years
on this, and the more you hunt the monsters, the less
hope you find, the less good you see in the world. The
scum rises to the surface. Everyone seems to be out
for blood, and if they’re not, it’s only because they’re
either cowards or they’re lying to themselves.
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And there isn’t a single damn person thanking you
for what you're doing. Most of them think you’re nuts.
You've saved their lives more times than you can count.
You've kept their kids safe for years. And they don’t
even think you're worth talking to. Where do they get
off? They're complacent, and self-satisfied, and just as
capable of turning into monsters as anyone else. You
start to wonder if there aren’t just two kinds of people:
cattle and monsters. The cattle don’t deserve to live.
The monsters deserve to die.

You stop caring about the victims, maybe not car-
ing when someone gets in the line of fire, or even using
them as bait. You take a certain pleasure in torturing the
people you suspect of complicity, or killing the innocent
families of the monsters. The werewolf comes home to
his parents, and finds his parents dead in the lounge,
hanging from the light fitting with a note: you're next.
The vampire owns an art gallery: all the staff die in the
blaze. The magician has kids...

If you're not there yet, it’s best not to think
about it, about what you might become. You're
fighting the monsters. You're doing the right
thing. Yeah. Stick to that.

The hunter compacts don’t on the whole have
any systematic view on the slasher phenomenon.
Most of them know slashers exist, and all of them
have members who've met these crazed killers (and
not come back to report). But they don’t know what
to expect, and generally, hunters who work for these
groups are not really any better prepared than a ragtag
cell of first-tier hunters.

What they do have, however, is back-up: first-
hand experience from colleagues, money, a helping
hand and sometimes even a bit of legal help. It can
make all the difference to a hunter who is about to
face a slasher. Providing she survives, of course.

It’s not the way of a scholar to enjoy the thrill
of the chase. And as scholars, most of the Loyalists
of Thule stay out of physical trouble as much as they
can. They're the scholars, the thinkers. Let the other
hunters see the blood — we'll hit the books.

The problem is that on the whole, hitting the
books doesn’t really help much. While it’s quite



possible that a Loyalist might have access to the
records of Nimrod the Tyrant, the Beast of Drury
Lane, the Hag of Nola and the Black Schooner,
who’s to say she’s even likely to connect them as
examples of the same phenomenon?

In the end, it’s in the field she’s going to get her expe-
rience, and through research of narrow, local significance
— the family tree of the weird old family that resides in the
manor house, the secret records of the Monster of Glamis,
the newspaper stories that cover the racist murder of some
poor unfortunate who dared sleep with a white woman, an
abuse case, a terrible accident, the report of five men who
got acquitted of a murder (three of whom are now dead),
and so on. This isn’t “big picture” information. It’s small
scale, and it’s specific, and when you do the legwork and dig
up specific information, you attract attention.

It’s impossible to avoid; it’s as if some cosmic
force keeps trouble looking for hunters, no matter
how sedentary they are. The scholar who starts ask-
ing questions in the neighborhood about the odd
little boy who killed his teenaged sister all those
years ago and what happened to him might find
that the little boy is all grown up and still fond
of knives. The bookworm who figures out that
the peculiarly high number of fatal accidents that
have happened around the popular congressman
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might not realize that the congressman knows all
about his researches until he’s running through the
woods, his glasses broken and his ankle twisted, as
someone confident and smiling comes for him with
a vicious, heavy broken branch and the will to use
it. The researcher who delves into the archaeologi-
cal evidence late into the night for the Hag of Nola
starts to hear noises in the corners of the museum’s
store room...

One of the terrifying things about some slashers is
that even if they have no reason to know that someone
is researching them, they do. They’re often implacable
and seemingly omniscient, almost impossible to fool,
impossible to trap. And if you're a 90-pound weakling
who’s never carried anything heavier than a copy of
the Summa Theologica, when the monster comes for
you, all you can do is run.

Sometimes the running gets too much. The
weight of guilt constantly put upon the Loyalists’
shoulders and the knowledge of always being in the
sights of any number of terrible supernatural creatures
can make a person crack. A smart man or woman
finds ways to fight back. Maybe she begins to wonder
if the Loyalists really should carry the guilt for things
— methods and acts — that could perhaps be used to
take on the horrors of the modern age.



The Loyalists of Thule don’t like to talk about Valerie
Maynard, who somehow managed to rig up a warehouse
as a kind of abattoir-cum-gas-chamber, and who tracked
down a dozen werewolves. Through trickery, intimida-
tion, ransom notes for already-dead children and a dozen
other ploys, she systematically wiped out all twelve of the
lycanthropes, along with their parents, siblings, partners
and children. In the end, her factory of death was shut
down by her own people, who considered what she was
doing to be utterly obscene. But not before some of her
former colleagues ended up in the gas chamber.

THE UNjoN

Hunters of the Union are in many ways like their
tier-one counterparts, with the benefit of having some-
thing of a support network. Even so, the Union’s online
forums aren’t much use: it’s all urban legends. Some of
the first-hand accounts might prove handy in the field,
but every slasher has his own story and his own weakness.
The Hag of Nola couldn’t harm anyone innocent and
had to come if you called her (not unlike the eponymous
revenant in the film Candyman), but that was hardly the
case for the monsters who crew the Black Schooner, who
cut out their own tongues and cared little for whom they
slaughtered. Nearly every case is unique, and even those
who share characteristics (in game terms, Undertakings)
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are different enough for it to be very difficult to see the
similarities. That means a Union member might have an
old warhorse standing beside him (or typing information
into a forum thread from the other side of the world), but
that doesn’t mean it’s any good.

Union members sometimes go over the edge. The
difficulty of keeping hold of one’s sanity, of protecting
(and sometimes failing to protect) family and home
can make them especially prone to become Avengers.
A man whose wife and kids fell prey to some mon-
ster (it doesn’t matter what kind) can fall far and fall
hard. The Union are, let’s face it, vigilantes anyway,
and regardless of what the comic books say, vigilan-
tism isn’t generally conducive to mental balance.

The industrial-strength contempt that a slasher holds
for the human race can make a man or woman do terrify-
ing things, but more importantly, it can endanger every-
one in the Union, anywhere in the world, because the last
person you want to have access to your personal details is a
bona fide psycho who no longer cares if you live or die.

ToUcH ON MONSTERS,
ToUst oN THE cgg’éEﬁ
OF MONSTERS

Union Forums > Field Updates > dealing with
the root cause




THE UNION [NETUORK ZERO[NULL HYSTERIIS

YouTube doesn’t tend to host
movies of serial killers or slashers. Well, it hosts
clips pirated from slasher movies, but not the real
ones. And there’s the thing: it’s one thing to post up
a video of Bigfoot shambling across a stream. It’s an-
other to get video of a werewolf changing shape. But
you don’t get film of a mad unstoppable killer. And
that’s partly because you can’t post actual death via
most Internet service providers, and partly because
slashers too often just look like people, and partly
because if you're close enough to film the Hook Hor-
ror of Santa Barbera, you're probably not going to be
alive long enough to post it on the Internet.

Still, like the Loyalists of Thule, hunters from
Network Zero are curious sorts and they do research.
Not all slasher events excite the interest of the Secret
Frequency. The weird ones get the guys with the han-
dicams coming along, the cases that connect to the
old urban legends and ghost stories, the stories about
underground colonies of pale-skinned mutants or the
one about the dog gone feral that no one can kill.

Often, slashers turn out not to be quite as super-
natural as people think they are. A Network Zero
guy with a camera might turn up looking for Moth-
man with claws, only to find a madman in an oil-
skin, goggles and a machete. Outside his buddy in
the Union, his only defense is to try to make what he
knows public and to get a tape to the cops before it’s
too late, but what good is circulating something no
one believes to be true?

Unlike many other hunters, Members of Net-
work Zero don’t tend to go nuts and kill people. Still,
it’s possible for a hunter who's filmed too many hor-

rors to develop
something of a fetish for it. He starts wondering
about setting things up, about making it happen. He
keeps a collection of snuff movies... homemade ones.
[t’s not common, but it’s happened.

A celebrity of the Secret Frequency who goes
wrong in this way probably won’t last long before
someone catches him. If he gets caught by the au-
thorities, the chances are that his conspiracy-theorist
buddies, many of whom value his film work immense-
ly, won'’t believe he’s guilty. Maybe they’ll even try
to stage a rescue or organize an escape (or get a group
of hunters they know — your players — to try to
break him out). Their success could be fatal.

NULL MYSTER|S

In Jouwrnal of Pathological Psychology 1991, vol. 2,
George Roberts of the University of Wales, Swan-
sea, wrote a paper about slashers. It’s important for a
couple of reasons. First, Dr. Roberts’ work was torn to
pieces within the next two years, despite the fact that
in several ways, he was right on the money. Second,
Dr. Roberts got torn to pieces himself within about a
month of initial publication. The paper sank without
trace, which is par for the course when you do your
research with Null Mysteriis. Of the organizations,
the academics of Null Mysteriis have at least done
some work on parts of the slasher phenomenon. The
work isn’t complete, or even particularly detailed,
just a couple of journal articles and the proceedings
of a symposium held in 1991.



They’re aware that slashers exist, and several
have strong ideas about the psychopathology of
the “slasher condition.” Their knowledge is vastly
useful, and has saved lives, but it’s only part of the
story, and the phenomenon contains things the Ra-
tionalists of Null Mysteriis couldn’t possibly under-
stand. The Open Minds might be prepared to accept
there might be more to it than simple psychology,
but even so, they depend on the same ideas as the
Rationalists. One or two of the Cataclysmicists
have put forward the theory that the wild increase
of the slasher phenomenon is yet another datum of
evidence pointing towards an oncoming apocalypse,
but even the Open Minds have trouble accepting
that as a viable hypothesis.

More supernatural slashers pose a problem for
Null Mysteriis, but the irony is that sometimes it’s
the legendary sort to whom a member is most vulner-
able. For example, in the movie Candyman, the hero-
ine stands in front of a mirror and calls the slasher’s
name five times because she doesn’t believe and wants
to show it’s a sham. And of course, the urban myth is
true and the killer comes to bloody life. A Null Mys-
teriis investigator can fall into the same trap: in show-
ing that there isn’t any ghostly marauder, he brings it
to glorious, malevolent life.

Academics are weird: they can be the mildest
men and women in the world, and yet can be mean-
spirited and brutal when aroused on a subject that
excites their passion. In-fighting at academic insti-
tutions is sometimes terrifying to behold. Few would
perhaps go so far as to start slicing up their rivals, but
then, most academics aren’t faced with the half-eaten
cadavers of their colleagues or forced to watch their
deeply-held beliefs about the world fall to pieces as
some witch or vampire does something impossible.
Even so, if a member of Null Mysteriis did somehow
become a slasher, he’d likely be a Genius or a Charm-
er, and operate on some cold, strongly binding code
(consider the eponymous anti-hero in the TV series
Dexter, a blood spatter analyst who hunts down serial
killers using his formidable detective skills and then
murders them, gorily).

THE PSYed PhT#OLcGV
OF W URBA LEGEND

Null Mysteriis published the proceedings of its
1991 round-table symposium in The Psychopathol-
ogy of an Urban Legend: Towards an Understanding of
the “Slasher” Phenomenon (London, 1991). Notwith-
standing massive holes in its information, it’s possibly
the best single piece of scientific work done on the
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slasher phenomenon, taking among its case studies
the accounts of the Beast of Drury Lane, Jack the Rip-
per, Christopher Moon and many others, but wholly
ignoring more extreme or supernatural accounts
(read: any slasher with a Scourge Undertaking).
VASCU actually uses it as a resource, and the librar-
ies of Task Force: VALKYRIE, the Loyalists of Thule,
the Lucifuge and the Malleus Maleficarum each con-
tain more than one copy. The Field Projects Division
of the Cheiron Group does not recommend its use.

A hunter with a copy of the book gets a +2 equip-
ment bonus when using the Behavioral Science Tac-
tic (see p. 132), but only when profiling a slasher with
a Ripper Undertaking (Avengers, Brutes, Charmers,
Freaks, and Geniuses). On the other hand, the Null
Mysteriis academics present at the symposium avoid-
ed dealing with the more way-out cases, and hence
The Phenomenology of an Urban Legend gives no help
at all in profiling scourge slashers (Legends, Masks,
Lunatics, Mutants and Maniacs).

THE LoNe NieHT

[t’s rare that the wild-eyed hunters of the Long
Night have much in common (beyond the Vigil it-
self) with anyone in Null Mysteriis, but those few
among the Tribulation Militia who have thought
about the slasher phenomenon agree, to some ex-
tent, with the Cataclysmicists. Slashers are the foot
soldiers of the apocalypse.

Their rationale is, of course, different. The slash-
ers are Satan’s mark upon society, the madness that
comes from a world infected by sin. It’s everywhere:
you can feel it in the air, a miasma that clings to ev-
erything, that soaks your clothes, that makes you feel
ill when you go out on the streets and see the filth
that’s peddled in every shop, on every billboard, on
your television screens and radios...

As the henchman of the Adversary, the slasher
must be stopped.

If it’s ironic, it’s not overly surprising that hunters
of the Long Night fall into the ways of their enemies
with terrifying regularity. The fear and the horror take
their toll: the experience of the Long Night hunter
robs the world of its beauty and hope — the world
is corrupt, but faith offers no solace for them. Small
wonder, then that Long Night hunters sometimes be-
come Avengers, Charmers or Geniuses, twisting their
need to save the world to serve the urge to murder,
or maybe even forsaking the path of righteousness al-
together, secretly adopting the worship of Satan and
offering victims to his name, all the while going to
church, taking communion and singing along with the
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hymns (hunters who become Charmers and Lunatics
are likely here). The worst ones are the ones who don’t
forsake the faith, or at least think they don’t. They kill
in the name of God (sort of) anyway, and it only takes
a slight twist to make a man or woman kill anyone in
the name of God, becoming a grim, brutal Avenger or
a simple kill-first-think-later Brute.

THE ASHNOCD ABREY

When you're the kind of person who loves a good
hunt, what better prey than a killer possessed of na-

tive cunning, speed, determination and a seeming in-
ability to lie down and know he’s licked?

[t doesn’t get any better than that. Of course,
the Abbey members are mostly borderline psychos
anyway, and slashers — particularly Charmers and
Geniuses — might get a kick out of joining. Once
or twice, the Freak-ish offspring of those inbred mon-
eyed families you hear about have been brought along
on hunts, kept on a tight leash (sometimes literally).
There have been several members of the Ashwood
Abbey who, over the years, have either maintained




dual membership or transferred their membership to
the Hunt Club (see p. 74).

Sometimes the members of the Abbey find a killer
they respect and invite him to join — in part to get
him off the streets and into some “productive” killings,
in part to honor his twisted talents. In 1888, a group
from the Abbey found Saucy Jack himself. The story is
common currency among the Abbey: he joined, he was
good at killing beasts, but then he got bored. When he
went back to killing prostitutes, the Abbey ended up
hunting him down and killing him.

Sometimes, someone finds out about the Abbey’s
connection with the Ripper and tries to blackmail
them, but it never works out; would-be blackmailers
go the way the Ripper did. And that’s where it ends.

cNTecHiNe Jhek

Except that isn’t where it ends: see, Jack is still out
there. No one knows what he is exactly. A ghost? A
spirit? Something worse! Whoever he was doesn’t really
matter. What he is now matters: a paragon or personifi-
cation of murder, a veritable Patron Saint of Slashers.
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The unwary or the mad can find out who he is with
one of the three Ripper Letters that were published dur-
ing the height of his career. The “Dear Boss” letter is kept
at Scotland Yard, under lock and key now, but the other
two letters, namely the letter addressed “From Hell” (orig-
inally accompanied by a human kidney) and the postcard
signed “Saucy Jack” have been missing for over a century.
They were originally stolen by one of Jack’s Ashwood
Abbey colleagues in return for his aid, but vanished again
when Jack went walkabout. They resurface sometimes,
and hold the power to call Jack back from wherever it is
he went when the Abbey killed him. Hold the letter in
your hand and read it, and write another one back to him
in reply. Burn your letter with a candle and there he is, all
ready to do business, all smiles and expansive hands, teeth
glinting in the light like the steel of a fine new butcher’s
knife, ready to show you exactly how he did what he did.
He’s always ready to find a new pupil.

THE HUNT cLUB

An irony: the Hunt Club isn’t an organization of
hunters. It’s an organization of killers. Superficial simi-
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larities between the Hunt Club and Ashwood Abbey (the
affluence of their members, the exclusivity of their mem-
bership practices) cause some hunters to confuse them, or
assume that one is a department of the other, but notwith-
standing the occasional member of the Abbey who joined
the Hunt Club, they’re wholly separate organizations with
their own structures and their own resources.

This isn’t to say that they’re not of use in a fight: a
Hunt Club member might find the idea of facing a su-
pernatural monster utterly thrilling. A hunter cell goes
looking for a monster; they run into someone who can
handle herself and who's after the same prey. The hunt-
ers make the entirely understandable error of thinking
she’s a good person to have beside them. The decision
bears fruit in the short term, but after the monster’s
dead and the hunt is over — what then? And will our
hunters be able to get out alive when their new friend
decides they’re her next quarry?

The smaller organized groups of hunters may still
rely a lot on luck, but even vast conspiracies don’t
have much to go on. The more powerful hunter
agencies have the resources to deal with the slasher
phenomenon but like the less powerful organiza-
tions, their response to the problem is reactive. And
sometimes, not even that: some agencies that one
would think would take pains to eradicate monstrous
individuals don’t even seem to care. Individual hunt-
ers belonging to these agencies often care deeply and
fight just as desperately as their friends, but find to
their shock and frustration that the back-up they
need to succeed is not forthcoming.

THE cHERON GRoUP

When you're at the heart of a conspiracy the-
ory, practically nothing you do can convince any-
one you're not. And the Cheiron Group just attracts
wacky theories like a big old legend-magnet. The
Scientologists reckon the Cheiron Group is one of
the prime movers behind the Psychiatric Conspir-
acy. The Fundamentalists think they’re one of the
heads of the Great Beast. And among the Aegis Kai
Doru a theory has been doing the rounds for years
about how the very first slashers, the originators of
the slasher phenomenon in fact, were those heroes
of myth and legend. Of course, the very first of them
was Heracles, who killed beasts, kings, and his own
children in his fabled madness: and Heracles’ tutor,
the one who taught him to be a “hero?”

Cheiron.



The implication is that this is a symbolic repre-
sentation of a more concrete truth: that the myste-
rious cabal who may or may not have founded the
Cheiron Group invented the slasher phenomenon.

No one’s ever going to be able to prove that one
(we think), but it’s interesting to compare that theory
with the Cheiron Group’s policy on slashers. For one,
the FPD Handbook doesn’t cover them at all, either
as a phenomenon or as individual case studies. FPD
agents who run into them are more or less on their
own as far as background information goes.

This isn’t to say that FPD agents don’t run into
them. Of course they do: they’ve got a free rein to in-
vestigate inhuman or supernatural phenomena with a
view to recovering material, and a nine-foot-tall man
with an urge to slice people up and an apparent invul-
nerability to bullets fits the bill quite admirably.

Besides, FPD agents often find themselves want-
ing to fight the monsters just as much as their fellows
in the other compacts and conspiracies. It’s not their
fault if they get told by their masters the Cheiron
Group doesn’t want to retrieve any slashers and they
don’t count towards the quota. Which either means
they don’t consider the phenomenon to fall within
their remit, or that they don’t think they have any-
thing more to learn.

Even stranger: an unsettlingly high proportion
of FPD agents exhibit slasher behavior (often as
Charmers, Geniuses, Lunatics or Maniacs) either
because they turn slasher in the course of their
work, or they were slashers in the first place. It’s
almost as if the Cheiron Group goes out of its way
to get psychos on its side, and often long before
they go out in the field.

It’s even become part of Cheiron’s corporate sub-
culture: FPD agents, having absorbed the atmosphere
of American-style business, talk about “Batemans” or
“going Bateman” when they talk about slashers on the
team, in reference to the protagonist of Bret Easton
Ellis” American Psycho, the archetypal killer yuppie.
Going Bateman seems to be an occupational hazard
in the higher echelons of Cheiron. In the world of
finance and business acquisitions, things can get a bit
cutthroat. But in the Cheiron Group, it seems to be
not nearly as uncommon as it should be for an execu-
tive in finance (like the titular American Psycho) to
confuse mergers and acquisitions with murders and
executions. Cheiron has ways of finding its execu-
tives darkest, bloodiest secrets, and the group, like so
many global corporations, considers itself above the
law. Executives who “go Bateman” get moved side-
ways to FPD as a matter of policy, long before any
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outside authorities catch them. The idea is that their
talents make the company some profit before they go
too far off the edge.

These “Batemans” seem to be guinea pigs for all
sorts of treatments. They get plied with pills and new
therapeutic equipment at every opportunity, rang-
ing from shock-collars right down to inchoate “ge-
netic treatments”, which might be attempts to cure
the slasher of his tendencies (or hold them off), or
to keep him docile and easily controlled, or to ramp
up his aggression to even more inhuman levels. R&D
isn’t telling. And it’s up to the agents of FPD to pick
up the pieces when the inevitable disintegration hap-
pens and people who shouldn’t be getting dismem-
bered end up on the wrong end of a Bateman’s knife.
It’s not half as uncommon as it should be for FPD op-
eratives to go out looking for their own former com-
rades with the sole intention of putting them down
and clearing up the mess.

THE LUeiFUcE

The 666 agents of the Lady Lucifuge view the in-
creasing incidence of the slasher phenomenon in a
way not unlike the way members of the Long Night
do. They'’re the mark of Satan’s hand in the world as
it nears the promised Armageddon. Your average rep-
resentative of the Lucifuge is a little more nuanced
in his opinion than the Long Night zealot, preferring
to imagine the slasher as being an unwitting tool in a
much larger plan.

The Child of the Seventh Generation even has
a kind of sympathy for the slasher, imagining him as
being in much the same boat, a kind of unwitting
bearer of the mark of evil. This doesn’t stop the Lu-
cifuge’s agents from doing their damnedest to destroy
slashers. It’s often kill or be killed, after all. But like
all that the Lucifuge do, the act is bittersweet. It car-
ries with it regret.

Of course, not all of the Children of the Seventh
Generation join the Lucifuge, and a fair few of the
ones who don’t (or don’t get the chance) find it easy
to indulge their Satanic heritage. Going slasher is
easy when evil is in your blood. When you're a child
of Satan, what’s left to you? And as is so often the
way, these are the killers whom the Lucifuge’s people
can’t help meeting — brothers and sisters. The sym-
pathy for the killer that already exists in the mind of
a representative of the Lucifuge can turn into much
more than sympathy. The Devil’s mark never really
goes away. Surrendering to that is easy.

The Child of the Seventh Generation who falls
onto the road of the slasher does it spectacularly, al-
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ways becoming one of the more flamboyant and bi-
zarre kinds of killer (in game terms, a Lucifuge char-
acter who becomes a slasher takes a supernatural
Scourge Undertaking). Perhaps she becomes more
obedient to the Laws of Hell (becoming a Legend) or
develops a devilish magnetism (a Maniac). She might
change physically, as the power of Hell grows ascen-
dant within her, growing horns or hooves, or strange
scales on her skin as she loses her mind and grows in-
ured to killing (a Mutant), or lose her face and her
faculties altogether (a Mask). Or she perhaps cracks
the other way, and becomes a single-minded destroyer
of everything she sees that has even the slightest taint
of her heritage (a Psycho). An agent of the Lucifuge
who becomes a slasher doesn’t often survive for very
long. The Lucifuge herself takes an interest, seeming
somehow to know when one of her own goes rogue
and commissioning others to do something about it.

TASK FoRek: VALKRIE

The Men in Black know about slashers as a
vague, inchoate phenomenon, but most of what
they know comes from monitoring the work of Null
Mysteriis and VASCU. Often, they let the other
agencies get on with the hard part of the work, if
only because it saves resources (funny, though, how
selective TFV’s masters are about the budget. It’s
almost as if they only mention it when it suits them.
Not that this is anything more than an opinion.
Nah, it’s just paranoia).

As far as TFV is concerned, the simple fact is
that slashers often don’t fall within
theirremit: they’re not ENEs, they’re
just psychos. The Federal Bureau of
Investigation (FBI) and local law
enforcement can deal with that
one, and Task Force: VALKYRIE
can continue pursuing their War
Against Terrors. Besides, some-
times the slasher happens to be
the son of a congressman, and you
can’t arrest him.

Of course, agents in the field
know they’re kidding themselves
if they think that. These guys
might just look (mostly) like
people, but how come they don’t
fall over when they’re shot? How
come they can do things that
normal people can’t, like talk
perfectly ordinary folks into their
psychosis or somehow manage to
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take out six heavily armed agents in the middle of
a room without a scratch? How do they spring out
from around corners and behind doors like that? No,
there’s something going on there. But try telling the
top brass that. Official line is to let the ordinary Feds
and cops handle this one, and concentrate on the
werewolves and vampires and stuff.

The one exception, of course, is dealing with a
slasher who used to work for TFV. It’s not common,
but just like so many of the other compacts and con-
spiracies, the horror takes its toll on a person. Given
that TFV agents are often pretty shell-shocked by
their experiences (sometimes before they even join
up), it doesn’t take as much as it should for them
to go batshit crazy after a while. There’s no counsel-
ing service for TFV, no regulation psych assessment
for agents who deal with demons and vampires on a
regular basis. There’s no way of telling when a cell
working for TFV will have to put a bullet through
the head of a team member who's just sliced up half
the population of some Virginia mountain hamlet
because he’s convinced they’re monsters.

MNLLEUS MNLEFIARUM

Far, far too many killers have done their grisly
work in the name of Holy Mother Church for the
Shadow Congregation to be complacent or igno-
rant about the slasher phenomenon. Records talk

of the Priest of San Ambrosio, who, in 1772, killed
a hundred and one of his parishioners before immo-




lating himself. Or the Sister of Mercy who showed
her particular brand of “mercy” to forty or more of
the patients in her Dublin hospital in the middle
of the 19th century. Or, of course, the Inquisitor of
Badajoz, who contrived the deaths of literally hun-
dreds of innocents in the high days of the Spanish
Inquisition before being tortured to death on his
own rack by an unknown hand.

It’s a cause for vigilance: an avenging soldier of the
Church who faces too many terrible things can lose sight
of who deserves wrath, who merits justice, and who war-
rants mercy.

Mother Church is, say the leaders of the Malleus
Maleficarum, a reflection of Christ, of whom she is
the eternal Bride. And as such, although the same
yesterday, today and tomorrow, the Church exists in
no vacuum: society changes and it is the Church’s
duty to remain conversant with the world’s move-
ments. And so it is that the Shadow Congregation
recruits psychiatrists and profilers, who work along-
side their ecclesiastical colleagues. Priest-Confessors
absolve the sins of the Congregation’s field agents as
part of the regular observance of the sacraments. And
at the same time keep a close watch on the psycho-
logical balance of their colleagues for signs that they
could go as wrong as so many of their predecessors.

On their hunts, the faithful of the Malleus Ma-
leficarum concern themselves mainly with vam-
pires and witches, but that doesn’t stop them from
investigating the marks of Satan wherever they
see them manifest. Too many slashers offer their
victims to Lucifer for it to be a coincidence, say
the faithful of the Shadow Congregation, and too
many drink the blood of their victims for the Ham-
mer to be able to ignore them.

The problem with a slasher incident is often that
by the time you know you’re facing a slasher, you're
already in the middle of pursuit, if by some fluke
you're still alive. Still, the agents of the Shadow Con-
gregation have access to well-furnished libraries con-
taining much of the most recent and progressive psy-
chological works maintained by the Order of Saint
Ambrose. If there’s time to hit the books, the Shadow
Congregation’s members have ample resources... as
long as they have the opportunity.

ASCENDING ONES

The streets are full of monsters, but the truth is
that if you can survive on the streets, you can survive
anywhere. For all their ancient heritage, religious fer-
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vor and occult skill, the vast majority of the Ascend-
ing Ones live on the toughest streets of a hundred
cities worldwide. If they have little in the way of in-
formation about the slasher phenomenon, they have
perhaps the best chance of actually dealing with it,
for the simple reason that they are hardened to terri-
ble things, supernatural and mundane. Many of them
find killing easy anyway, or at least easier than they
did when they started, particularly when they have
chemical and alchemical aid. The powerful certainty
that drives so many of them is their best friend and
their worst enemy.

The Ascending Ones don’t tend to go looking
for solitary monsters, on the whole. Their business
lies with the more social monsters, the ones with
organizations and conspiracies of their own; their
plans are complex and rely as much on diplomacy
as brute force. Faced with a cunning, implacable
killer, the Ascending Ones can only react. The
Jagged Crescent respond the best, perhaps, making
use of an equal cunning, born of the streets and a
savagery developed in the toughest field of all; the
Knife of Heaven can be easily as implacable as the
most determined Mask; and the Order of the South-
ern Temple bring an institutional culture of quick-
thinking and intuition to the table.

In fact, sometimes it can be hard telling the
difference.

The gang banger, the drug-dealer, the ruthless
cultist and the hard-line fundamentalist all use vio-
lence to achieve their aims, and they know they’re
right. It’s paradoxical: theirs is the absolute inflexibil-
ity of the trusted intermediary. It’s one thing to bring
two warring parties to agreement. It’s quite another
to agree with either of them. And to stand between
two factions of the dead, or the changers of skins, is to
see them, and perhaps to learn to loathe them more
the better you understand them.

The work of the Ascending Ones can easily turn to
bloodshed, if only a delicate balance collapses. It doesn’t
take much to want to make it collapse, to start a war
rather than stopping one, to kill someone (or some-
thing) and inject a little bit of personal editorial into the
missives each side sends. The point of stopping super-
natural turf wars is to keep the innocent safe. But they’re
weak. Would they last five minutes on the street? If they
wouldn’t, why do they deserve to be spared? If they can’t
get out of the way, it’s their fault.

Complete disregard turns to a certain joy in seeing
blood spilt. And then it’s too late, and not only is the
Ascending One consumed with killing, but he’s just de-
stroyed a round of negotiations that may have taken years
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to set up, and might have wiped out the reputation of his
group forever for every supernatural and social being in a
radius of hundreds of miles. He’s killed a legacy, as well as
beings innocent and guilty alike.

Small wonder then that this has only happened a
few times in the history of the Ascending Ones. All
of the disparate factions keep a close watch on any
member who looks like going off the rails, the better
to leave him gutted in a storm drain before he can
completely derail the Ascending Ones’ work.

AEG(S KN DoRU

The urge for killing has infected the human race
throughout history, from Nimrod with his desire to
see men die in his deranged building work to Heracles
with his homicidal rages.

The legends of Classical Greece tell of the Bac-
chae, who worshiped Dionysus and went mad, roving
across the countryside of the Arcadian and Pelopon-
nesian peninsulas. Men and women alike, they copu-
lated wildly and tore living creatures apart with their
hands and teeth. The myths of Pentheus and Or-
pheus attest to the psychotic nature of these people;
and although orthodox histories describe the rituals
in tamer terms, a germ of truth nests in the myths.

Bacchae existed who had gone mad and could only
rape and kill; they did indeed wander in groups, less
an organization of slashers than a plague who could
convince you to join them with wild songs and lewd
gestures; the alternative was to be dismembered by
their blackened, bloody fingers and teeth.

The Aegis Kai Doru have their own record, tell-
ing of how they wiped them out, but only after several
of their own joined them and had to be killed. In an
underground maze in Athens once inhabited by the
walking dead, they even today keep custody of a ca-
duceus wrapped in a pair of still-living snakes, shut
within a thin golden case. If it’s held to the sky by
a determined hand, people go wild en masse, trans-
formed into an assemblage of Masks and Freaks who
have the power to make others join them.

And this is one of the big secrets of the Guardians
of the Labyrinth: they have many such artifacts in
their possession, things that can make the most peace-
ful people kill. On Lindisfarne Island, a small monas-
tic cell contains a Viking ax with a thirst for blood. A
group of Guardians jealously stand watch in a tene-
ment apartment in Brooklyn over the meat cleaver
that drove Michael McKay mad and made him unstop-
pable, its handle still engraved with his strange killer’s
prayers and stained with 90-year-old blood. The mask



of
the Con-
tinentHighwayman,
Nick Herbert, who shot fifty
men and women dead on the
roads of Nottinghamshire in the late
18th century, but never stole a penny, sits
in a chest in a church in the town of Melton
Mowbray, and the vicar rarely lets it out of his sight.

These are the Tools of Blood; and more exist. The
Aegis Kai Doru is no more likely than any other conspir-
acy to run into a slasher, but after the fact, they’re often
there to help clean up and retrieve what’s left. They know
well that slashers are not normal people, that even the
most explicable cases have some extra-normal cause. Items
these people leave behind become charged with some sort
of emotional energy, or so believe the Guardians. A killer’s
knife or cleaver; a gun, a badge, a mask, a coat: all these
things could one day be the means by which another man
or woman goes mad and gains the desire to kill.

Factions within the Aegis Kai Doru argue about
what should be done with these objects. Members of the
Temple insist that these things should be kept safe, and
never allowed to fall into the wrong hands. The Scroll’s
scholars, meanwhile, agree in principle, but see little val-
ue in keeping things that have no use. Many members
of the Sword agree with the Scroll on that point at least
but insist that this is why they have to try to find a way
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touse
these things to up-
hold the old Vow. The Aegis Kai Doru stands at an
impasse on this point. It’s probably for the best: expe-
rience has shown that sometimes a Guardian can fall
prey to temptation, and see what happens if you use one
of these Blood Tools, just once...

In 1976, a riot broke out in Athens, and dozens
of people died in seemingly needless violence. A sin-
gle press photograph of the day showed a crowd of ri-
oting people, and in the background, a naked woman
holding aloft what looked like a caduceus.

A Guardian who absconds with one of the Ae-
gis Kai Doru’s treasures has nowhere to run: sooner or
later, his former masters will hunt him down like a
dog. If he absconds with one of the Blood Tools, the
hunt is doubly desperate. If he isn’t caught, the killing

begins, sooner rather than later.
YAScU

The slasher receives a definition thanks to the
Vanguard Serial Crimes Unit. They’re a small, under



funded federal agency (part of the FBI, actually), and
on paper they’re about investigating and profiling se-
rial killers and spree killers.

What they don’t say on paper is that they maintain a
small but powerful group of psychics. A pseudoscientific
procedure known as the Wintergreen Process awakens
in latent psychics the power of clairvoyance, directed
towards investigation. These “Teleinformatics” are both
incredibly useful and terribly, terribly dangerous.

VASCU operatives don’t just investigate crime
scenes: they feel the emotional resonances in these

VASCU

places. They detect lies. They ask eerily pertinent
questions. They see the past. They can perform amaz-
ing intuitive leaps in research and profiling.

The biggest obstacle VASCU faces is that
hardly anything its agents’ powers uncover is ad-
missible evidence in a court of law. Their constant
frustration is that time and again a slasher goes free
to kill, acquitted of charges that the prosecuting
agents know are true.

Small wonder, then, that so many of them
go mad.
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Serial murder is one of the crimes that most
homicide squads hate. People who kill on more
than one occasion have a fundamental disconnect
with the normal human way of thinking. Even the
best detectives and profilers can make mistakes,
and those mistakes cost lives. If the police depart-
ment believes the murderer to be a serial killer, it
has the option of calling in some assistance.

The FBI maintains a specific unit of agents
who deal with spree-killers, serial killers, and
slashers. VASCU dispatches agents to assist police
investigations, and maintains sleeper agents in the
field. These agents look for evidence of all kinds of
killers, from deranged sociopaths to supernatural
terrors. Unlike other groups who hunt “monsters,”
VASCU has one major benefit— and it’s also their
greatest handicap. Vanguard agents are bound by
the law, and that means bringing killers in to see
a fair trial wherever possible. Modern America is
pretty far from the Wild West, and lawmen can’t
just shoot people they’re sure are killers — even if
those killers can shrug off a fire ax to the skull.

VASCU has jurisdiction over any sus-
pected serial murder. Before the police can call
them in, they need three murders suspected or
recorded with the same modus operandi — the
same characteristic pattern and style that indi-
cates one specific murderer. In extreme cases,
dubbed “chainsaw massacres” by agents too
green to have seen one and those too jaded to
care, those three murders happen at once in
an orgy of violence. In other cases, the serial
killer is involved in separate crimes linked by
a single method. When the murders are spread
out like that, local homicide detectives involve
VASCU when something plainly weird is go-
ing on — the killer might eat his victims, or

leave evidence that he’s far stronger or smarter
than normal humans.

In some cases, it’s not the local police depart-
ment that calls the Feds. It could be someone in
local government, a mayor wanting people to see
him doing something about the killer terrorizing his
city. Other times, a normal person makes the call.
While officially VASCU cannot respond directly
to reports of crimes from citizens — that’s what the
police are for — they do have a great deal of lee-
way when it comes to cases that agents uncover as
part of their own investigations and intuitions. The
unit’s unique nature means that an agent can find a
way in to any case that grabs his attention.

Vanguard agents aren’t like any other FBI
agents. Most of them have picked up the basics of
criminal profiling, and most also know their way
around a crime scene, but that doesn’t get anyone
the amount of flexibility that the Bureau gives
to VASCU. Every agent in the Unit is unique
among the FBI. Why?

Because every agent is psychic. Criminal pro-
filers claim they get into a killer’s head. A VAS-
CU psychic does that directly, feeling everything
that a killer feels. The best forensics teams can
re-create what they think happened at a crime
scene, but a Vanguard agent can stand at the
scene and see the killer plying his deadly trade
inside the theater macabre of his own mind.

The unique nature of its agents is VASCU’s
little secret. Though every member of the unit is
an FBI agent on paper, anywhere up to two-thirds
of their membership would have failed the agen-
cy’s normal rigorous training. They get in through
a loophole. The physical tests that prospective
agents go through don’t just monitor heart-rate
and blood pressure. They also test for psychic la-
tency, scanning the subject’s brain-waves. Roughly

THE ONLY THING WORSKE THAN OUR JOB
IS5 WHAT HAPPENS IF WE DON'T DO IT.
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one in every hundred prospective agents tests positive, and even if one
of them fails the rest of her training, she’s still brought in to VASCU
— assuming she’s not an unmerciful fuck-up.

To avoid VASCU being a pool of untrained agents ruin-
ing investigations with their bumbling, the same tests are
administered during the yearly physicals required
by the FBI’s health insurance provider: ex-
isting agents who test positive for psychic
potential merit a quick transfer to VAS-

CU. The wing of Human Resources
that deals with the unit ensures there’s
never more than two “newbies” to every
qualified agent. When they've too
many new entrants, HR simply puts
psychic-positive recruits on hold until
they can make up the numbers.

Neither the new recruits nor the
transferred agents know why they’re sud-
denly tasked with hunting serial killers.

A Glock and a badge only go so far. Most

agents discover their talents shortly after join-

ing the unit, though they don’t talk about it with out-
siders — not even other agents. It’s bad enough being
taken from your day job and told to hunt down people
who see nothing wrong with cooking and eating their
neighbors, attracting the attention of the rest of the
Bureau would ramp that pressure up too high.

VASCU is an open secret inside the FBI: the high-
ups know about the agents’ psychic potential, though
not how Vanguard finds its new recruits. Field agents
from outside the unit aren’t told anything, and rumors
quickly die out — perhaps a little too quickly. Even
before the introduction of psychic tests, the Unit was
a dumping ground for agents who weren’t good enough.
With fully two-thirds of VASCU’s new agents never fully
qualifying as an FBI agent, or seeing a single day of field-
work, that’s an easy reputation to maintain. Despite their
many successes, other agents routinely mock the amateurs
and make special note of the unit’s failures. Even VASCU’s
successes are a cause for friction, as untrained civilians show
up well-trained policemen and federal agents. Outside the
Bureau, nobody knows the truth. VASCU agents are FBI
agents, plain and simple. Mentioning psychic abilities to any-
one outside of Vanguard is a one-way ticket to dismissal — and
possibly criminal charges.

Though they may not get full support from other arms of
the FBI, Vanguard can usually count on the support of local

CCONSPIRALY d
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police. Federal law has provisions for FBI agents
who discover a serial murderer through their own
investigations to liaise with local police depart-
ments to corroborate their investigations and ar-
rest the suspect. Even so, that support is often too
little, too late. By the time an agent has enough
evidence to call in the cavalry, he’s likely already
on site — and in great danger. All too often, un-
trained VASCU agents are the only people who
stand a chance of bringing a slasher to justice.
All the psychic abilities in the world can’t help
them, and an agent who succeeds often owes his
life more to dumb luck than training or skill. Po-
lice departments who have a lot of contact with
VASCU build a picture of them as hot-headed
glory hogs, but even that’s more a result of cir-
cumstance than character.

Vanguard’s remit covers all kinds of serial
murders, no matter who commits them. Some
agents never see anything stranger than a twisted
serial killer, but they’re in the minority. Whether
an agent uncovers a cult sacrificing humans for
their own strange purposes or strange creatures
released from an underground research facility,
everyone ends up with some experience with the
darker side of the world. Agents who develop psy-
chic talents soon find that they’re not the only
supernatural things in the world. Whether they
encounter a group of killers that can take on the
shape of beasts, or a crazed murderer who will not
stay dead, their remit goes beyond the mundane,
deep into the murky parts of the world where the
supernatural is very real.

TERMNoLoGY

The profiling community, and through them
the FBI, defines different kinds of serial murder.
Though this book refers to slashers and serial kill-
ers as a general term, some players may find that
knowing more accurate terminology assists them
in roleplaying a law enforcement agent.

Serial killers are people who kill a number of
people — in America, a serial killer has to have
killed three people to earn the title. Usually, se-
rial killers are identified before there’s a specific
suspect thanks to all the murder sharing a modus
operandi. What distinguishes serial killers is that

each of their crimes is separate — there’s usually
a cooling-off period between their crimes so that
the killer can gain psychological gratification.
The murders are usually linked both through the
killer's modus operandi and through common ele-
ments in the victim’s lives. The crimes involved
are usually first- or second-degree murder; man-
slaughter is only involved when the killer requires
the psychological “fix” of killing and doesn’t have
the time to prepare.

Spree killers murder a large number of people
over arange of locations. The majority go through
two phases, guided and random. The initial,
guided phase involves a number of planned-out
killings which tend to take place within a single
area — a comfort zone. The latter phase involves
indiscriminate killings. The killer deviates from
his modus operandi to kill more often, usually at
a predetermined destination. A smaller number
proceed straight to the random stage. The lack of
cooling off period between these murders implies
the target doesn’t get psychological gratification.
A large number of spree killers commit suicide
either with their own weapon or by threatening
armed police.

Mass murderers kill a large number of people
in a short period of time. Rather than tying the
murders together by modus operandi, a mass mur-
derer’s victims are all part of a single event. The
official definition of a mass murder is “a crime
involving the murder of four or more victims at
one location, in the course of one event.” As
the broadest category of killers, mass murderers
don’t have many psychological trends — while
one man goes postal after being fired, another
strangles random women and a third stabs people
out of a sense of religious fanaticism. Most dem-
onstrate an abnormal amount of anger in their
lives before they snap, and the source of that an-
ger gives clues as to the trigger event — the event
that starts a killer’s rampage.

Slashers are a category of multiple murder-
ers that only exists in the World of Darkness.
Of the slashers detailed in this book, rippers can
fall into the other three categories above, but
scourges are a category unto themselves. The
unique categorization is due to their paranormal
capabilities — whether they are mutated freaks
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of nature or unthinking beasts. The US Bureau of
Justice Statistics defines a slasher killing as “kill-
ings involving at least three victims where the
killer has capabilities that exceed the normal hu-
man spectrum.” While local police departments
can choose to call in VASCU for other killings,
a standing Federal law requires VASCU involve-
ment in slasher cases.

Note that the definition of “slashers” used by
the Government includes all supernatural killers,
not just tier-three slashers. Werewolf packs, mani-
fested ghosts, rogue bloodsuckers, witches who rely
on human sacrifice, and alien creatures that trans-
plant human brains into strange machines all fall
under the definition — and thus under the remit
of the Vanguard Serial Crimes Unit. Certainly, it’s

no easy task to arrest a manifested demonic spirit,
but... well, that's VASCU'’s problem.

HiSTORY

The VASCU has its roots in Hoover’s post-
war reorganization of the FBI. At that time, he
recognized that serial murderers often went unde-
tected when the murders took place in different
states. His response was the Repeat Crimes Unit

(RCU), a group of agents charged with investigat-
ing murders with the same modus operandi but in
different locations. Agents of the RCU could only
support local police departments, moving in to as-
sist in the field when called upon. A number of
repeat crimes involved inhuman serial killers and
supernatural monsters, and the RCU started to get
its reputation as the FBI’s monster-hunting wing.

THE SocfETY oF TWELYE KEYS

The RCU wasn’t the first group to tackle
slashers: the Society of Twelve Keys was the first
organization dedicated to investigating serial mur-
derers. It was founded in 1890 by police detectives
from Whitechapel CID, Scotland Yard’s central
office, and the City of London Police. The officers
involved had all been involved in the Ripper mur-
ders, and recruited from both within and without
the police forces of the time. The Society didn’t
actually apprehend the Ripper, but they made
life much harder for the twisted cult of personal-
ity — “the Abbey” — that he built around him.
By World War II, the Society had nearly three
hundred members throughout the United King-
dom and twenty more in the US. Members shared
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expertise and investigated both serial murders and
suspected supernatural crimes.

In 1949, the FBI approached the American
members of the Society of Twelve Keys to lend
their needed expertise to the RCU. To a man,
they accepted. Their history ends there, but the
larger British society carried on. Over the in-
tervening years, improvements in investigation
techniques and the lack of civilian assistance in
police operations left the Society a shadow of its
former self. The death-knell for the society rang
in 2000, after the British police caught a number
of high-profile serial killers without the Society’s
assistance. They live on in name alone, as a way

for British police forces — and
through them, the European
Police Office — to bring in
VASCU resources and exper-
tise when slashers ply their
trade across national borders.

CHHULIWNSSEE
The RCU saw some suc-
cess, but also some failures.
The most notable failure was
the Cahulawassee Massacre.
Six men went missing when
on a trip down the Cahulawas-
see River in the Georgia wil-
derness. One of them was the
brother of an RCU agent, and
the disappearance brought the
attention of the FBI. The in-
vestigation soon linked the
disappearance to similar events
up and down the river in both
Georgia and Alabama, giving
the RCU justification to act.
The investigation discov-
ered the men had been killed
by a local family who had
cooked and eaten their bodies.
On October 23, 1953, a squad
of agents moved in on the fam-
ily’s isolated farm. They were
seen and engaged in a brief but
bloody shootout. All but two
of the RCU agents died. The
family’s bodies showed extreme mutation; reports
from both agents indicate an incredible resilience
to physical damage, potentially spawned as a re-
sult from generations of in-breeding. The loss of
so many agents, combined with evidence that
the family had been killing and eating people
for at least fifty years, lead people at the highest
echelons to ask if the RCU was as effective as it

could be.
RESTRUeTURING

Hoover'’s reorganization of the RCU came
into force on November 2, 1953. The new Serious
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Crimes Investigation Unit (SCIU) had the power
to investigate any crimes that involved at least three
deaths directly, rather than waiting for local police to
request assistance. The second major change to the
unit removed the requirement for the crimes to occur
in multiple states. This reorganization laid the basic
rules of engagement that carry forward to this day.

The SCIU drew in a number of psychologi-
cal profilers who had previously served under the
jurisdiction of the Office of Strategic Services
or local governments. These profilers provided
the SCIU with a great deal of support, and the
unit was one of the first to commonly profile se-
rial killers to catch the right criminal. They also
started to profile supernatural killers, and over
time they started to isolate personality traits
common to different kinds of monsters. Due to a
lack of personnel, profilers often went along with
field agents on investigations. While some went
through full FBI training, others were agents on
paper alone, untrained and unsupported in the
face of people who had no problems killing indis-
criminately.

The prevalence of psychological methods led
to Dr. Barbara Wintergreen being relocated to the
SCIU in March 1973. Dr. Wintergreen had been
working for the CIA on project MK-ULTRA, the
Government’s psychic research program. MK-UL-
TRA was forcibly disbanded less than two months
later, but by that point any evidence of the team
sequestered away within the SCIU was long gone.
Hidden within a whole different agency of the al-
phabet soup of Government departments, Dr. Win-
tergreen’s team could continue their research in
peace. Their effects wouldn’t be felt for five years.

THE WNTERGREEN PRoCESS

Dr. Barbara Wintergreen was a maverick among
mavericks. Most of the MK-ULTRA research con-
cerned extra-sensory perception, using the abilities
of people with suspected remote-viewing abilities
to spy on Soviet operations without ever leaving
the continental United States. While some people
were able to use their abilities normally, other flour-
ished only after treatments with psychoactive drugs,
most commonly LSD. Dr. Wintergreen’s team was
looking into the effects of other drugs, primarily
ayahuasca, though she didn’t reach a breakthrough

until after she was seconded to the SCIU.

Her breakthrough involved blending dim-
ethyltryptamine (DMT) with a heavily modi-
fied Harmala alkaloid that the doctor referred
to as a “telepathine extract.” When the drug is
administered within a carefully-measured cock-
tail of other chemicals, it bonds with receptor
sites on the brain and supercharges the subject’s
information processing centers, unlocking abili-
ties that appear (and by some definitions are)
psychic in nature.

When VASCU revised the Wintergreen
Process, they realized that most agents would
either start over-thinking their newfound abili-
ties or reject them entirely. Trained FBI agents
wouldn’t go for what amounted to barely-tested
drug therapy. The Director of Operations rea-
soned that psychic abilities were significantly
easier to explain, and included covert tests for
compatibility with the Wintergreen Process in
the Bureau’s physical screenings. Agents and ap-
plicants who tested positive — and were there-
fore likely to develop “psychic” powers through
the process — swiftly received reassignments to
VASCU. Only afterwards did they learn that the
FBI tests every agent for psychic potential, a lie
that explains why an agent’s recruited without
leading to a mass freak-out.

Those agents who undergo the process describe
it as “otherworldly.” Several have compared their
experiences to alien abductions, or particularly
harrowing hallucinations — a side effect of the
drugs bonding to receptor sites on the brain. De-
spite their similarities, every agent who undergoes
the process experiences a very personal visitation
that touches on memories from their childhood.
After the visions pass, the agent awakes in a recep-
tion room where she undergoes tests to determine
what abilities the process awakened within her.
Though everyone goes through the same process,
everyone’s brain is different and the specific prop-
erties of an agent’s enhanced mind usually takes
a few forms that VASCU scientists have isolated
over the past twenty-five years (see Teleinformat-
ics, p. 165).

The real nature of the Wintergreen Project is
one of the few secrets that Vanguard holds from
even its own agents. Anyone who leaks the lie



about “psychic latency
testing” to fellow FBI
agents gets kicked out in
short order, along with a
gag order so strong that
even the supermarket
tabloids think twice
before listening. An
agent who finds out
the truth about the
Wintergreen Process,
or any background
on Dr. Wintergreen
and MK-ULTRA,
had better keep it to
herself. That kind of
information is for
the Director’s eyes
only, and an agent
who can’t keep his
mouth shut is on
a one-way trip to
amnesia through
electro-shock
therapy.  Some
secrets are just
too dangerous.

DERNRTURE

After documenting her means of activating la-
tent psychic abilities, Dr. Wintergreen grew restless.
The SCIU ignored her recommendations and sent
agents out without the proper training or informa-
tion. Agents who had undergone Dr. Wintergreen’s
process solved a number of high-profile slasher cas-
es, yet the chain of command believed the process
wasn'’t fit for field deployment — after one of the
agents suffered paranoid delusions and two others
disappeared, their fears seemed well-founded. The
doctor herself vanished, along with her later re-
search notes, in October 1978.

Slasher cases received much wider media at-
tention as the ‘70s wore on, both in the United
States and across the world. Several slashers, espe-
cially those with supernatural capabilities, killed
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the agents investigating them, or committed sui-
cide to avoid a trial. The SCIU was taking flak
from sources both within and outside the Bureau,
who saw the unit as a dumping ground — by late
1978, other departments sent their slackers to the
SCIU so they could be slasher fodder, drawing the
killers out for the “real” agents to arrest. By 1979,
the SCIU was in a bad state. Though it had a rea-
sonable amount of success in capturing serial kill-
ers, its track record against supernatural killers was
in the shitter and getting worse with almost every
case.

In 1979, the remaining agents who had un-
dergone the Wintergreen Process used the powers
that the process had awoken in them to capture
three slashers. One of the killers burst into flames
when exposed to sunlight on her way to trial, but
the other two ended up on death row. The high-
profile arrests prompted the SCIU to re-examine
Dr. Wintergreen’s research. Every agent in the
SCIU was given a psychic latency test, and those
who passed were given the option to undergo the
process. Almost all of them accepted.

The sudden uptake of the Wintergreen Pro-
cess galvanized the agents and profilers of the unit.
Though they remained chronically undermanned,
the upper echelons of the FBI agreed to test other
FBI agents. The psychic agents, redirected into the
SCIU, provided enough manpower for the unit to
start being more pro-active. For the majority of the
1970s, agents relied on local police liaisons, but
with the sudden influx of agents — and psychics at
that — slasher killings old and new started resulting
in arrests. Agents of the SCIU scored a tremendous
victory in Haddonfield, when they finally put to
rest a killer who wouldn’t stay in his grave.

VANGUNRD

After Haddonfield, the FBI restructured the
department once more. Despite the newly-em-
powered investigators, numbers still weren’t on
their side. The restructure instigated psychic la-
tency testing during the physical that every appli-
cant goes through, and also brought in testing of
all existing FBI agents. The tests piggyback on a
standard physical, and only agents who have the
potential to develop psychic power even know
that the Bureau looks for potential mind-readers.



The Vanguard Serial Crimes Unit took on all
recruits and agents who had the potential to de-
velop psychic abilities. While new recruits were
sent straight to VASCU with minimal training,
everyone involved in the unit’s creation signed
off on a strict two-to-one ratio of inexperienced
recruits to veteran agents.

Since the reorganization, which was complet-
edin 1982, VASCU has become the world’s lead-
ing authority on serial killers, from human mass
murderers to inhuman slashers, murder cults, and
nightmares given form. While they are an arm of
the FBI, their links to the Society of Twelve Keys
means that agents may be called upon to sup-
port investigations against slashers across Europe
and possibly beyond. Because of their expertise
and mental powers, VASCU agents are in high
demand. Despite their ongoing tests, the depart-
ment is chronically undermanned — only 1% of
applicants to the FBI display psychic potential.
Despite their lack of manpower, agents continue
to investigate and arrest serial killers. They have
to. They’re the closest thing to law enforcement
that most monsters will ever see.

THE L\NSINe FACILTY

For a long time, VASCU had no authority to
hold serial killers without charge or trial. Though
their focus is on capturing and apprehending kill-
ers, some slashers are just too damn dangerous.
With presidential approval, Vanguard research-
ers set to designing a prison facility specifically
for supernaturally-powerful serial killers who
could not be held within the regular prison sys-
tem. In 1992, construction began on the Lansing
Facility. It was completed in 1996.

The facility is the first prison to qualify as
“ultramax;” a level of security even higher than
the federal supermax security facility in Florence,
Colorado. The building itself is a repurposed nu-
clear bunker outside Lansing, Missouri. The staff
and guards are all VASCU agents. Psychics tend
to have abilities that allow them to read prison-
ers’ minds to detect escape attempts or control
individual prisoners, and they’re placed strategi-
cally throughout the facility. They specialize in
defining methods of incarceration for slashers
who cannot normally be captured. Most cells are
sealed from the rest of the complex by at least
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two feet of steel-reinforced concrete, with the
only access through airlocks and the only com-
munication being through two-way audio link.
The staff customizes some cells to counter the
capabilities of scourges and other monsters.

Though the Unit incarcerated a small num-
ber of slashers throughout the late 1990s, a rider
on the 2001 USA-PATRIOT act allows for the
unconditional and unlimited imprisonment of se-
rial killers who present a clear and present danger
to human life and who are not able to stand trial
for whatever reason.

If VASCU has access to such a facility, why
do they bother bringing slashers to trial?

In part, it’s because the Lansing facility is
small. There’s space for less than two hundred
inmates, and each is held for life — in the case of
some mutants and atavisms, that could be a very
long time. The bigger reason is that most slashers
would never see the facility. Part of the legal re-
quirement for the unlimited incarceration clause
states that the Director of Operations has to con-
vince not just the FBI but the Supreme Court

that an individual must be locked up
in the special facility, and every agent
working on the case helps prepare his
brief.
Many agents aren’t exactly happy
about operating their own version of
Guantanamo Bay: it’s there as a last re-
sort for killers who cannot be brought
to trial after arrest — a small number,
but one that grows every year. There’s
already over a hundred prisoners in
Lansing, and while the Director of
Operations is lobbying for an addi-
tional facility, it may take a disaster
in a courtroom to sway the President’s
opinion.

FELD OPERTIONS

Different cases call for different de-
grees of VASCU involvement. When
an agent’s called to support a local po-
lice department, she may spend more
time applying her skills and paranormal
abilities in analyzing evidence and compos-
ing a psychological profile of the case. Depending
on the police department in question, she may be
part of the bust or left trawling crime scenes long
after the crime scene units have left the place dry
of trace evidence. Larger police departments tend
to have less animosity toward VASCU agents sim-
ply because they have less contact with the Feds.
The New York Police Department has a range of
psychological profilers, forensic scientists, and ex-
perts in all kinds of murder on hand, so calling in
Vanguard is a last resort — something that only
happens when all the experts can’t put it together.
Small-town police call in the Feds whenever they
get a report of a serial killer or a slasher, and some
can get sick of Vanguard coming along and steal-
ing their thunder. A few are glad for the help, but
they're definitely in the minority.

Whenever the police decide things don’t
make sense, VASCU agents are often left to lead
the investigation. Most police departments would
rather lose some Feds to a crazy serial killer, rath-
er than some of their own officers. While they re-
main available to assist the federal investigation,
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most commissioners are glad of a chance to hang
back. That means Vanguard agents are the ones
kicking down the door and cataloguing all the
gruesome remains. No matter how clear the evi-
dence, the police called them in. The agents have
to try to arrest the slasher. No matter how much
evidence there is, or how plain the fact that the
slasher’s going to death row, the agent cannot
pull the trigger without good reason. Then again,
if she does have good reason then she’s likely got
a van full of SWAT officers out front willing to
vouch for her, even though they have no idea of
the real danger.

VASCU isn’t constrained to cases where
the police call in its agents. The hunters of
the Unit have a free rein to investigate any
leads they come across, and have access to
the Bureau’s files to help them. Sometimes,
a team of agents works on one case at a time,
relying on a tip-off or premonition. These are
the really dangerous cases — when a team
of psychic investigators goes hunting for
trouble, their combined talents have a nasty

habit of, well, finding trouble. Most VASCU
agents aren’t trained as Special Agents, and
yet they’re the ones who go out looking for
killers who think that some people look bet-
ter dangling from meat-hooks. With psychic
abilities it’s a lot easier to capture a killer, but
no court recognizes psychic abilities as ad-
missible evidence. The agents still need to go
through the whole process of investigation,
find evidence, and hopefully force a confes-
sion before the courts will deal with a killer
— or the Director of Operations will make a
case for locking the slasher up in Lansing. If
a slasher threatens an agent, she can respond
with deadly force, but the majority of agents
don’t abuse that power to kill without good
reason — it’s hard to keep secrets in a depart-
ment full of mind-readers.

A few VASCU agents work full-time in the
field. While they still report to the local FBI office
and have a chain of command from there, they spend
most of their time associating with “monster hunters.”
Often, an agent has two goals in mind when he joins
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such a cell. Most of
the monsters that
the cell hunts have
killed  multiple
people, and have
some supernatural
aspect to them, le-
gally making them
slashers. The other
reason is just as
obvious: if the cell
prefers to kill the
people and things
that they hunt
without at least at-
tempting capture,
the cell is equally
a bunch of murder-
ers. A Vanguard
agent will likely
bide his time be-
fore taking his cell
in, simply because
they’re so useful —
but in a cell with
a fanatical desire
to kill monsters,
even those who
have committed
no crime, he will
likely have to ar-
rest the others for
their crimes. That’s
not always the end
for hunters who go
too far; some cells
end up being too
useful and are re-
cruited into suicide
squads.

DWeEROUS
LINSONS
Sometimes, you have to set a thief to catch a
thief. That remains just as true when the crime is
serial murder as it is for theft. Sometimes, a team
of VASCU agents has no choice but to turn to a
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convicted slasher to crack a particularly gruesome
case. Most often, they quiz incarcerated killers
when people start dying from the same MO —
usually the sign of a copycat killer. Rather than
relying on psychological profiles, it’s often faster
for the agents to ask the original killer.

After a disastrous situation which resulted in
both the original and copycat killers going free,
Vanguard’s Director of Operations mandated
that any liaison with slashers had to be between
one slasher and a whole team of agents. Even
then, some killers try to fragment the team, see-
ing a chance to escape, or just to kill again. Many
killers try it, but most fail. Psychic agents don’t
even need to talk to a killer, they can just read his
mind without exchanging a single word.

Though the procedure for dealing with a
slasher stipulates that the deal must be entirely
one-way, most VASCU agents take a “sweeten-
er” in with them. While they have no author-
ity to alter sentences, an agent can bring books,
magazines, or comic books to killers who don’t
get to visit the prison library. Some agents have
bought a mutated killer’s cooperation with noth-
ing more than a trip to a fast-food joint.

Despite everything that VASCU agents do to
ease the relationship between themselves and the kill-
er, it’s never a professional relationship. Someone put
the slasher away, most likely a Vanguard agent. He’s
not about to help those same people capture someone
else. Likewise, most agents aren’t exactly comfortable
about working with someone who has as much regard
for human life as they have for a paper cup.

ViedE SQUNDS

Despite every recruitment push, VASCU re-
mains drastically underpowered. New killers are
rare, but even with agents spread out covering the
entire United States, as well as teams tasked with
overseas operations, nobody’s got the manpower to
stop them. When things get really bad — if the
Hunt Club has been particularly active, or a cult’s
halfway through a mass sacrifice — VASCU needs
to do something. In those instances, they occasion-
ally deploy a disposable resource in the charge of
field agents. Agents who act as minders in the field
have dubbed these resources “suicide squads.”
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Most often, a suicide squad is a cell of mon-
ster hunters who made the mistake of working
with a Vanguard agent. Others were in the wrong
place at the wrong time, and the local authorities
locked them up. How they ended up in prison
doesn’t matter, Vanguard can use them on the
outside. VASCU secures their release — condi-
tional on working with one agent as a “handler.”
In some cases, a suicide squad isn’t just unlucky
monster hunters — one or two agents may hand-
pick a squad based on psychological profiles of
the criminals, working out who would be best-
placed to take down a slasher. The inmates get
a shot at life on the outside again, and they get
to fuck up all manner of monsters — some hu-
man, some far stranger. Three basic rules govern

SERLAL CRIMES

all field operations: 1) at least one VASCU agent
per three convicts at all times; 2) if anything hap-
pens to the handling agents, all members of the
squad are considered escaped convicts; 3) the
squad initially aims to capture, not kill, and can
only use lethal force with an agent’s go-ahead.
While the relationship between a suicide
squad and their handlers may appear jovial,
they’re never friends. The handlers are agents
of the Government, and the people under their
charge are convicted felons. A handler has the
power to send them back to prison in a heartbeat,
but as long as they go along with him they stay
on the outside. Normally, that’s enough incen-
tive for the group to work together. Even then,
some hunters try to escape — but most handlers

UNZIT CCONSPIRACY?
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are talented psychics as well as experienced field
agents, and anyone thinking about running has
to be damn good at hiding (or have a compact or
conspiracy willing to keep them safe). That fric-
tion does mean that even though most suicide
squads live, work, and train together, they never
bond into a single group.

Suicide squads are set up as temporary ar-
rangements, dealing with killers and related
monsters only for as long as it takes to deal with
a specific threat. Most act in just that fashion,
the squad working its way through the world of
supernatural murderers until they find the ones
responsible for the spree that activated the squad.
Some outlive their original mandate, with the
handlers keeping the squad active. While that’s
a big help in sparsely-populated areas with barely
enough FBI agents to catch mundane criminals,
let alone slashers, it’s less common in places that
have a larger number of monster-hunting groups
who keep the numbers down.

THE ENEMY

First and foremost, VASCU investigates
and deals with serial killers. The vast majority of
those are slashers, serial killers with a mysterious
edge that leaves normal law enforcement agen-
cies unable to cope. Other cases concern killers
who appear to be creatures from folklore. Some
agents think it’s their job to bring such beasts to
trial, but when a killer grows into a nine-foot tall
monster of fangs and muscle, arraignment might
be the last thing on most agents’ minds. If a
monster can’t pass for human, then it likely isn’t
human, and it’s up to the chain of command to
decide whether to destroy the creature or lock it
in Lansing. Hopefully, the agent doesn’t lose too
much time while the brass makes that decision.

SLASHERS

The majority of VASCU’s case studies con-
cern slashers. Case reports and paperwork go into
the meticulous detail one expects of a modern
law enforcement agency. Sometimes, this helps
agents — profilers have a wealth of psychological
research available to them. Unfortunately, a lot of
those files are still on paper. While the unit would

love to get their files into the Violent Criminal
Apprehension Program (ViCAP), the program’s
data purity restrictions don’t allow reference to the
supernatural traits of a given killer, because most
police departments would never trust the system
again. Roughly half of VASCU's cases are sum-
marized on ViCAP, with a note referring to the
associated VASCU file code acting as a tip-off for
agents. The other files are all paper, held in one
facility. The majority of agents can spend a whole
day just finding the right file, making agents with
research-based abilities highly prized.

Vanguard agents tackle slashers alone — or,
at least, with other Vanguard agents. While a few
agents can call in armed support as a favor, it’s
hardly routine. Agents have to document their
investigations, but they have a degree of leeway
that wouldn’t otherwise be acceptable. An agent
who gains information from his psychic talents
just writes up his experience and notes anything
that’s significantly out of line with his prior ex-
periences. Nobody but other VASCU agents will
ever read those reports.

Investigating a slasher is the same as any po-
lice investigation. The agents are either called
in after the slasher has struck and local police
can’t make heads or tails of the crimes, or they
get a tip off — a phone call from an old friend in
the NYPD, or a particularly harrowing premoni-
tion. Police involvement makes the case easier
in many ways, simply because agents can proceed
in a familiar fashion. A pre-crime vision brings
as many problems as it does clues, not least that
the agents have to explain to the local police why
they’re in the area.

Green agents have a nasty habit of freak-
ing out on their first case. They didn’t complete
the full Special Agent training. Instead, they go
through a couple of days of strange visions and
then get a phone call from Vanguard asking them
to report to the local field office. Told that they
have psychic powers, the new agent often has
only a week or two — if that — to acclimatize
before going to hunt a serial killer. An experi-
enced FBI agent doesn’t have it easier: she’s torn
from her existing department and given a forced
transfer to VASCU, and when she shows up on
her first day they’re talking about psychic powers
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and most of the people in the office are so green
they need watering. But whenever Vanguard gets
involved in a case, people start dying.

There’s three parts to any criminal investiga-
tion and a team of VASCU agents needs to be
able to conduct all three. Investigation concerns
the analysis of crime scenes, looking for clues as
to what actually happened. One part of this is fo-
rensic examination, and while a team of agents
may have to pick up their own trace evidence
and run their own fingerprints, those without a
forensic scientist on hand can send the evidence
they collect off to FBI labs. The pattern of blood
splatters or the contusions and lacerations on a
mutilated victim’s body can tell the investigators
the height and handedness of the killer, as well as
the kind of impact that shed the blood. Other in-
vestigators look at evidence from a holistic point
of view, looking into a phone number scribbled
on the back of a matchbook or reading a discard-
ed diary. Psychic abilities can enhance the inves-
tigation phase — from psychometric readings of
evidence to perceptive enhancements that find
evidence an agent would otherwise overlook.

The other side of the investigatory coin in-
volves interviewing people close to the crime.
Agents need good social skills to extract things
that witnesses might not want to admit — or bur-
ied after seeing a slasher’s handiwork. By com-
paring witness reports with each other and with
evidence from the crime scene, agents can work
out the gruesome picture of what’s happened and
re-interview people who didn’t give a full ac-
count. Agents with empathic or telepathic abili-
ties — traditional mind readers — make excel-
lent interviewers, as do agents who can mentally
reconstruct a crime scene since they're perfectly
placed to catch people’s lies; however, they're in
danger of getting too close, and of taking on a
witness’ trauma for themselves.

Interview and investigation both provide
hooks for research. For VASCU agents, research
typically falls into two areas — creating psycho-
logical profiles of the slasher, and tracing similar
crimes. Every field office that has a VASCU pres-
ence has at least one profiler, though their psychic
talents lean towards those useful when interview-
ing killers as opposed to building profiles. VICAP

holds records of all violent crimes, but more de-
tailed information resides in VASCU'’s paper files.
Profiles of the killer and information on similar
crimes feedback to the investigators, giving them
insights that help lead them to the slasher.

Once they've identified the killer, the agents
make their arrest. While the investigation is much
like standard police work, agents going in against
a slasher are stepping into mortal danger. While
some slashers are bestial half-men, at least they’re
only physically dangerous. Other killers are cold
and calculating, leading the agents to a location
designed to be a death-trap. Every slasher’s differ-
ent, and all are incredibly dangerous. Some agents
have psychic talents that can help when appre-
hending a slasher, but often that just gives them a
false sense of security that the slasher tears apart.

While the intent behind agents who go af-
ter a slasher is arrest, often that’s just not pos-
sible. If the slasher attacks the VASCU team,
self-defense often involves drawn guns. Occa-
sionally an FBI team or the local police will
provide backup, more often the agents are left
with nothing but their own weapons and their
own discretion as to when to pull the trigger
and when to slam on the cuffs.

OTHER MONSTERS
Their unique perspective on the supernatu-
ral world colors VASCU’s interaction with all
kinds of monsters. The majority of agents only
encounter strange creatures after they've con-
firmed their status by killing people. Unlike
other conspiracies, if a monster hasn’t com-
mitted murder, most Vanguard agents won’t go
near it with a 10-foot-pole — if nothing else,
many of these mundane horrors maintain cover
identities as perfectly ordinary people, and with-
out evidence can sue the FBI for wrongful ar-
rest. Despite VASCU'’s track record of success,
there’s enough built-up enmity in the rest of the
Bureau that harassment charges are taken very
seriously. An agent who wants to turn “monster
hunter” has to do it in her own time, and be very
careful that her extracurricular activities don’t
dump the unit in a whole bunch of trouble.
One point that marks VASCU out as unique
amongst hunter conspiracies is its approach to ac-
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tively supernatural monsters. Vanguard has com-
mon psychological profiles for the most populous
supernatural creatures, but that’s it. Because their
cases often end with the death of the monster,
Vanguard agents believe that each is unique. The
profiles they have apply to humans who engage in
the kinds of murders associated with supernatural
creatures. Because they display obvious super-
natural abilities, the agents call them “monsters,”
but they don’t know that their profiles apply to
actual groups of monsters with related powers.

Vanguard’s profilers understand vampires
in a way that even some vampires find astound-
ing. Despite the rhetoric about “killing” only to
survive, VASCU agents know of creatures that
feed on blood who don’t kill anyone. Those who
do often bear psychological similarities to serial
killers — they feed for psychosexual fulfillment.
Something’s missing in the vampire’s existence:
for some it might be the spark of humanity, while
others pine for their lost family. The creature
feels like he’s not in control of its life, and killing
the victim is the only way he can be in control. It
helps that feeding engenders near-sexual pleasure
in the victim, allowing the killer to believe that
the victim actively enjoys it.

Most vampires who kill do so over a period of
time, like human serial killers, though some un-
dergo a trauma that makes them lose control and
turns them into spree-killers who are almost bes-
tial. The mind of a vampire is much like that of a
human, though some possess incredible powers of
suggestion that makes them very dangerous. One
particularly bloodthirsty example of a vampire
rests in a windowless cell in Lansing, though he’s
an exception to the rule.

Werewolves also have deep similarities
with human killers, though there are points
when VASCU'’s profilers have to admit they’re
extrapolating — profilers get as much of their
insight from zoological studies as they do hu-
man killers. They share many social traits with
pack-based predators. They’re territorial, and
group together in packs — a lone creature feels
increasing anxiety that often translates to mur-
derous rage. Like many human territorial kill-
ers, they're constantly vigilant for people who
the werewolf thinks are “invading” their patch.

Once he has a target, it’s almost impossible to
change a werewolf’s mind. Another similar-
ity with territorial human killers is the fury of
a werewolf’s attack. Provoking a werewolf can
lead to a murderous rampage analogous to those
seen in some psychopaths: this is seen as a reac-
tion to werewolves’ rigidly hierarchical society,
which may suit animals but produces feelings of
repression and rage in human minds.

There’s rarely a sexual angle to a werewolf’s
hunts, they instead feel that their killing is neces-
sary to maintain their territory. Some look on it
as little more than a dangerous chore. A werewolf
feels no remorse at murdering a person, but un-
derstanding the dynamic between a hunting ani-
mal and its prey can help agents appreciate what
the creature thinks when it kills people. While
some kill and eat humans there’s no evidence to
suggest they need human flesh.

Some people murder in pursuit of what they
think is magic. Human sacrifice is normally a
ritual affair, though some survivors of attempted
sacrifice tell different tales. “Witches” who kill
people either do so as part of a specific ritual —
they believe the sacrifice will raise a dead loved
one, for example — or as an end to itself. That
means there’s two different profiles involved.
Desperation’s the cornerstone of sacrifice. People
who engage in it feel powerless, or wronged in
some way by the world, and believe that by kill-
ing someone, some “magical effect” will give them
power. In the witch’s own head, he’s got nowhere
left to turn and it no longer matters if people die
as long as he gets what he believes he deserves.
Some of these killers are ameliorated by VASCU
attention, thinking that people finally recognize
them as equals. Far more common are those who
regard FBI investigation as just another example
of the world keeping them down.

Witches who sacrifice people for magical
power believe themselves superior to normal
people. The killer feels that through his occult
knowledge, he’s one of the only people who
matter. Normal folks, those who don’t share
his enlightenment, aren’t worth anything. He
thus derives the simple idea that if the magi-
cal energy he believes he gains from the sac-
rifice matters more than a mundane person’s
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life, then the killing is entirely justified. Some
witches will form temporary alliances with in-
vestigating agents as they think that sacrifice
bodes ill for the whole community.

ONLY HUMM

VASCU gets called in to investigate repeat
killings. It’s a given that a significant percent-
age of those calls involve humans who may be
monsters, but who aren’t slashers. Not every se-
rial killer is a slasher, and there’s plenty of people
who are canny murderers but never make their
third kill. When the police call them in, VASCU
agents are legally bound to take the case, though
they can be redeployed to a more serious crime if
it warrants the extra manpower.

Almost all agents don’t have a problem
with that. They’re attached to the FBI, and the
FBI catches criminals. There’s no fundamental
difference between hunting a serial killer and a

SERLAL CRIMES

predatory pedophile, and for some putting the
latter behind bars gives them a rush that’s as
good as locking up any number of killers. A few
agents believe that police departments who “cry
wolf” are wasting their time, drawing needed
psychic resources away from where they’re most
needed: hunting down crazed killers. If there’s
evidence that the case they’re working on
doesn’t involve murder, these agents sometimes
deliberately open an unsolved case just so they
can get back on the track of a killer. Agents who
open too many old cases soon come to the at-
tention of the Director of Operations, and he’s
going to want an explanation.

Whether their target is a kidnapper, serial
rapist, or murderer, VASCU agents have the same
strategy for every case — though if they can give
the local police the full story about the suspect,
they’re likely to get a great deal more support from
those cops. Acting in a supporting role means

UNZIT CCONSPIRACY?
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that evidence goes to both local and FBI forensic
facilities. An agent who knows her forensics can
work alongside police scientists and county medi-
cal examiners in a way that most would kill for on
a slasher case. While local police will want to in-
terview witnesses first, detectives may allow the
VASCU agents to sit in, or to interview suspects
for a psychological profile. Agents can butt heads
with local cops when it comes to arrest, especially
when those cops cried to Vanguard and coasted
to the bust off the agent’s hard work. While it’s
not exactly common, a few police departments
have bad reputations for overusing their ability to
call in VASCU agents. Working close with nor-
mal police officers, a psychic agent must conceal
her abilities — having normal people around can
be a real pain in the ass for an agent who relies on
her mental gifts.

Again, it's worth mentioning that VASCU
will sometimes take up the investigation of ex-
isting hunter cells. Hunters leave corpses. These
corpses may once have belonged to monsters, but
adead witch looks like a dead human. Three such
dead witches, and suddenly the hunter’s labeled
as a serial killer, his cell labeled a cult.

HUNTERS

You were recruited into the SCIU back in the
late *70s and haven’t quit yet. You've kept on top
of every change, from the Wintergreen Process to
advances in psychological profiling because you
know how slashers think. It’s kept you from hav-
ing a wife or even a girlfriend, but you don’t care
— you’re married to your job.

You're a mechanic who tried to better him-
self. You threw yourself into school and worked
two jobs to pay your way, even though you
weren’t too smart. You got a college degree so you
could try to join the FBI. After all, your daddy
was a cop. They were all set to kick you out when
a routine test said you could read minds — and
that threw you into the scariest job you’ve ever
had: trying to catch serial killers.

Life in the DA’s office was good, until you
drew the one judge who found you in contempt
for not wearing a skirt. You tried to get him dis-
barred, but everything fell apart and before long

you didn’t get any cases worse than traffic viola-
tions. An old friend suggested you jump ship for
the FBI, and your track record at locking up serial
killers landed you in the strangest government
department you've ever worked for.

Your husband and son were in the wrong
place at the wrong time. A spree killer sat in the
back of a van with a high-powered rifle and killed
them. Pop, pop, pop. They never saw it coming.
The people who came to investigate were more
like the agents on TV than anything else, but they
couldn’t help. You quit your job in the financial
district and applied to the FBI because you want-
ed to make the bastard pay. When you're not on a
case, you're looking through the archives for the
one clue that nobody else could see.

You've always known you had psychic pow-
ers. You got high marks on every Zener test you
ever took, and you knew that Government was
covering up real psychics. You thought you could
infiltrate their psychic research program if you
could get in to the FBI. You never realized they’d
scan you for psychic abilities when you were in
training, or just what the Feds did with the psy-
chics they found. For the first time in your life,
you feel seriously out of your depth.

DEPNRTMENTS

A number of different departments fall un-
der the umbrella of the Vanguard Serial Crimes
Team. Some don’t see field assignments, whether
they’re the archivists of the Violent Crime Re-
search Team, or the scientists of the Neuro-Cog-
nitive Research Team who research the powers
unlocked by the Wintergreen Process. Though
the Paranormal Research and Detention Depart-
ment have close contact with a wide range of
extremely dangerous criminals, they're restricted
to the Lansing Facility and would only see field
work in the case of a major breakout — though
that’s not likely.

The wild cards amongst the wild cards, the
Field Liaison Department consists of agents
who liaise with other “monster hunters.” All re-
quests for a team of agents to work with a known
killer come through this office to be approved,
though in most cases the process is pretty much



VANGUARD SERIAL CRIMHES UNIT C(CONSPIRACYD

a rubber-stamp. Field Liaison agents join hunter
cells under a number of cover stories, using their
companions to arrest or kill supernatural murder-
ers. Others act as the handlers for suicide squads
of monster hunters released from prison. Agents
tend to bend the rules in their favor whenever
they can — it helps that they don’t spend too
much time around other VASCU agents. A
few focus on hunting monsters for being mon-
sters, rather than because the monster has killed,
through an agent needs to be careful that her fel-
lows don’t think she’s gone rogue.

By far the largest department is the imagina-
tively named Operations Department. They’re
the field agents, the people on the ground who
research, investigate, and profile serial killers. At
least seven out of every ten VASCU agents be-
long to the Operations Department, all the way
up to the Director of Operations — the officer in
charge of VASCU as a whole. While some agents
have had extensive training either in prior law
enforcement careers or as FBI agents, others in
the department have no formal training and rely
on their psychic potential and whatever tech-
niques they can pick up from their fellow agents.
Teams of Operations agents always have one
long-serving agent attached simply so the others
don’t drag the VASCU name — and by associa-
tion the whole FBI — too far through the mud.

Though the FBI has never had an “X-Files”
team, VASCU’s Special Project Department
comes close. These agents specialize in the really
extreme cases. Some burn with psychic power,
pushing their brains to the point of breaking. Oth-
ers don’t have the same degree of mental power,
but have a knack for getting into killers’ minds.
Special Projects takes on the really extreme
cases — cases that would break other agents. A
perp who flays her victims and wears their face
in public, but everyone treats her as though she’s
the person whose face she wears. Another never
touches a single person — but every single person
he talks to later kills in the throes of their worst
vice. The agents who work Special Projects know

every case they get risks breaking their minds, but
they do it anyway — because leaving the killers
out there isn’t something they can allow.

Status in VASCU is a combination of formal
rank within the department and the informal air
of respect paid to a specific agent. While a high-

profile collar is good work, the Director of Opera-
tions praises consistency over showboating.

® You applied to the FBI, and they told you that
you're psychic. They offered you a chance to
sidestep the existing training and organizational
regime and you took it — though the nature of
the job is still a shock. Some of the paperwork is
brain-crushing, but nobody can doubt the thrill
of tracking down a real life serial killer and bring-
ing him to justice. To help you toward that end,
you have the option of spending Merit dots to
unlock Teleinformatic abilities.

e e e You've been at this for a while now. Ei-
ther you were an agent in another unit who
flagged positive for psychic potential dur-
ing your last physical, an old-time member
of the Serious Crimes Investigation Team
who doesn’t know when to quit, or you were
recruited for psychic power and put your-
self through the full FBI training program.
Regardless of how you did it, you hold full
Special Agent status with the FBI and other
agents respect you for it. You gain one extra

dot of Status (FBI).

eeeee People keep saying you should take an
easier job, but you wouldn’t transfer to another
department if they paid you. The hell with
counter-terrorism operations, you know how se-
rial killers tick, and you've probably faced at least
one who ended up in Lansing. Among VASCU
agents, you gain the benefit of the Inspiring Mer-
it, whether or not you would normally qualify for
it. If you already have the Merit, those who follow
you regain two Willpower points instead of one.
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Some people are only alive because it’s ille-
gal to kill them. Everyone’s got something, some
point where a person just doesn’t have a right to
go on living. Even people who are against the
death penalty have that line in the sand, that
point beyond which people just don’t count as
“people” any more.

Acting on that impulse is illegal. That doesn’t
stop everybody.

Most people never hear of the Hunt Club.
When they do, it’s in the same terms as the Masons
— a secret society bound together by fox-hunting
lore. Rumors speak of members being “blooded,” of
counting “kills,” and of the many strange rules and
regulations that govern a member’s dealings with
the rest of the world. It’s nothing, just a faddish se-
cret society that maintains the old boy’s network.

The rumors are broadly correct, but the prey
in question is rather more plentiful than foxes.
Members of the Hunt Club prefer to kill people

for sport, not foxes.
HISTORY

The Hunt Club started as a secret society in Ed-
wardian England. Its founder members came from
the prestigious gentlemen’s clubs of the time — in-
sular organizations started by and for upper-class men
who shared some common pursuit. Though each
club started around a shared goal, by the 19® century
most members supported the goal in name only. The
Hunt Club set out to rectify that, by providing an or-
ganization that explicitly only allowed membership
to those who would join in their illegal hunts.

Originally, the club did hunt foxes. While
their hunts were illegal, nobody paid them much
mind, and after a while the hunts gained a sort of
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legitimacy. Therein lay a problem for the found-
ers — hunting foxes had lost its edge with soci-
ety’s tacit acceptance of the club. Rather than
looking for a new goal, the inner circle of the
club decided to refocus their goals — they want-
ed the thrill of the hunt, not just a job destroying
vermin. After a couple of abortive attempts to
restart the hunt with new prey, including a pro-
posed trip to Africa, the inner circle told mem-
bers they were dissolving the Hunt Club. Only
five people remained when the club brought out
its latest quarry in 1881: two homeless drunks
plucked from the streets of London. Club mem-
bers eschewed horses and dogs, running through
the woods armed with just long knives and a
longing for blood. Every member shared in the
deaths, hacking at the corpses in an orgy of Dio-
nysian proportions. The Hunt Club had found its
prey.

After two further hunts (one of which re-
instated the horses and dogs), the club built to
twenty members. Every single one was a killer in
his own way, and every single one relished the
chance to slaughter human prey without inter-
vention. Finding out about the Hunt Club was
no easy affair, but gentlemen who had a certain
sense of style, and a certain... flexibility of mor-
als might receive a card from a member of the
inner circle. They had to kill once before they
would ever see a member in person, and bring
part of the body with them — most commonly
an ear or a finger. New members then joined the
prey in their first hunt. If a prospective member
could somehow overcome a hunter without kill-
ing him, he joined the club. Anyone who didn’t
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live — or who killed the hunter — soon found a
new home in an unmarked grave.

By 1903, the Hunt Club had spread
throughout the English-speaking world.
Chapters organized hunts in Pennsyl-
vania, in Massachusetts, and in upstate
New York — all locations with a num-
ber of clubs that the society could draw
members from, and plenty of open space
for the actual hunts. Outside of the US,
hunts started in Bombay, Vancouver,
and Melbourne. The pattern of mur-
der couldn’t last. The inner circle
got sloppy.

The winter hunt of 1904 at-
tracted the attention of the Soci-
ety of Twelve Keys, and through
them the police. Detectives seized
telegrams and letters between the
clubs, and coordinated with police
around the world. Though the mem-
bers fought hard to remain at liberty,
the worldwide ring of murders was too
much — and excellent fodder for the
tabloids. Fully half of the London club
received life sentences, and members
around the world scattered to the four
winds to avoid capture.

For twenty years, authorities consid-
ered the Hunt Club disbanded. Unfortu-
nately, the idea proved too persistent. The
inner circle had the hunt in their hearts
and in their blood. The old way wouldn’t
work, not with the advances in policing.
Meeting in secret, they decided to frag-
ment, and to take the hunt with them.

Each started in a different major city,
recruiting through the same observa-

tion that had served them so well through the
initial incarnation of the Hunt Club. This time,
they de-centralized. The new system works — it
has kept the police at bay for over 80 years. Any
time the local cops think they’ve caught up with
the killers of the Hunt Club, the murderers have
vanished.
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REFORMKTION
The modern Hunt Club stiﬁconsiders hu-
manity as its greatest prey, but they don’t work
as one. Instead, each club runs its own version
of the Great Game. At its most basic, mem-
bers of the Hunt Club receive points for killing
people. Basic murder is all well and good, but
doesn’t score highly. Instead, a single murder
needs to be elegant. A single well-framed killing
— say, arranging the organs according to the
elemental associations of the cardinal points —
is worth a hundred times more than randomly
stabbing someone in the middle of the street.
Members of the club have to demonstrate style
above all else — they are upper-class gentle-
men who would never stoop to the level of mere
murder when they could execute their targets.

Every club scores the Great

Game each July. Those who finish in the top
five receive significant cash prizes taken out of
the club’s membership dues. While the first prize
is normally a seven-figure sum, most members
don’t kill for money. They want the thrill of
slipping a blade between a whore’s ribs and feel-
ing the slight resistance as they break her heart.
They want to poison individual banknotes and
checks and watch a stockbroker kill himself ev-
ery time he touches money. They want to match
wits with killers and soldiers, proving themselves
master huntsmen in a game of chess that uses a
whole country as its board. Thanks to the sub-
jective scoring, the winners of the Great Game
sometimes only need to kill a single person —
but such truly momentous murders are few and
far between.
The top three huntsmen each year receive
the real prize: they become the judges for the
next year, awarding points
to aspiring killers. The
judges ensure some
continuity  between
years, as most mem-
bers play not just to
their own style but the
style of the judges — a
particular judge with a
penchant for faked sui-
cide will encourage a
whole group of copycat
crimes from those who
seek his favor.
Some members of
the Hunt Club regretta-
bly draw police attention.
As each club is still or-
ganized as a gentleman’s
club, members can call
on their fellows for finan-
cial support, or for legal
representation. That only
works if the club can buy
off the police or convince
a jury. When a member of
the club leaves so much
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THIS ISN'T YOUR FAULT,
BUT I CAN'T KEEP SCORING LOW.

evidence that he announces himself as the killer,
other members subtly turn on him — killing him
with style and grace is often a good way to gain
places on the scoreboard of the Great Game.
Recruitment into the Hunt Club comes
through one of two channels. Existing members
may approach a promising killer. A prospective
member has to demonstrate a taste for elegance
when killing, and he must appreciate the finer
things in life — a member needs the tastes, if not
the wallet, of a gentleman. In rare circumstances,
a slasher can be sponsored into the club, all fees
waived. An existing member in good standing,

who can afford the extra membership dues, takes
responsibility for the new member — but if one
breaks the rules or otherwise leaves the club, so
must the other.

A few Kkillers follow up on strange rumors of
the Hunt Club, and word spreads. Often, these
killers work through intermediaries or elaborate
traps, so nobody knows that they really exist.
Through patient work they can arrange a meeting
with one of the club’s inner circle and the current
judges. In that case, one of the judges must act as a
sponsor if the slasher is to join the club.

7
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HONTERS

You're an old man now, but just as vicious as
ever. In your day, any gentleman worth his salt
was a member of a club. You're a member of at
least six, and it’s up to the club to remember which
name you used at the time. While you spend most
of your time watching for the latest up-and-com-
ing killer, you keep your hand in. When night falls
and fog shrouds the streets, you solicit the working
girls. Nobody misses a dead whore.

You're new money. A club is more than
just a place to relax, it’s a place to meet people
— people who know what a stain the “undesir-
ables” are on the country. You've had to avoid
that language when defending other members
in court, of course. You and they both make
the world a better place. You've spent a lot of
time vivisecting jurors who convict for what you
think are the wrong reasons.

You've never had money, but you have talent
out the ass. You're the technologist, the guy who
puts together the Web site while the CEO sprays
the venture capital up the wall. Likewise, you've
got a real knack for faking suicides. There’s a real,
visceral thrill in seeing the cops and detectives
fall for your fakes, and someone thought you were
worth enough to sponsor. It’s taken a while, but
you hit the top ten last year. That money would
be a sign of recognition for your art, and you've
got some ideas for next season.

You've worked in the Hunt Club for nearly
forty years, looking after the needs of the club
members. You're the man who greets every mem-
ber at the door and remembers assumed names,
the man who knows when to bring newspapers
and what drink each member prefers. You're
also a member yourself, placing consistently
mid-table. You don’t have the inventiveness,
but you're in it for the real challenge — hunt-
ing and taunting detectives. You organize every-
thing for the members, including legal represen-
tation — and collecting membership dues.

You were a hunter — of monsters, not of
men. And you were good at it. too good. It’s not
so much that you started to like it, but that you
soon found you could do no differently. The
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Hunt Club left a card on your door. They knew
your talents. They told you how they figured
you for a “high-scorer.” And the gold coin they
placed beneath the business card? You had it val-
ued. It paid your mortgage for a year. You called
the number. You hunt people, now.

RULEBOOKS

The Hunt Club does not divide itself on petty
things like money or social status. Club members
instead divide themselves by the three rulebooks.
While each individual club adheres to one or an-
other of the books, members are free to select the
specifics.

The London Rules are the oldest set of rules
for the Hunt Club’s activities. Followers of the
traditional rules for the Great Game hew to the
classic rules for selecting their victims — they
kill street people, drunks, prostitutes, and other
people who won’t be missed. Most members who
trust to the old rules are either old or new money,
used to surrounding themselves with other mem-
bers of the same class and certain that their vic-
tims don’t really matter.

Boston Rules, by contrast, have an almost
philanthropic bent. Choice victims for the Great
Game should be those who have squandered their
lives, people who hold everything back — people
who are only alive, as the saying goes, because it’s
illegal to kill them. Members who prefer Boston
Rules sometimes have an idiosyncratic view on
who holds humanity back, speaking as they do
from positions of privilege, but most of the killers
who come looking for the Hunt Club find these
rules to their liking.

The Melbourne Rules hold to the ancient
ideal of the hunt. Though the least subscribed
rulebook, members command respect. They go
after targets who present a challenge to hunt,
either people who have the skills to look after
themselves, or those whose deaths bring police
scrutiny. While one killer may focus on detec-
tives, government agents, and even soldiers,
others concentrate on captains of industry —
wanting the attention from the police, and con-
founding them at every turn.



STRTUS

Status in the Hunt Club is strictly tied to a slash-
er’s position on the league table of the Great Game.
Murdering someone isn’t enough, the death has to
match the judges’ idea of elegance. Some hunters
send messages, others prefer irony, or slaughtering
people in a way they hope will please the judges.

¢ You've undergone the Hunt Club’s initiation.
By club traditions, someone watches over you.
Either you're new, or you placed low, and the
club wants to help you improve. To that end,
they've assigned one of the judges to watch
over you. He has his uses, and lets you know
what he likes to see in an execution. Your pa-
tron counts as a one-dot Mentor.

eee You've placed mid-table, and may have
come close to the monetary rewards before. You
know what the judges like, and you tailor your
butchery to pander to those tastes. You gain the
two-dot version of the Telltale Murder Merit,
or the three-dot Merit if you already possess the
Merit at two dots. If you have the Merit at three
dots, you do not suffer the Merit’s drawback.

eeeee You've judged the Great Game, pos-
sibly more than once, and your winnings more
than cover the membership dues. When you
kill, you kill with skill, panache, and grace.
You're right, and to Hell with anyone who
denies you. You gain the Damnable Certainty
Merit. If you already possess the Merit, you can
use it twice per session.
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Maybe the slasher hides his face: a rubber Halloween mask
turned inside out and stained red with blood, or a gas mask
painted white like a skull. Maybe the slasher sharpens his knife
for a quick kill, or maybe he keeps it dull, the blade chipped,
all the better for a slow death. One slasher dies in a hail of
bullets. The next keeps walking, seemingly unaware that his
lungs have perforated with a dozen bumblebees of hot lead.

Many faces of death, these slashers. This section will show
you just how deep the open grave goes — just what powers are
truly available to a slasher as antagonist? But even more concern-
ing, just what can a player do with a slasher character all of his
own! In addition, you'll find some new tricks that both hunters
and slashers might keep up their sleeves when it comes to the

ceaseless Vigil and the bloody hunt.

This section, and in fact much of this chapter, discusses
slasher characters. Such beings can take the role of antagonist,
certainly, or perhaps a foil for a cell of hunters. But players can
also assume the roles of these deranged killers.

A series of essays in the subsequent chapter discusses the
possible motivations for doing so, what kind of story it makes,
and how the Storyteller should handle crafting a chronicle for
a crew of psychopathic killers. For now, we're just going to talk
about how to create such characters, and not spend much time
talking about who’s going to play them.

Building a slasher character works much the same way as
building a hunter, as described on pp. 55-64 of Hunter: The
Vigil. The first step is coming up with a concept — without
a strong concept, a slasher is just a big guy with a bladed
implement. While slashers can be faceless, nameless murder-
ers, devoid of personality and motivation beyond the urge to
slaughter, in many ways this shortchanges them of their dra-
matic potential. A killer can be a tragic figure, doomed to a
terrible end (though not as terrible as those of his victims)
by circumstances beyond his control, or by his own tragic flaw,
whatever that may be. A slasher might, in fact, be the hunter
taken to the extreme. Years of perfecting the ability to sneak
up on prey and drive a knife (or a stake) home has left the
hunter unable to do anything else or to relate to people in any
meaningful way. The hunter becomes the hunt, and, ironi-
cally, might well wind up as a target of a cell as his killings
grow more gruesome and indiscriminate.

_ CONCERT:

The initial point of consideration for slasher characters,
of course, is the question: why does the slasher kill? The pos-
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sibility mentioned above — that the character has
simply been killing so long that it’s all he knows — is
one option, but even that character had to have a mo-
ment in which he became a killer. What drove him
to that moment? What started him on the slope to
his present blood-soaked condition? Below are some
possibilities (which are discussed in greater detail in

the subsequent chapter):
MENTNL TLLNESS

It’s a touchy subject, for a good reason. Not every-
one who suffers from mental illness is dangerous, much
less a killer. That said, some people do seem to be born
to kill. The debate of nurture versus nature with regards
to violent tendencies is by no means settled in the medi-
cal and psychological communities, and is beyond the
scope of this book, anyway. You don’t need to dig into
the psychological literature and find the disorders from
which a character suffers (though you're welcome to do
s0), but you might consider whether the character is
aware of his actions and to what degree. Are those really
people he’s cutting up, or does he see them as monsters?
What about as animals? As replicas of people, masquer-
ading as the humans that once surrounded him? Does he
hear voices telling him to kill, or is his world eerily silent
and dead? How is this slasher’s reality, his perception,

different from ours?
HADE | KiLER

Most serial killers suffer through terrible abuse, nor-
mally at the hands of a parent or guardian. In film and
literature, killers often have hard lives or extremely trau-
matic events that break them. The slasher is flawed, not
because the event happened, but because the event over-
came him and made him a monster. Consider what hap-
pened to the character that made him turn his back on
the world — the death of a parent? Attempted murder
by a parent? How long did he carry his pain, grief, rage or
shame until something set him off and drove him to pick
up his knives? What was the trigger that set him off?

In the World of Darkness, the supernatural might
take a hand in the formation of a killer. What if the tor-
ture that the slasher-to-be endured wasn’t at the hands
of a relative, but of a ghost or another ephemeral crea-
ture that disappeared as soon as the character screamed
for help? The character might eventually come to blame
those around him for not helping — surely they could
see what was happening!

Another related possibility is that the character
was destined to become the monster that he is. The
World of Darkness is a strange place, ruled in part by
forces far beyond the ken of mortal men. Are some



PROFESSEONSe UNPDERTARIENGS: AND ORGANIEZATIEONS

people simply chosen or fated to become
bloodthirsty slashers? Perhaps they kill
because they cannot do otherwise. Mur-
der is in their bones and their souls, their
raison d’etre, and changing that would
mean changing their very purpose. Of
course, such a change might well be pos-
sible, and this sort of redemption story
might form an especially compelling
character arc.

OUTSDE INFLUENCE

Spirits and other unsavory beings can
push a person toward murder. It takes a fairly
powerful spirit to turn a person into a slash-
er, but it does happen. A murder spirit pos-
sesses, or perhaps simply urges, a victim who
already has some innate violent tendencies.
Over time, the victim loses his humanity
and becomes what the spirit would most like
him to become. The influence doesn’t have
to be so overt, of course. A vampire’s blood-
addicted servant might become a vampire-
style serial killer over time. A member of
Null Mysteriis, watching werewolves devour
prey through a high-powered lens, might
not be able to ignore that rumbling in her
stomach anymore.

The question raised by a slasher char-
acter whose urge to kill is ostensibly from an
outside source is this: was there some analog
of the slasher already present, and if so, who
is really responsible? Did the character ever
have a choice in what she was to become?
Could she have chosen to remain human,
to stifle the murderous impulses? Both have
good story possibilities, but they lend them-
selves to different ends for the slasher char-
acter. A character who was literally forced
into her predations is a better candidate for
redemption than one who chose her lot,
even if that choice was nudged a bit.

PRQFESS‘ONS’ UNDERT NNGS o If the slasher was created as a hunter, and had
AND QRGAN’ZN"QNS a Profession: Erase the Profession and replace it

Slashers don’t necessarily have Professions. Their with the character’s Undertaking. Undertaking
Vigil (which might more accurately be called “the Skills replace Asset Skills, and the Professional
Slaughter”) consumes them and leaves little time Training Merit no longer applies its bonuses and
for development of anything beyond their endless experience point breaks, though obviously any
bloodbath. But some slashers were hunters, and thus dots or Specialties remain. If the character had
might have had Professions in the past. Here’s how five dots of Professional Training, the benefit of
to handle that when creating a slasher character: the last dot persists if the slasher is still perform-
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ing his original job. If (when) the slasher gives up
his life for the Vigil, these benefits fade within a
month. The Contacts gained from the first dot
of Professional Merit might still be viable, if the
slasher is still socially functional.

e If the slasher is being created from scratch:
Assign an Undertaking, and consider what the
character’s Profession (if any) was before becom-
ing a slasher. Let this guide your choices of Skills
and Merits. If the Storyteller wishes, she may
grant you experience points to be spent on Skills
and Merits that reflect your character’s life before
picking up the chainsaw.

Organization Status and whether slashers can
belong to organizations is in the hands of the Sto-
ryteller. On the one hand, none of the hunter or-
ganizations on any tier have an infallible “slasher
detector” that tips them off when one of their num-
ber starts following people around and skewering
them. On the other hand, slashers behave strangely
— even outright wrong. They don’t read like normal
people, and while some of them (the social-predator
Charmers particularly) can fake being normal peo-
ple, that doesn’t wash with people who spend long
periods of time around them.

So, while it’s possible for a slasher to retain (or
even gain) organization membership, it’s not likely,
and that membership should be in constant peril.
Being caught murdering an innocent person would
result in immediate expulsion from any of the pre-
sented organizations, and probably summary termi-
nation from most of them. Being caught torturing a
supernatural creature, or killing one in a particularly
“slasher” manner, though, might not immediately
result in anything more than some raised eyebrows.
This is especially true of Geniuses who are too smart
for the organization to lose, or Brutes who can hold
vampires and werewolves down while the rest of the
cell gets a Tactic going.

The other issue is that slashers don’t identify with
other people. Often, they don’t even identify with each
other, but they can stand to be around other slashers.
Many slashers are uncomfortable, even downright nau-
seated, by “normal” people, including other hunters.
While a slasher in the employ of the Long Night might
appreciate having some warm bodies around that can
soak up the damage that monsters dish out, the “let’s
save the world for Jesus” rhetoric eventually starts to
grate on his nerves (not that he doesn’t believe, neces-
sarily, it’s just that his belief is so much more pure and
fervent than those of these half-assed weaklings).



Undertaking

As part of the concept stage of your character’s
creation, choose an Undertaking. Undertakings are
the modus operandi of the slasher, but more than that,
they define the weapons he uses. All slashers are pro-
ficient with literal weapons of some kind, but Genius-
es use their minds in a manner most deadly, while
Charmers can talk their victims into handing them
the knives they use to skin the hapless fools a second
later. Brutes, Freaks and some Avengers use physical
power to bring their victims low, of course.

Undertaking defines the Acttribute that you boost
to 4 or 5 dots during character creation. This boost is
free; instead of starting with one dot of the relevant
Attribute, you start with four (for rippers) or five (for
scourges). If you wish a ripper to have a rating of 5 in
the Attribute, you must spend two of your Attribute
dots allocated to that category.

Undertaking also dictates which Skills the char-
acter uses to commit his crimes. The player chooses
two Undertaking Skills from the lists provided in the
Undertaking write-ups later in this chapter. These
Skills must have a rating of at least 2, and at least one
of the character’s three Specialties must be placed in
one of these Skills.

CHARAGTE RASEDESTTNYS| MORA ST TRy,

THE cHARNCTER'S DESTINY

The life of a slasher is, to borrow a
phrase, nasty, brutish and short. Well, ac-
tually, it’s not always short. Some slashers
live for decades or centuries, unable or un-
willing to die. Some last just long enough
to complete one “great work.” And some
die with their heads severed, pitchforks
sticking out of their chests and trapped in
burning barns. Chapter Three discusses the
endgame scenarios for slashers, and char-
acter creation is the perfect time to start
thinking about them. If you have a strong
vision for how your slasher is going to go
out, discuss it with your Storyteller. If not,
that’s fine, too — see how you feel after the
character is involved in the story a while
and really gets into his work.

Storytellers, if you're creating a slash-
er to act as supporting cast to a hunter cell
(“supporting cast” meaning “relentless,
blood-soaked foe”), take endgame into
consideration as well. Is there a charac-
ter in the cell who should, by rights, get
the killing blow? Is there a locale that

you've always wanted to revisit in your Hunter
chronicle that would make for a great showdown? Is
there an epilogue moment, where we flash forward
20 years and see the characters’ children finding the
killer’s coat, caked with dried blood, at the bottom of
a now-dry riverbed? Keep these ideas in mind.

But please note: nothing is set in stone, especially
in a Storytelling game. The dice can and do change
fortunes quickly. While you should not, of course, let
the dice tell the story for you, there’s no point in using
them if you already know all the details, right? So, when
considering endgame, have an idea — but be flexible.

MRALTY
A starting slasher character can have a Morality
rating of anywhere from O to 4. The Storyteller and
the player should discuss the character’s activities,
including how often he kills and whether he feels
any sense of remorse, and base the Morality rating on
that discussion. Slashers can start with derangements
(or Tells) to represent their crimes, but these traits
cannot be taken as Flaws the way that they can for
normal Hunter characters (see p. 96 of the World of
Darkness Rulebook). Also, slashers cannot reduce
their Morality at character creation to gain experi-
ence points.
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Undertakings are a general way of describing
the style and modus operandi of slasher characters.
They are broad generalizations, and the inspira-
tion for these Undertakings is largely cinematic
(in fact, each Undertaking description includes a
short list of films that inspired it).

“Undertaking” is a game term, rather than
an in-game term; you won't hear members of a
hunter organization discussing a “genius slasher”
or a “mutant slasher.” That said, VASCU recog-
nizes the slasher phenomenon in general, and does
note that these monsters have wildly different
approaches to their grisly tasks. Each Undertak-
ing write-up includes a case study from VASCU,
meant as inspiration for players and Storytellers.

The Undertakings listed here are not the only
ones by any means. Following the descriptions, we
present a section on designing a new Undertak-
ing whole cloth, including advice on making up
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new Talents and Frailties, which Attribute is ap-
propriate to the Undertaking, and how to differ-
entiate your new Undertaking from those already
presented.

THE RPPER AND THE ScoUReE

Each Undertaking has two aspects. These as-
pects are referred to as “rippers” and “scourges,”
respectively. These terms aren’t in-character vo-
cabulary; you won’t hear Task Force: VALKY-
RIE soldiers referring to “taking down a scourge.”
They’re just here to provide a way to differentiate
the two levels of Undertakings. You might consider
the scourge aspect to be the supernatural version
of the ripper Undertaking. Yes, the Genius’ abil-
ity to predict his foes’ moves borders on precogni-
tion, but it does not cross that border. The Mask’s
ability to withstand prolonged gunfire, however, is
manifestly supernatural. As such, rippers’ Talents



are abnormal, eerie, even awe-inspiring, but they
aren’t magical. Likewise, their Frailties are logical
extensions of their madness and shortcomings, not
arcane secrets that hunters can use to bring them
low. Scourges are much harder to kill, because
their Talents propel them into the realm of super-
natural characters. But then again, their Frailties
give them weaknesses that can allow enemies to
kill them or drive them off, so it’s not all knives
and roses.

Not all slashers progress from one state to
the other (in particular, a ripper might die before
reaching his full potential), but everything needed
for a scourge is contained in the ripper. For in-
stance, an Avenger only requires time and the

UNDERTARENGS

right circumstances to become a Legend. A Brute,
left unchecked, will lose the remainder of his abil-
ity to relate to people and become a Mask. The
difference between the Charmer and the Psycho is
simply a matter of how long the illusion of human-
ity can be maintained.

A ripper can become a scourge. When and
how this happens is discussed under “New Under-
takings,” beginning on p. 124, later in this chap-
ter. In the write-ups below, the ripper Undertak-
ings precede the scourges, but they are presented
in the same order (so Legend is the scourge analog
of Avenger). Remember that a scourge slasher has
the Talent and Frailty of his Undertaking’s ripper
analog as well as the one listed.
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REMEMBER ME?

Everyone commits crimes against their fellow hu-
man beings. Sometimes it’s as simple as cutting some-
one off in traffic. Sometimes it’s emotional — people
cheat on their spouses, steal from their employees, and
lie to their constituents. Sometimes it’s physical. Peo-
ple shove each other out of the way, get into drunken
brawls. We wound people every day, and figure it’s all
going to wash away by the next morning.

Some people, though, don’t forget.

Avengers are slashers driven by the hurts they
have received. Usually, an Avenger starts with some-
thing very specific to redress, such as the murder of
a loved one. The Avenger finds the people respon-
sible and slaughters them, sometimes one by one,
sometimes in an orgy of carnage. It might end there
— the killer puts away his knives or his guns, never
to kill again. This is especially likely if the offense
that drove the character to kill wasn’t permanent. A
man’s daughter is raped, and he finds the four boys re-
sponsible, beats them unconscious, ties them up in a
van, and burns them. His daughter never knows of his
actions, and the two of them try to put it all behind
them. But if the Avenger cannot move on with his
life, if his existence has been so fundamentally altered
by the infractions against him that he is no longer the
same person, the call to murder becomes his passion.
He generalizes his need for vengeance, and the circle
just keeps growing wider.

The man mentioned above starts out by killing the
men who raped his daughter, but finds he can’t sleep
knowing that other brutes like that are loose. He looks
up sex offenders on the Internet and starts hunting them
down, one by one. A woman whose husband died on
the operating table because the doctor was incompetent
isn’t content with poisoning the surgeon. Now she hunts
down other medical professionals who have, in her mind,
failed their patients. Organized crime ruins a man’s busi-
ness, and the next day the papers are full of stories about
the “Little Italy Shooter.”

Avengers don’t necessarily become indiscriminate

in who they kill, but the line blurs as they become
more willing to commit murder for reasons other
than their “mission.” It might be expedient to

shoot a cop in the head, rather than incapacitate him.
And he’s probably on the take, anyway. As an Avenger
moves farther away from his original purpose, and as
tales of his exploits spread, he grows closer to becoming
a Legend (see p. 97).

Background: Avengers are versatile. Anyone can
be wronged, so anyone can, theoretically, pick up a
weapon in pursuit of justice. The method by which an
Avenger kills is one of the main ways of defining him
(second only to who he kills). The tactics employed by
Geniuses and Charmers are as much open to Avengers
as the more corporeal methods of Mutants and Brutes,
but Avengers generally pick an approach and stay with
it. This versatility is reflected in their expanded choice
of Undertaking Acttributes.

Once-hunter Avengers are somewhat rare, because
many hunters are out for revenge. Hunting down super-
natural creatures in response to the death or corruption
of a family member is a different thing than lying in wait
for muggers with a length of razor wire. Avengers don’t
usually target supernatural creatures specifically, and so
the outgrowth of hunter to Avenger is uncommon. It
does happen, however. Sometimes a hunter feels that
monsters would disappear if the world stopped being so
damned complacent about it. They start hunting down
people in positions of power, who (as they see it) are
keeping humanity blind.

In character creation, Avengers might show any set
of Attributes or Skills as primary. They almost always
possess the Iron Stamina Merit, however, and many
have some rating in Safehouse — they need time and
space to plan their hunts.

Inspirations: Paul Kersey (Death Wish). Erica Bain
(The Brave One). Brenda Bates (Urban Legend). Ben
Willis (I Know What You Did Last Summer).

Attribute: Strength, Intelligence or Presence

Undertaking Skills: Brawl, Computer, Expression,
Firearms, Investigation, Intimidation, Stealth, Weaponry

Talent — Working the Room: Avengers might try
to kill their victims one by one, but sooner or later they
wind up with a roomful of people that require their at-
tention. Fortunately, these slashers are adept at taking
on crowds without being beaten down. The rules for
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Defense vs. multiple opponents do not apply to Aveng-
ers. No matter how many times in a turn an Avenger
is attacked, apply his full Defense to all incoming at-
tacks. This Talent does not, however, allow Defense
against attacks that normally wouldn’t benefit from it;
the Avenger still gets no Defense against Firearms.
Frailty — Nothing But the Mission: Most slash-
ers are obsessive, but Avengers take it to a whole new
level. When faced with the choice between pursuing
a target and taking some other course of action, the
Avenger’s player must roll Resolve + Composure. If
this roll succeeds, the Avenger can choose to let the
target go (for now). If the roll fails, the Avenger re-

mains focused on his mission and ignores the other
situation. Example: The rapist-hunting Avenger men-
tioned above is out stalking a boy in his daughter’s
high school class who is frequently accused of date
rape. While watching the boy walk down the beach
with his latest girlfriend, the Avenger notices a man
walk by a window and cast a murky, blurred reflec-
tion — almost certainly a vampire. The player must
roll the character’s Resolve + Composure; if this roll
succeeds, the Avenger can follow or otherwise deal
with the vampire. If not, the Avenger must pursue the
“rapist” (even if he turns out to be nothing more than
the victim of vicious gossip).
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YOU CALLED ME UP.

DIDN’T

It’s possible to get swept up in one’s own story. The
Avenger, unable to make rational choices regarding his
mission, becomes the nightmare that his victims imag-
ine him to be. The Legend is a deadly foe, because Leg-
ends do not die — but on the other hand, a Legend’s fate
is not his own. The slasher has no control over how his
story ends, and his free will is tenuous at best.

A Legend, in practical terms, is a slasher about whom
stories are told, often within a community that the slasher
has already preyed upon. Legends are the scourge version
of Avengers because Avengers want, on some level, to be-
come Legends. They want their victims to know them,
to appreciate how they've suffered, and to feel remorse or
terror in the wake of the slasher’s attack. As mentioned

YOU WANT TO SEE ME?

with Avengers, though, the net for victims is always cast
too wide. Sooner or later, the slasher doesn’t discriminate
anymore, and at that point, others try to make sense of his
killings, ascribing rules and logic to every knife wound,
every flippant statement, and every coincidence.

So, consider again the man who targets young would-
be rapists. Over time, he stops bothering with the “rapist”
part. He feels that all young men should be chaste until
they learn to handle their hormones, and since they don’t
do that, he hunts any sexually-active male under the age
of 21. The people of the community, after losing several
of their sons, grow frightened. Police investigations ensue,
but in the background there are murmurs about the “true”
nature of this beast, whom the locals call “Shotgun Dad-
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dy.” They say he can feel it when young men get too frisky
with their dates, and he’ll show up to drag you into his
van, blow your legs off with a shotgun, and burn you alive
as you try to crawl to safety. When the slasher started his
crusade against date-rapists, he had no special “sense” for
when people started to grope each other... but as the sto-
ries spread, he starts to notice it. He also realizes, however,
that he can’t approach cars or rooms, even if some sexual
assignation is going on within, or if a fresh rose is wound
around the handle or doorknob. The legends say this is
because his daughter loved roses so much, and the sight of
a rose drives him away in grief. Is this true, or is Shotgun
Daddy now powerless within his own story?
Legends, more than other slashers, take on a su-
pernatural or mystical tone. Their special senses and
weird vulnerabilities make them seem more like
spirits than people, and the question of how much
free will they retain is a valid one. Legends draw

strength from people acting in accordance with their par-
ticular “rules,” but these rules can also be their undoing.
Background: While an Avenger can “evolve” into
a Legend, given time, it’s also possible for a slasher to
generate enough of a mystique to qualify as a Legend im-
mediately. Legends who were once hunters, for instance,
might have seen enough of the supernatural to be con-
fused or even intrigued by the arbitrary seeming rules
that these creatures live with. Why do vampires avoid
the sun? Why can’t they cross running water? Why does
a werewolf recoil at wolfsbane, or a ghost vanish with
the dawn? Even when a given rule turns out to be false,
the hunter takes comfort in it. If the world has rules, the
world has order. There’s a point to all of this. This kind
of solace can, in some few hunters, fester into the desire
to become part of that order — and a Legend is born.
Character creation for Legends, like Avengers, is
highly variable depending on the character’s history and




motives. The important thing, though, is that Legends all
have a set of precepts dictating their behavior and choice
of victims. These might include a certain way to sum-
mon them (saying a slasher’s name might do it, or engag-
ing in a particular behavior or ritual), a way to defeat or
outwit them (certain types of attacks inflict aggravated
damage, or the Legend might be free to hunt only on cer-
tain nights) or an abjuration or protective measure (the
slasher might be distracted by a particular scent, or can-
not bring himself to attack a given type of person).

Inspiration: Candyman (Candyman). The Tooth
Fairy (Darkness Falls). Freddy Krueger (Nightmare on Elm
Street).

Attribute: Strength, Intelligence or Presence

Undertaking Skills: Brawl, Computer, Expression,
Firearms, Investigation, Intimidation, Occult, Stealth,
Weaponry

Talent — Strength from the Tales: The Legend
can draw strength from his victims (or other people)
acting in accordance with his myth. Once per scene,
when someone fulfills one of the tenets of the slasher’s
supernatural “rules,” the player can roll Strength, Intel-
ligence or Presence (whichever Attribute is the Leg-
end’s Undertaking Attribute) + Occult. Successes on
this roll can be applied to one of the following: restor-
ing spent Willpower, healing damage (one success for a
bashing wound, two for a lethal, three for an aggravated
wound) or applying bonuses to rolls made in pursuit of
the Legend’s agenda. The Legend does not have to use
the successes in the same way each time, but cannot split
the successes on any given chapter. Example: Shotgun
Daddy draws power from brash, teenaged men choosing
to let their hormones think for them. He goes hunting
one night and his prey hears him lurking in the woods
near his car, but chooses to ignore it in hopes of getting
lucky with his girlfriend. The slasher’s player rolls In-
telligence + Occult and comes up with three successes.
The player could choose to regain three points of spent
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Willpower, or heal damage, or take three bonus dice to
apply in his upcoming attack on the boy. Bonus dice
gained from this Talent can only be used once. Note:
This Talent has a great deal of potential for abuse, and
so it is crucial that the Storyteller and the player design
the Legend’s “rules” carefully, considering what kinds
of actions would be appropriate triggers for the Talent.
A Legend should have at least one such rule, and might
have many more, but keep in mind that as the story
gets more convoluted, the Legend runs more risk of be-
ing Trapped in the Story (see below). In game terms, a
Legend with many rules to empower him probably also
has several ways to weaken him.

Frailty — Trapped in the Story: All Legends have
a weakness. This weakness is up to the player (with Sto-
ryteller input), but it needs to be fairly stringent. An
attack exploiting the weakness might inflict aggravated
damage, or ignore Armor and Defense. A banishment,
repellent, or abjuration do not allow the slasher’s player
to roll to resist — if the Frailty is employed against the
character, it has the effect, every time. Shotgun Daddy,
for instance, cannot approach a car with a rose on the
door. It doesn’t matter what he sees going on in that
car, he just can’t bring himself to get near that rose. A
Legend who gave up his name and identity in exchange
for power from the Devil (that’s the story, anyway)
might become deaf for a scene and suffer a point of ag-
gravated damage when he hears his name spoken aloud.
If a Legend is focused exclusively on protecting mem-
bers of his family, he might lose all supernatural abilities
if he tries to protect anyone else, or harm someone who
has no chance of harming his family.

The Storyteller is the final judge of whether a
Frailty is harsh enough. Keep in mind that Legends
with multiple ways to benefit from their Talent usually
have multiple versions of this Frailty. Matching the
two exactly probably isn’t necessary, but stories do
have a way of balancing themselves out.
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All slashers are horrific, but the Brute is unstoppa-
ble. All rage and unbridled strength, he crashes through
doors, breaks necks with his bare hands, and is unfail-
ingly deadly with any instrument he picks up. He is a
killing machine; he knows or wants nothing else. And
everyone, everyone is a target.

The Brute might seem simple, even stupid. Maybe
he is. Perhaps whatever condition led to his enhanced
physical strength also reduced his ability to reason. It
almost certainly reduced his capacity for moral or empa-
thetic behavior. It’s hard to get inside the Brute’s head,
because there’s just not much room in there. His mo-
tives aren’t oddly justifiable like the Avenger’s or the
Freak’s, or fascinatingly arcane like the Genius’. He
doesn’t even have the compelling, cloying madness of

A COLD STARE)

the Charmer. He drives the knife home, watches the
light in his victim’s eyes die, and then searches, slowly,
methodically, for the next one.

But that is the source of the Brute’s horror. He can’t
be reasoned with or intimidated. Even if the Brute is
outnumbered or sorely outgunned, the best that his vic-
tims can hope for is that he retreats into the shadows,
stalking them until he can, once again, lurch from the
dark, knife raised. He’s not obsessive about killing, pre-
cisely, it’s just that he doesn’t do much else. It would be
tempting to say that he’s more animal than man, but
that’s not quite right. Animals eat, breed and feel fear
and pain. Brutes are forces of nature or, more accurately,
supernature.

Brutes, unlike their scourge counterparts, the Masks,
are still recognizably human. Their savagery retains a




personal style; their eyes still have a grimly gleeful light
while they kill. Some Brutes lead double lives, remaining
human most of time, but picking up their weapons when
the full moon rises, when the sun sets, on the third Sun-
day of every month or just when the mood strikes them.
Brutes often retain enough intelligence to have a sense
of deliberation about their hunts. They change clothes
— and tactics — as necessary to avoid detection. Often
they travel to different areas for their activities, but as
the lust for blood grows, it’s often possible to trace the
path of death to the Brute’s door.

Brutes seldom speak, and those that do are often
monosyllabic or unable to use much in the way of lan-
guage. In many ways, the Brute is the personification
of the fear of strangers. Most urban legends that deal
with murdering madmen refer to Brutes, and while none
of those killers are Geniuses, some do exhibit a certain
amount of cunning. One story tells of the girl who wakes
up to a dripping sound and feels afraid, but when she
reaches over the side of the bed she feels her dog lick
her hand. In the morning, she finds her poor dog gut-
ted and hung in the shower, a message waiting on the
mirror: “Humans can lick, too.” Some Brutes, like the
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dog-killer, are sadistic, but most are almost robotic. To
achieve their superlative skill at taking life, they have
given up everything else — cognition, social skills, even
personality.

Calling a Brute a serial killer is misleading. Charm-
ers are closer to the classic notion of a serial killer, be-
cause Brutes just don’t interact with those around them
except to inflict violence. If a Brute is socially function-
al enough to work with a group of other characters, it’s
likely that he’s taciturn at best. More commonly, Brutes
are solo killers. Some might keep trophies or toy with
their victims, but most simply kill. Do they remember
particular victims? Possibly, but not necessarily. Some
have favored weapons; others use whatever is handy to
kill. Some delight (if such a term is appropriate) in driv-
ing terrified victims toward environmental hazards — off
cliffs, into bogs, through traffic, against spinning buzz-
saws, etc. As they kill more people, they become more
detached, less human, until only the Mask remains.

Background: Becoming a Brute requires dissociation.
The slasher must stop thinking of people as people. They are
merely objects to be torn up. They might make funny noises,
they might speak to the Brute and seem almost like he is, but




BRUT E

C(RIRBERY

they are creatures that are fundamentally “other,” as far as
he is concerned. The degree to which this notion has taken
hold in the mind of a Brute is a good litmus test for how close
to becoming a Mask he is.

What brings on this kind of dissociation? Rejec-
tion from the world, humiliation from a parent, and
abuse of trust or power from an authority figure are good
starts. But a hunter who becomes a Brute likely just wit-
nesses the use of raw physical power and its effects on
the world. A group of hunters hides in a well-fortified
Safehouse, but the werewolf tears through the door like
it’s tissue paper. A woman appears slight and even frail,
but then snaps a hunter’s neck like a pretzel. The Brute
notes these things, and develops his physical strength in
hopes of becoming a match for the supernatural. In the
process, though, he must learn to put aside pain, fatigue
and suffering. Sadly, these things are part of what make
people human. Without suffering, empathy is impos-
sible. Without empathy, humanity is questionable.

Physical Attributes and Skills are almost always
primary for Brutes, although many have high ratings in
Crafts (leatherworking, perhaps, or creation of weapons
or traps, though not nearly so elaborate as Geniuses) or
Animal Ken (reflecting an ability to calm or train ani-
mals, but not necessarily any true empathy with them).
Merits such as Quick Healer, Strong Back and any of the
Fighting Styles are also common.

Inspirations: John Ryder (The Hitcher, 2007).
Colghoun (Ravenous). The Man and the Woman (The

People Under the Stairs). Mickey and Mallory Knox (Nat-
ural Born Killers, though one might argue that Mallory is
actually an Avenger or even a Charmer).

Attribute: Strength

Undertaking Skills: Animal Ken, Athletics, Brawl,
Crafts, Intimidation, Stealth, Survival, Weaponry

Talent — Unstoppable: Brutes are hard to kill.
When hunting, they enter a kind of trance, in which
they do not feel pain, discomfort, or fear. Brutes do not
suffer wound penalties of any kind, and the player need
not make the reflexive roll to stay conscious when the
Brute’s Health track is full of bashing damage. Instead,
when the Brute’s track fills with lethal damage, the play-
er makes a reflexive Stamina roll to remain conscious
and active. If this roll fails, the Brute falls unconscious
and begins to bleed out, as described on p. 174 of the
World of Darkness Rulebook. If it succeeds, the Brute
can remain active until he suffers one more wound, at
which point he is Incapacitated. Often, the Brute falls
down, seemingly dead, before reviving for a few seconds
for one last attack.

Frailty — Blinded by Blood: The hyper-focus on
murder that gives Brutes their strength also means they
don’t perceive the world around them very clearly. All
Perception rolls made for Brutes suffer a -3 penalty, and
on opposed rolls made to notice a hiding opponent, ties
always go against the Brute (that is, the Brute’s player
must roll more successes than the hiding character’s
player in order for the Brute to notice the character).
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The Brute taken to its bloody, frenzied extreme is the
Mask. When all traces of humanity have gone, and all that
remains is the body, the blade, and the urge to kill, the
Mask has arrived. The Mask has no compassion, no fear
and no remorse. He — it — does not hesitate to kill in
the face of pleas or entreaties. Some Masks do refuse to kill
certain targets (children, people of a particular race, age or
even hair color), but the Mask makes no show of granting
them mercy. Instead, the Mask simply ignores them.

Masks have little or no ability to use or understand
language. The very few that are willing to take orders or
work in a group retain a tenuous grip on receptive lan-
guage (that is, they can understand what is said to them),
but spoken or written language is far out of their purview.
Language is unique to humanity, and Masks have given up
their humanity for superlative ability to kill. Some occult
researchers espouse the theory (and VASCU’s data seems
to support it) that Masks feel physical pain in the presence
of living human beings. This doesn’t allow them to detect
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life. Indeed, like Brutes, their senses seem to be fairly dull,
or no better than a normal person’s. Instead, it means that
they cannot be at peace until all life around them is ex-
tinguished. Few Masks display anything like a survival in-
stinct, and if the presence of life does indeed needle them,
this makes sense. Simply being alive causes them pain.
One might ask, then, why they don’t simply com-
mit suicide, but as anyone who has stood against a Mask
and survived can attest, it’s not easy to kill one. Masks
seem unfazed by most wounds. A large cell of hunters
can generally take one down with some casualties, but
this is because such cells are trained to fight supernatural
opponents. Mundane warriors (police, soldiers, etc.) who
attempt to fight a Mask like a human opponent seldom
live to be surprised. Shotgun wounds just leave the Mask
bleeding a bit. Tasers don’t faze them. Setting a Mask
on fire might kill it, but is just as likely to result in
an inferno as the Mask casually spreads the fire to
every flammable object within reach.

104

Not every Mask actually covers his face, but even
those that don’t are easily recognizable. This is because
their faces don’t change when they kill, when they are
shot, or under any other circumstance. Even if the slash-
er’s face is clearly visible, his face is an immobile, dispas-
sionate Mask.

Background: Where does the Mask come from? A
Brute might become a Mask, yes, but how? If the Mask is,
indeed, in constant pain simply from being alive, is this
condition a congenital one that takes time to manifest,
or can it be acquired, perhaps from prolonged supernat-
ural contact? Likewise, if a physically adept hunter can
become a Brute by over-focusing on his ability to kill to
the exclusion of his humanity, is the logical progression
of this tendency the Mask?

It would be tempting, and not altogether inaccu-
rate, to say that a human being who exhibits the “clas-
sic” serial killer pathology might become a Mask. Note,
though, that a Mask is truly a supernatural being, all but




impervious to physical harm. Some kind of supernatural
interference must take place, but the drive to kill must
already be in place. One possibility is that the mind be-
comes trapped within the body, the senses driven to ab-
surd sharpness, to the point that, as described above, any
sensation is perceived as pain. The only place that the
mind can flee is into the deep, dark lizard brain, finding
the lowest, most savage response to pain — fight. Kill.
Make the pain stop. Masks are terrifying because of their
simplicity.

Although every Mask was once human, Masks don’t
normally respond to stimuli from their previous lives.
Once in a while, though, something catches a Mask’s at-
tention, breaks through the haze of pain and murder, and
reveals to a witness a tiny shred of the man within. That
witness, if he should live, will later report that the man
looked terrified — trapped behind the Mask, surrounded
by blood and agony, and subsumed almost immediately.

Masks invariably have high Physical Attributes,
Skills and several Physical Merits. Mental Attributes
are usually average, and Social Attributes are nearly
non-existent (Masks don’t speak, after all). Skills that
are unrelated to murder are rare, and Mental and Social
Merits are, for the most part, inappropriate.

MAS K

Inspirations: Michael Myers (Halloween). Jason Vor-
hees (Friday the 13th). Coffin Baby (Toolbox Murders, 2003).

Attribute: Strength

Undertaking Skills: Animal Ken, Athletics, Brawl,
Crafts, Firearms, Intimidation, Stealth, Streetwise, Sur-
vival, Weaponry

Talent — Unstoppable Killing Machine: Like
Brutes, Masks do not suffer wound penalties and do not
need to check for unconsciousness when their Health
tracks fill with bashing damage. In addition, though,
Masks do not need sleep or food. Finally, every success-
ful attack made on a Mask inflicts one point of dam-
age, no matter how many successes are actually rolled.
This includes supernatural attacks. Incidental damage
(falling, electrocution, drowning, fire) inflicts its usual
damage.

Frailty — No Mind but for Murder: Masks can-
not speak, write or generate language in any meaningful
way. They might be able to indicate a direction or an
intent to kill with a nod of the head or a wave of the
knife, but complicated gestures are beyond them. Like-
wise, the Mask’s player must roll Intelligence + Compo-
sure for the Mask to understand spoken language of any
kind (reading is impossible for the Mask).

CSCOURGED
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The Charmer is deadly not because he is strong or even
smart. The Charmer kills with trust. He is impeccably polite,
sympathetic, well-spoken and knowledgeable. He is selfless,
he is a superb listener and he has a voice that makes you
hang on every word. Charmers often sing, whistle or hum to
themselves, and their voices are hauntingly beautiful. They
choose their victims and seduce them — not necessarily to
the point of sexual congress (indeed, most Charmers find
the notion of coitus unspeakably revolting), but to the point
of intimacy. And then the victim feels the knife slide home,
or receives a sharp blow to the head. The truly unlucky ones
are the ones that the Charmer drugs, because then he can
take his sweet time. Off all of the Undertakings, Charmers
make some of the most enthusiastic torturers.

A Charmer might troll for victims in any number of
ways. He might find an isolated community and surrepti-
tiously murder a priest, teacher or some other important
figure, and then replace him before the death can be re-
ported to the proper authorities (this tactic doesn’t work
as well in the modern era as in decades past, but some
Charmers are also skilled hackers and can forge what re-
cords they need). He might bar-hop every night, and de-
velop a reputation as a true gentleman — he’ll give you
a ride home if you're too drunk to drive, and he’ll never,
ever take advantage. The Charmer might even open a
shop on the corner, selling books, selling food, selling
coffee, and become a fixture in the community.

And then the bodies start appearing. Members of the
choir turn up dead after late-night practice sessions. A
young woman was talking about meeting that nice man
she met last night. .. and why hasn’t she reported to work
today? The kids in the neighborhood start holding their
breaths when they walk by the alley behind that new cof-
fee shop, because the garbage back there sure don’t smell
like coffee. Charmers are ready to pull up stakes at any

moment, but they'd prefer to keep their charade going
as long as possible. The goal for a Charmer isn’t neces-
sarily the kill — that’s something they do almost in
spite of themselves. What a Charmer loves most is
knowing that his victims trust him.
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Background: Most Charmers don’t see people as
thinking, feeling beings. Like most serial killers, they see
people as objects, to be toyed with and ripped apart at
leisure. Charmers, though, find the notion of trust and
vulnerability fascinating — people are so stupid that
they allow people that they barely know access to them
while they sleep. Surely they’re aware of the fact that
people are monsters?

But the reason the Charmers feel this way, often,
is because they've seen monsters. A Charmer was prob-
ably horribly abused in his childhood. Locked in a closet
when he failed to do his homework, beaten regularly
for no reason he could fathom, sexually abused — but
often, also taught that sex in any form is wrong. Many
Charmers have a pathological hatred of all things sexual.
Most also despise the opposite sex. Often, Charmers were
raised by the Bible and the strap, and grow up doggedly
devout to their own twisted interpretations of their faith
(Christianity isn’t the only option, of course; any religion
that preaches some concept of sin can help in creating a
Charmer because it produces the excuse for hatred).

Not all Charmers are men. A female Charmer can
actually get away with her crimes much more easily and
more frequently, because like it or not, men are more
willing to run off with strange women than vice versa.
A female Charmer is often a black widow-style killer,
seducing her victims and murdering them before, during
or after the sexual act (depending on her own feelings
about sex). Some Charmers worm their way into posi-
tions in which others are dependent on them — nurses,
orderlies, even candy stripers — and kill the young, the
elderly or the infirm in “angel of death” murders.

Charmers who began as hunters are somewhat dif-
ferent. While the potential for murder (the abuse, the
inability to empathize) was probably already there, these
Charmers became practiced at seeming harmless to the
supernatural. A hunter acts as “bait” for vampires, luring
them out of their crypts and their dark, gothic night-
clubs into wide-open areas where they can be immolat-
ed. She becomes skilled at finding predators, at seeming



innocent, seductive and yet naive, and one night she
goes hunting alone. But what she brings out of that club
isn’t a vampire, just a randy young man hoping for a
quick fuck in the cemetery. He still ends up burnt alive,
though, and the hunter realizes, watching him burn,
how much she hates being looked upon with lust. She’ll

do the same thing next week, but at a different club.

Social Attributes and Skills are almost always pri-
mary for Charmers, for obvious reasons. They aren’t any
great shakes when it comes to physical fighting, and
their ability to kill depends upon taking their prey by
surprise at a moment of great vulnerability (see Killing
Blow, p. 168 of the World of Darkness Rulebook). A
Charmer might have high ratings in Wits (thinking of
excuses and quick getaways) or Dexterity (slipping a pill
into a drink or a garrote around a victim’s neck), but
Strength, Stamina and even Intelligence aren’t neces-
sarily above average. You can get by on charm for 15
minutes, the saying goes, after which you’d better ac-
tually know something; charmers usually only need 10
minutes.

Inspirations: Stuntman Mike (Death Proof).
Preacher Powell (The Night of the Hunter). Mick Taylor
(Wolf Creek). Catherine Tramell (Basic Instinct).

Attribute: Presence

Undertaking Skills: Computer, Larceny, Weaponry,
Empathy, Expression, Persuasion, Socialize, Subterfuge

Talent — Disarming: When a Charmer meets a
new person, the player rolls Presence + a Social Skill.
The Skill might be Expression (the Charmer speaks
poetically or sings, plays an instrument or otherwise
performs), Socialize (the Charmer plays groups of
people like a fiddle) or Persuasion (the Charmer can
always say exactly the right thing at the right time).
This roll is contested by the listener’s Intelligence +
Subterfuge. If the Charmer wins, that person refuses
to see anything wrong with the Charmer and makes
excuses for him, supports him and might even lie for
him. Common Sense and Danger Sense do not apply
to characters who have fallen prey to the Charmer’s
wiles, and all Initiative rolls against the Charmer are
penalized by five. If someone actually witnesses the
Charmer harming another person (and the Charmer
can’t make a case for self-defense or justifiable ho-
micide), the effect is lost.

Note that Charmers get one chance at this
for a given person. First impressions are ev-
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thing. If the Charmer fails to

meet or exceed the target’s successes, she

sees through the Charmer to the Psycho beneath

(see p. 108). She might just feel that the Charmer is

a phony, not necessarily dangerous, but the warning

bells definitely go off (which probably makes her the
Charmer’s first target).

Frailty — Thin Veneer: Charmers are held to-
gether by staples and a few strands of sinew. They
have a tightly regimented view of the world, and they

hate having it shaken. They often believe their own
hype; a Charmer taking the persona of a preach-
er might really believe that he’s doing God’s

work. All

Charmers have a trigger, which the player
or the Storyteller must decide at character creation.
This might be bringing up a certain topic, a particu-
lar song, being touched in a sexual manner, or just
being called by name rather than by title. When
this trigger occurs, or when someone who resists
the slasher’s charms calls him out (“You're fucking
creepy, dude” is enough), the Storyteller or player
rolls Composure. If this roll fails, the slasher lashes
out — usually verbally, but sometimes physically.
At this point, anyone who fell under the Charmer’s
wiles before has a chance to snap out of it (players
roll Wits + Subterfuge; success means the Charmer’s
Talent no longer applies).
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Beneath the polished veneer of the Charmer is the
Psycho. The Charmer’s pathological hatred of the world
— of women, of sex, of whatever the Charmer most de-
spises — has become a full-blown ideology. The Psycho
retains the Charmer’s ability to disarm, up to a point,
but the mask is much thinner. The Psycho is obviously
crazy, noticeably damaged, and clearly dangerous.

Some Psychos are zealots. Their fervor might
be focused on religious faith, and their murders
have become a kind of cleansing activity. Once

in a while, racial “purity” or some other suprema-
cist agenda drives the Psycho. A Psycho might be
a Jack the Ripper-style killer, slaughtering prosti-
tutes out of some mad desire to rid the world of
lust. He might target gay men (or men who just
look gay to his demented eyes) in a Biblical rage,
or he might kill divorced women for forsaking their
wedding vows. He has a reason for what he does,
even if that reason is ludicrous on its own.

CSCEOURGIED
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The Psycho has lost much of the social functional-
ity of the Charmer. Instead of keeping the charade go-
ing to any length of time, the Psycho is only able to
physically close the distance between himself and his
victims, or talk others into unlocking doors, letting him
past security, getting hitchhikers into his vehicle, and so
on. The slasher’s real agenda becomes clear if the victim
is given time to evaluate the situation, but the Psycho
only needs a minute. He doesn’t thrive on violation of
trust as a Charmer does. He has become a true slasher,
interested in fulfilling his needs through violence.

Background: Psychos had it even worse than their
ripper counterparts. Any sense of humanity was long
gone from them by the time they picked up the knife.

Unlike Charmers, who are often physically weak, Psy-
chos are surprisingly strong, tenacious and brutal. Also
unlike Charmers, they don’t necessarily look harmless.
(Real-life serial killer Edmund Kemper once talked his
way past campus security with two dead women in his
backseat — he claimed they were drunk and he was giv-
ing them a lift. He was anything but harmless-looking.
He was 6’9" and weighed over 3001bs. Kemper was never
caught, by the way. He turned himself in after murder-
ing his tenth victim.) Psychos are capable of seeming
harmless, even in need, for brief periods of time. They
only need a window of time to kill a victim.

Ex-hunters who become Psychos often suffered at
the hands of a supernatural creature, but not physical-
ly. One Psycho might have become bound by blood to




vampire. Another was the mate of a werewolf. A Psycho
might have been magically enslaved, unable to reach
out for help due to spells placed on her mind. The Psy-
cho hates the supernatural, and that hate spills over into
every other aspect of his being.

Psychos have high ratings in Presence, but usually
not Manipulation. It isn’t that they aren’t articulate,
but they tend to sound crazy if they talk for too long.
Skill with words is better simulated with high ratings in
Subterfuge or Expression. Psychos tend to have higher
ratings in Physical Attributes and Skills than Charmers.
They are less likely to use poison or drugs to incapaci-
tate, wanting the tactile sensation of beating their vic-
tims senseless, strangling them until they pass out, and
feeling the knife slide home. Some use guns, but might
shoot to wound rather than kill and then take their time
with the dying victim.

Inspiration: Darryl Lee Cullum (Copycat). Patrick
Bateman (American Psycho). Anton Chigurh (No Coun-
try for Old Men). Bo Sinclair (House of Wax, 2005). May
Canady (May).

Attribute: Presence

Undertaking Skills: Computer, Empathy, Ex-
pression, Intimidation, Larceny, Persuasion, Socialize,
Stealth, Subterfuge, Weaponry

Talent — Deadly Distraction: A Psycho can cause
someone to drop her guard just long enough to incapaci-
tate or kill her. This requires only a turn of conversa-
tion, and cannot be attempted in combat or when other
(non-slasher) witnesses are about. The Psycho’s player
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rolls Presence + Persuasion, contested by the victim’s
Wits + Composure. If the Psycho’s successes equal or
exceed the victim’s, the victim falls prey to the Psycho’s
charms for one brief but fatal moment. What this means
depends on what the Psycho is trying to accomplish.
He might just be trying to gain entry into a building
or recover a lost weapon or piece of evidence, and if
that’s the case, the victim gets off light. But if the slash-
er wishes to attack the victim, he can make a Killing
Blow (see p. 168 of the World of Darkness Rulebook)
with whatever weapon he has at hand, inflicting dam-
age equal to the relevant dice pool with no roll required.
This might not actually kill the victim, but it certainly
wounds her grievously and probably places her at the
Psycho’s mercy.

Frailty — Obsessive: Psychos just can’t let some-
thing go. Once a Psycho chooses a victim, and attempts
to charm her (either by using Deadly Distraction or mun-
dane Social attempts) and fails, the Psycho cannot just
leave her be. He must break her down, hurt her, scare
her and finally kill her. The Psycho can be patient, but
most of them aren’t equipped for it, and wind up impul-
sively attacking the victim (who is by no means unsus-
pecting and helpless). If the victim inflicts damage upon
the Psycho, the Frailty’s effects end and he can flee, but
the Storyteller or player must roll Resolve + Composure
every month thereafter. If the roll fails, the Psycho must
seek out the victim once more. This Frailty is obviously
a problem for the potential victim, but it does make Psy-
chos easier to track and predict than other slashers.
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The Freak is similar to the Brute, but rather than
being defined by the strength and tenacity with which
he approaches his grisly work, the Freak’s characteris-
tic trait is deformity. Freaks are born of humanity, but
set apart by physical ugliness. It might be a birth defect
stemming from inbreeding or even prenatal drug use on
the mother’s part. It might be the result of an acciden-
tal (or deliberate) fire or splash of acid. It might even
be that the Freak is otherworldly, and that his hideous

outward appearance is reflective of some
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supernatural taint. In either case, Freaks wear their evil
on their skin.

Not all Freaks are self-conscious about the way they
look. Some are, of course. They shun humanity, stick-
ing to dark places and covering themselves with heavy
clothes or scarves. They hate other people for the way
that they have been treated, and this hatred ultimately
serves as the impetus to kill. But some Freaks revel in
what they are. Some might even be self-made Freaks,
made grotesque not by birth or mishap but by their own

knives. And then some Freaks are just as




bestial in mind as in body...but these Freaks are usu-
ally well on their way to becoming Mutants (the scourge
version of this Undertaking).

Of all of the Undertakings, Freaks are the most
likely to engage in cannibalism, necrophilia or other
especially depraved activities with their victims. Their
methods of murder vary, but are often horribly bestial
— Freaks attack with teeth, claws and improvised weap-
onry. That isn’t to say that a Freak couldn’t use knives,
bows or even guns, just that Freaks grow atavistic over
time, and their methods of slaughtering their prey be-
come likewise less sophisticated.

Freaks are also more likely to form attachments to
others of their kind, and it’s (unfortunately) not uncom-
mon for Freaks to gather in small clans. These might
actually be families, but a circus sideshow might spawn
an impressively varied menagerie of deformed killers. A

Freak might wind up as the lapdog to a supernatural
being such as a mage or a vampire, provided that the
service that the master has in mind is bloody enough.
Such partnerships tend to end badly, of course — soon-
er or later, the Freak realizes that he is being used, and
then either dies as he attacks his master, or tears him
limb from limb and flees.

Background: Freaks who are born to their condi-
tion, but born into an otherwise normal segment of
society, often grow up hating themselves and everyone
around them. Their murders are thus equal parts acts
of revenge and acts of self-sabotage — they want to
die, but they want everyone else to hurt right along
with them.

Those Freaks born into a society (or even
race) of similar creatures probably don’t feel
the same kind of self-loathing, though if
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the

clan lives near

normal humans, they are

usually taught to hate and fear them

for self-preservation purposes. These Freaks

often gang up on people, dragging them into quar-
ries, sewers, junkyards, slums, forests, mines and oth-
er dangerous and loathsome places for purposes too
horrible to consider.

But not all Freaks grow up deformed. Some come
to freakishness later in life, and indeed, if a hunter be-
comes a Freak, it is most likely because he was injured
during the Vigil. The hunter suffers a grievous wound
fighting a werewolf, and his face is clawed to ribbons.
Afterwards, he can’t reclaim his place in society with-
out explaining what has happened, and even his cell
has difficulty dealing with him. At first he is content to
take out his frustrations on supernatural creatures, but
eventually he might come to loathe beautiful people —
and perhaps even empathize with the beast that took
away his face.

Freaks, like Avengers, are versatile, but in a some-
what different way. While most slashers increase a Power
Attribute (Presence, Intelligence or Strength), Freaks
can choose one of four Attributes encompassing Power
or Finesse. Social acumen, of course, is largely beyond
them, apart from some obvious ability to Intimidate.
Physical Skills tend to be primary, but occasionally an
extremely intelligent Freak comes along, setting traps for
his victims. What is the difference between a Freak like
this and a Genius? The character could be considered to
follow either Undertaking; the player or the Storyteller
must decide which one is most appropriate.

Inspirations: The Clan (The Hills Have Eyes,

1977). Vincent Sinclair (House of Wax, 2005). Fran-
cis Dolarhyde (Red Dragon). Leatherface (The Texas
Chainsaw Massacre, 1974).

1%

Attribute: Strength, Dexterity, Intelligence or
Wits

Undertaking Skills: Animal Ken, Brawl, Crafts,
Firearms, Intimidation, Stealth, Survival, Weaponry

Talent — Lay of the Land: When Freaks find a
place to call home, they learn it quickly and completely.
Freaks all receive the Direction Sense Merit at no cost,
and rolls made to orient, retrace steps, track others or
hide in areas in which the Freak has spent at least a
month receive a +3 modifier. Also, a Freak involved in
a Foot Chase in his own turf (see p. 65 of the World of
Darkness Rulebook) takes no penalty for terrain, no
matter how uneven or slick.

Frailty — Deformity: All Freaks are hideous to
the eye. No matter what the source of their ugliness,
birth or accident, normal people cannot help but stare
at them. Many mock them, or shun them thinking that
their disgusting visage is contagious (and maybe it is).
Apply a—4 penalty on all Social rolls if the other parties
involved can clearly see the Freak’s face. This penalty
does not apply to Intimidation attempts, of course.

Alternately, it is possible for a Freak to possess
some other quality that sets him apart from humanity so
completely as to make him fit this Undertaking. Fran-
cis Dolarhyde in the film Red Dragon, for instance, isn’t
entirely unpleasant to look at, but his speech makes him
a Freak. Of course, a great deal of the reason why his
speech makes him such an outcast is because he is so
ashamed of it, and so a Freak with this kind of “defor-
mity” is more of self-made Freak than one who wears his
problems on his face. The system, however, remains the
same, though the circumstances in which the modifier
applies probably differ.
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The Mutant is an atavism, a creature recog-
nizable as human only by its gait and, perhaps, its
language. Unlike Freaks, who might have acquired
their conditions after leading relatively normal
lives, Mutants are almost invariably born with their
hideous features. This might be the result of ge-
netic disorders, inbreeding or toxin exposure, but is
much more likely to be the fault of supernatural in-

terference. A witch curses a pregnant woman, and
her child is born with a pig’s snout and mouthful
of fangs. A demon takes on human shape and sires
a child — and that child has his father’s (true)
looks. A young werewolf, dosing on experimental
drugs from early puberty, becomes pregnant and
the baby has all of the aggression and animalistic
features that the mother works so hard to deny.

CSCEOURGIED



Are Mutants truly aggressive, even evil? Or are they
simply striking out at a world that hates them? It’s impos-
sible to say, because every Mutant has at least some nega-
tive experience with “normal” human beings. Sometimes
that experience starts at home — like Freaks, Mutants
might be chained in an attic or thrown down a well to
keep them from shaming their parents. Sometimes a Mu-
tant grows up with well-meaning adults (whether they
are his biological parents or not), and the abuse comes
from the world outside the home. A Mutant’s first en-
counter with people who hate or fear him because of his
appearance is a formative experience, and one that often
leads to another such experience: the first kill.

A Mutant’s first murder might be born out of fear,
anger or revenge. The Mutant might lash out at attack-
ers, breaking a neck or slashing open a throat. A Mu-

tant might leap upon a tormentor and tear out chunks
of flesh with his teeth. It's not impossible, though, for

a Mutant’s first murder to be accidental. The Mutant

might develop a crush on a classmate and give her a
hug, not realizing his own tremendous strength.

e

He might chase a terrified person into traffic while trying
to assuage his fears. The circumstances of this death shape
the Mutant’s view of murder, of course, but also shape the
course of his life. He might run away into the wilderness
to escape the human justice system, or he might wind up
in an institution for years. Whether banished or impris-
oned, the Mutant learns one inescapable fact — the nor-
mal people feel better if he isn’t around.

The response to that, of course, might be to hide
and kill only when threatened, or to live among people
invisibly and kill at will. Mutants sometimes delight in
showing their horrible visages as they close in for the
kill. Some even hunt naked, and are thus mistaken for
demons, werewolves or animals.

Background: As mentioned, Mutants are usually
born with their deformities. That doesn’t preclude a Mu-
tant from becoming a hunter, however. Some Mutants are
quite intelligent and well-spoken, and some are socially
functional enough to join cells or organizations. Mutants
with some degree of supernatural taint in their histories
might find attention from hunter cells as targets, but join




the cell once it’s clear the Mutants aren’t interested in
killing indiscriminately. The irony is, unfortunately, that
hunters often wind up becoming practiced killers, and this
includes Mutants. As their Morality warps and changes
in response to the hunt, they become the monsters that
other people always made them out to be.

Non-hunter Mutants, of course, aren’t necessarily
as well-trained, but are just as deadly, especially on their
home turf. Mutants are territorial, much like Freaks, and
respond with deadly force and precision if their homes
are threatened. A Mutant’s home is often riddled with
escape routes, shortcuts, traps... and probably trophies
from past victims.

Mutants usually place Physical Skills and Attributes
first, but some Mutants are extremely intelligent or quick-
witted. Social traits are almost always tertiary, but a Mutant
with a Iyrical voice and a good command of language might
have a high Manipulation score (and probably a decent rat-
ing in Expression or Persuasion). Most Social Merits are
probably inappropriate, but almost any Mental or Physical
Merits can be justified for a Mutant character.

Inspirations: The Mountain Men (Wrong Tumn). The
Crawlers (Descent). The Clan (The Hills Have Eyes, 2006).

Attribute: Choose one of: Strength, Dexterity, In-
telligence or Wits

Undertaking Skills: Animal Ken, Brawl, Crafts,
Firearms, Intimidation, Investigation, Occult, Stealth,
Survival, Weaponry

HUTANT CSCOUREEZ D

Talent — Natural Weaponry: The deformities of
a Mutant work for him, at least with respect to mur-
der. A Mutant might have sharp fangs, gnarled claws
or even bony outgrowths from his forehead. His skin
might be as tough as leather, or covered in a heavy
layer of callus. The player chooses either to have
a natural attack method (claws, teeth, horns, etc.)
that inflicts lethal damage (attack roll is Strength
+ Brawl + 2) or to have two points of natural armor
(incurs no Defense penalty).

Frailty — Sensitivity: Mutants inspire fear and
revulsion in all who see them. The Mutant automati-
cally fails at Social rolls (except for Intimidation)
made against any character that can see or has seen
his face. In addition, Mutants are all hypersensitive
to some form of stimulus — bright light, powerful
antiseptic scents, certain textures, sudden shifts in
temperature, and so on. The Mutant’s player must
choose a stimulus that the character cannot abide.
When the character is confronted with that stimu-
lus, the player must roll Resolve + Composure. If this
roll succeeds, the character can act as he pleases, but
must devote his energy to ending the stimulus (and
suffers a —3 on all actions until this is accomplished).
If the roll fails, the character must flee the area im-
mediately. If he cannot flee, he lashes out at any
available targets (with the aforementioned modi-
fier), or tries his best to hide.
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[gnorance is bliss, they say, and according to one
source, whoever increases knowledge also increases sor-
row. Is that, perhaps, why Genius slashers are so angry,
why they hate people with normal intellects so much?
Do they feel a twisted sense of jealousy, wishing they
could ignore what their minds tell them?

Geniuses are slashers that kill with their minds.
They don’t wield psychic powers (usually), but they cer-
tainly seem like they do. They think several steps ahead
of their victims, predicting what a target will do based
on a set of options, how those options are presented,
and that target’s predisposition. Geniuses profile their
targets, tailor their methods of abduction and murder to
suit them, and then sit back and watch their victims kill
themselves. It’s not uncommon for Geniuses to kill us-
ing traps, rather than to do the deed themselves. Some
Geniuses consider killing coarse and vulgar, some are
physically incapable, and some feel that allowing vic-
tims the possibility of escape in some way obviates their
moral responsibility in the victims’ deaths.

Geniuses aren’t always educated. Sometimes their
intellect comes in the form of “street smarts” rather
than learned information, a gut instinct about people
and their behaviors that borders on prescience. But
even these Geniuses tend to be technically skilled, with
or without training — a Genius given a few hours and
the proper tools can pull apart a car, figure out how it
works, and put it back together, probably rigged with
a series of blades that impale the driver when the CD
player is activated.

Some Geniuses do enjoy wielding their own knives.
They still play cat and mouse games with their victims,
making allusions to the victim’s eventual fate, skirting
the edge of good taste but keeping a civil tongue. Then,
when the victim is uneasy but not sure why, the Genius
strikes, slashing for major arteries, watching the hapless
soul bleed out in seconds. For many Geniuses, this is
the closest they can come to true intimacy with another

person, after all.
One very disturbing thing about Geniuses is
that their ideas seem to be contagious. Rather,
given a bit of honest conversation with a Ge-
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nius, an otherwise rational person might “come around”
to the Genius’ way of thinking. As such, Geniuses tend
to have apprentices, sidekicks and understudies that
they train (and sometimes betray) in the course of their
work. This tendency isn’t powerful enough to merit a
game system for rippers, but the scourge Maniacs (see p.
121) can force others into compliance with their unique
mindset, given time.

Background: Most hunter cells have an idea man
(or woman), someone who conceptualizes new Tactics,
designs traps, modifies weapons, crunches numbers, does
research and so on. In functional cells, the more phys-
ically-oriented members of the team appreciate their
intelligent cohorts, knowing that a solid plan is better
than a strong arm when fighting the supernatural. But
not every cell is so functional, unfortunately. In monster
hunting, just as in high school, the nerds sometimes get
picked on. And occasionally, that ribbing (even if it’s
really good-natured) can breed resentment. The Genius
retreats from social interaction, and treats every prob-
lem as a riddle, a challenge that can be solved like an
equation. He develops a reputation for being cold, un-
friendly, socially stunted and probably obsessive (since
he hates unsolved problems).

Geniuses who were never hunters are usually ci-
phers, though not nearly to the same degree as Freaks or
Brutes. They are capable of interacting with people, but
they don’t find it very interesting. As such, when they
meet people who can challenge them somehow, they
tend to become obsessed. That might escalate into a
murderous fixation, but just as often the Genius decides
that this interesting person has to be spared (and woe
betide anyone who threatens her). Some Geniuses have
careers that require interpersonal interactions, but al-
ways on their terms. A Genius might be a college profes-
sor lecturing his students, a doctor who can comfortably
view patients as charts and disease rather than people,
or a radio personality who never has to see the people he
speaks with until he tracks them down.

Either type of Genius slasher tends to have high
Mental Attributes (obviously), but the secondary At-
tribute category can just as easily be Social as Physical.



Some Geniuses use Charmer-like tactics to lure their
victims into peril, while some just get their victims
alone and then attack, savagely, with weapons or bare
hands. Almost all Geniuses have high ratings in various
Mental Skills, and invariably possess the Encyclopedic
Knowledge Merit. The Resources Merit is also common;
most Geniuses turn their intellects to the prospect of
becoming financially stable for at least a short while.

Inspirations: Hannibal Lecter (Silence of the Lambs).
Peter Foley (Copycat). Suzie Toller (Wild Things).

Attribute: Intelligence

Undertaking Skills: Academics, Crafts, Empathy*,
Investigation, Medicine, Science, Stealth, Weaponry

* Although most Geniuses possess the Empathy
Skill (perhaps even as an Undertaking Skill), this is due
to careful study of human behavior. They recognize that
emotions exist and the patterns in which they operate,
but they possess very little intuitive understanding on the
subject. Any Empathy roll that requires true connection
between human beings, rather than clinical and objec-
tive understanding, receives a —3 penalty for Geniuses.
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Talent — Profiling: Geniuses aren’t psychic, but
they certainly seem like it. Even on casual observation,
a Genius can predict what a given person will do in
a basic way based on appearance, body language and
bearing. The Genius’ player rolls Intelligence + Empa-
thy (this Talent can be used on a group of people, as
group dynamics can tell a Genius just as much about a
person as solo observation). If the target is actively try-
ing to conceal his motives or pretend to be something
that he’s not, he can contest this with a roll of Ma-
nipulation + Subterfuge. If the Genius succeeds, he has
a good enough understanding of the person to predict
his actions. The Genius wins all ties in contested rolls
against the target(s), and always wins initiative against
him/them.

Worse, though, if the Genius has the opportunity
to talk with a target at length, he can ferret out mental
problems — or create them. This is an extended action.
The Genius’ player rolls Intelligence + Manipula-
tion, penalized by the target’s Resolve. Each roll
requires one scene’s worth of conversation,

oy
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and only one roll can be made per day. The Genius’ tar-
get number of successes is equal to the target’s Resolve
+ Composure or Morality, whichever is higher. When
the Genius has the requisite number of successes, he can
either choose to learn one damning fact about the target
(a dark secret, a particular fear or “hot button,” or the
location of something important) or force the target’s
player to make a derangement roll.

Frailty — Intolerance for Chaos: Not every
variable is predictable. Geniuses might understand
on some level that they can’t allow for every freak
of chance, but in practice, they get frustrated if they
miss something or if something happens that they
couldn’t have predicted. If a Genius’ player fails an
Intelligence or Undertaking Skill roll, the Genius
loses two points of Willpower.
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YOU'RE BEGINNING TO
YOU'RE SO CLOSE!

LET ME TURN UP THE VOLTAGE A BIT.

The mind of a Maniac is alien. It functions on a differ-
ent level than the mind of a normal person, even that of a
supernatural being. The Maniac’s mind is predictive, func-
tioning with both induction and deduction at frightening
speeds. Guessing a Maniac’s next move is almost impossi-
ble. Outsmarting one is unthinkable. Trying to understand
one is dangerous, because a Maniac’s mind is infectious.

Maniacs, like Geniuses, are more likely to trick vic-
tims into dying than actually driving the knife home.
The difference, though, is that Maniacs more often work
through intermediaries. Most Maniacs have henchmen,
acolytes or assistants ready to do their bidding, but the
subtlest (and most dangerous) slashers have dozens of
employees waiting on cue to perform simple actions.
One might open a door at a precise moment, allowing
another access to a building where she leaves a small,
insulated bag containing a peanut butter sandwich. A
third henchman — with no knowledge of the other
two — picks up the bag and carries it to a break room.
A fourth steals a sandwich out of the intended victim’s
lunch, while a fifth replaces it with the sandwich from
the planted bag. The victim takes one bite, and her al-
lergies do the rest. The Maniac reads about the “acci-
dental” death the next day, and makes another mark on
his wall. His henchmen, unable to see the whole pic-
ture, remain unaware of their roles in the murder.

Maniacs often have a twisted ideology that accompa-
nies their genius. Sometimes this is a religion, devotion to
a higher (or lower) power, but just as often the basis for the
ideology is philosophical rather than spiritual. Cleansing of a
particular kind of individual is one possibility, as is the desire
to help people appreciate their lives. Sometimes the victim
may have the chance to save herself, and sometimes the vic-
tim is an example to others. The Maniac might want others
to perceive the death as an accident, or he might want the
murder to be grotesque, loud and obvious.

Maniacs don’t get the same kind of fetishistic thrill
out of their murders that Psychos do, and they don’t have a
Mask’s robotic tenacity. Maniacs are flexible, because flex-

ibility is important to their ability to second-guess others.
Everything they do makes sense to them, though probably
not to a casual observer. Likewise, though, Maniacs have
difficulty understanding emotion. They can predict it in
extreme cases (a parent can be assumed to want to protect
children, most people will run from an obvious threat), but
emotion is heavy with nuance and variation. It’s hard to
keep in mind the myriad of factors that push a person to-
ward anger one day while the same stimulus might provoke
amusement the next. Maniacs don’t always shy away from
real human interaction, but they aren’t very good at it when
they do attempt it.

In light of this, their ability to “infect” others with
madness makes a bit more sense. A Maniac’s perspective is
fundamentally different from the viewpoint of other people,
and as such, Maniacs are lonely. No one can truly under-
stand them, and so keeping someone close that they can
train, whose mind they can shape into a replica of their own,
can alleviate this solitude. Unfortunately, shaping another’s
mind results in two people with similar, but not identical,
pathologies, and for people as egocentric as Maniacs, any
deviation is unacceptable. The pupil becomes a heretic; the
confidante becomes a scrounging copycat. Eventually, of
course, one of them winds up walking into a trap. Either ex-
perience or ingenuity wins out, and hopefully the collateral
damage isn’t too great. Woe betide a cell caught between a
Maniac and his student.

Background: A former hunter who becomes a Ma-
niac might be an idea man or engineer, as described for
the Genius (p. 118), but it’s just as likely that a Maniac-
to-be has direct contact with the supernatural. Discus-
sion of arcane philosophy with mages, studying brain-
melting occult mathematics to send a demon back to its
foul home, constant exposure to a vampire’s emotion-
manipulating powers and other such risky behavior
can warp a hunter’s mindset. The philosophy begins
to emerge, the Maniac talks about it to his fellow
hunters (almost certainly changing his Morality
and developing Tells). The Maniac second-
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guesses those around him, at first not as a predictive
measure but just to gain some sense of stability, since he
loses the ability to intuit (rather than puzzle out) how a
person will react in a given situation.

Non-hunters who become Maniacs are usually sa-
vants, wise or intelligent far beyond their years. They
might temper their intellects with life experience, perhaps
in the military or simply by traveling, or they might shun
the outside world and learn everything through books and
correspondence. Like Geniuses, Maniacs learn at a fan-
tastic rate and assimilate information quickly, but unlike
Geniuses, Maniacs generally have some kind of agenda
driving them. This keeps them active, motivated and, un-
fortunately, prevents them from stagnating.

In terms of character creation, Maniacs are Mental
first (Skills and Attributes), but are often Social sec-
ond. High Presence or Manipulation (but not usually
both) is common—either the Maniac has an amazing-
ly forceful personality or a bewitching way with words.

Physical traits aren’t necessarily neglected, but they
don’t tend to rise much beyond average. With
proper planning, even a cripple can kill scores

of people. Common Merits include Encyclope-
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dic Knowledge, Eidetic Memory, Iron Stamina and, of
course, Retainers.

Inspiration: Jigsaw (Saw). John Doe (Se7en).

Attribute: Intelligence

Undertaking Skills: Academics, Crafts, Empathy*,
Investigation, Medicine, Occult, Persuasion, Science,
Stealth, Weaponry

* The same caveats and rules apply for Maniacs as
described for Geniuses (see p. 118).

Talent — Compelling Madness: Maniacs only need
a few minutes of observation to know a victim better than
he knows himself. If a Maniac watches a character for five
minutes, whether the target is in conversation, doing his job,
or just driving down the street, the Maniac can profile him.
The victim’s player rolls Morality or Wits + Subterfuge (if he
is actively trying to disguise his habits) contested against the
Maniac’s Intelligence + Resolve. If the victim wins, there
is no effect, and the Maniac becomes frustrated — further
attempts to profile this victim incur a -3 penalty for the Ma-
niac. If the Maniac wins, though, he knows his victim inside
and out. The Maniac gains the 8-again advantage in all con-
tested actions with any he has profiled (including the second
effect of this Talent, below). In addition, the Maniac’s player



can spend a Willpower point to remove the 10-again advan-
tage from the victim for one scene (the 9-again conferred
by weapons such as shotguns is likewise removed, though
a hunter can still risk Willpower for 9-again). The Maniac
must be able to see the victim to do this, but seeing her over
a video feed or from a distance is enough. Finally, if the Ma-
niac sets up a trap or ambush with a person (or people) he
has profiled in mind, the victims receive a -3 penalty to any
Perception or Reaction to Surprise rolls to avoid their fates.

In addition, Maniacs can, given time, alter a victim’s
Morality. This works as described in “The Code” (Hunter:
The Vigil, pp. 322-323), except that the trigger point is
simply prolonged interaction with the Maniac. This in-
teraction does not have to be face to face; letters or even
Internet correspondence works just as well. The victim
needs a degree of susceptibility (Morality rating of 5 or be-
low, a derangement gained from a Morality violation, or
the player’s decision that the character is susceptible), and
the player makes a contested roll of Resolve + Composure
against the Maniac’s Intelligence + Presence or Manipu-
lation, whichever is higher. This action is extended. The
Maniac needs to accumulate successes equal to twice the
victim’s Morality, while the victim needs to accumulate

successes equal to the Maniac’s Resolve + Composure. If
the Maniac wins, the victim experiences a shift in Mo-
rality — a level 4 or 5 sin changes in accordance to the
Maniac’s worldview. The shift doesn’t have to mirror the
Maniac’s Code (if any). As mentioned above, the Maniac
and his pupil don’t see eye to eye for long.

The game system here can be ignored if the player wants his
character to adopt the Maniac’s twisted worldview, of course.

Frailty — Obvious Lunatic: Maniacs are danger-
ous, and it’s obvious to anyone who talks to them. They
can keep it under wraps for a few minutes, long enough
to give instructions or convey a message, but beyond
that time, people around them feel threatened. Mani-
acs suffer a =3 penalty to all Social actions with others,
unless that person is susceptible to their logic (Morality
of 5 or less, a derangement gained from Morality loss, or
player’s/Storyteller’s decision). The penalty, of course,
can be mitigated with a Willpower point, but sooner
or later the Maniac’s insanity comes through. At that
point, the listener is suspicious of the Maniac and prob-
ably keeps her distance. She might not call the police
right away, but if the cops come asking questions,
she’ll definitely remember the Maniac.
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The Undertakings described in the previous pages are
our attempt to encapsulate the various slasher tropes and
conventions and make them applicable to your Hunter:
The Vigil chronicle. They're deliberately presented in a
broad manner, in order to help you see as many possibili-
ties for each one. But it’s entirely possible that a player or
the Storyteller might develop a concept for a slasher char-
acter that doesn’t fit one of those Undertakings, or fits one
for the most part but should have a different Talent and/
or Frailty. This section is meant to help you design your
own Undertaking. Start by considering the following.

RPPER oR ScoURGE?

This is an easy decision: how supernatural do you
want the Undertaking to be? Rippers are vicious and
powerful, but still human. Scourge Undertakings make
for slashers that are noticeably (though sometimes sub-
tly) inhuman. Remember, too, that scourges have two
Talents and two Frailties, since they “keep” the traits of
their less-powerful versions. If you're designing a scourge
Undertaking whole-cloth, there’s no reason to design a
ripper version, though you may still want to design the
Talent and Frailty (this is discussed further anon).

METHODS

How does the slasher kill? By that, we don’t mean
“machete or butcher’s knife” — though that’s a good
question to answer, too — but rather, consider how the
slasher gets his victims in the position to be victims. The
Charmer and the Psycho make people drop their guard
for one critical second. The Genius and the Maniac ar-
range elaborate traps for their victims, and the Brute and
the Mask just walk up and chop. Is this character pre-
dominantly Physical, Mental or Social? A good second-
ary question here is: does the slasher care if he is caught
or killed? Physical slashers normally don’t care, while So-
cial and Mental slashers usually have escape plans. These
aren’t hard-and-fast rules, though, and you should always
consider if and how your concept differs from the norm,

rather than making sure it conforms.
HOTIES

Why does your slasher kill? Avengers and (some-
times) Freaks kill for revenge. Charmers kill out of the

love of doing so or the hate for other people, while
Brutes kill to satisfy some deep, almost primal need
within them. Scourges often kill for reasons that are
a bit more obtuse, maybe even cerebral. Legends, for
instance, kill because they have become characters
in their own stories. How does that happen? From
the perspective of most people who interact with the
slasher, it’s irrelevant. What's relevant is learning the
story and how to end it.

Motives, therefore, aren’t always as important for
the slasher genre as they are for, say, a murder mys-
tery. Yes, it’s interesting to know that a given char-
acter once nearly drowned because the people who
were supposed to be watching him were busy having
sex, and so he hunts people out of a loose desire for
revenge... but that bit of information isn’t immedi-
ately relevant to stopping or surviving the slasher’s
attacks. Put another way, if the motive is important,
it should somehow figure in to the slasher’s Talent
and/or Frailty. If it’s not, it’s flavor and is probably
worth considering, but it’s perfectly acceptable to say
that the slasher kills because that’s what he does.

Learning why a slasher kills can be useful, though,
in the context of a Hunter game because the charac-
ters are probably going to be stalking the killer, not
the other way around (at least at first). It’s worth pay-
ing attention to motive, depending on the slasher,
but for Brutes, Masks, and even Charmers, part of the
horror might be the lack of apparent motive.

TEMPERMIENT

Murderous, obviously. But consider how the
slasher gets along with others of his “kind.” How
might the character interact with someone who, like
him, is willing to cut people up for fun? Taking this
a step further, how does the slasher view people who
kill for different reasons than he does? Are they just
more victims, or potential converts? If the slasher
used to be a hunter, how did this transition come
about? Do any behaviors or ideals linger from his pre-
murdering life?

This is the time to consider foibles like the Mask’s
constant pain of existence or the Maniac’s inability
to understand normal people except as test subjects.
These foibles may or may not have any bearing on the



game
itself, but
they are important

to understanding the

mind (or at least behavior) of
the Undertaking.

TRNTS

And, of course, you need to consider the Under-
taking’s game traits. For the most part, slashers are
mechanically the same as hunters, and the Under-
taking specific traits are really highlights of existing

ATTRBUTE

Every Undertaking gets one Attribute boosted to
4 or 5 dots. Sometimes the choice is predetermined,
sometimes there are multiple possibilities. Note, by
the way, that because a slasher gets a boost to a given
Attribute doesn’t mean that other Attributes can’t be
rated at 4 or 5, too. The choice of Undertaking At-
tribute just shows where the character’s natural pro-

clivities take him.
UNDERTNGNG SKILLS

The Undertakings above presented a range of
Skills (eight for rippers, 10 for scourges) but if you're
designing an Undertaking around a character, you
might just pick the Undertaking Skills you want and
not bother with choosing the whole range. As a side
note, all Undertakings should have at least one of
the three combat Skills available as Undertaking

N|EW

Skills — slashers
are, after all, supposed to be good at killing.

TRLENT WD FRALTY
The Talents and Frailties listed in the Undertak-
ings above are meant to be subtle, enhancing abilities
that all people have or can have. Even the scourge
Talents aren’t as overtly supernatural as, say, a were-
wolf’s ability to change shape or a sorcerer’s ability to
summon up fire. That’s not in-genre for slashers, after
all. Their “powers” have more to do with predicting
an enemy’s movements, surprising their foes, dealing
out horrible amounts of damage and, of course, getting
up after being shot, stabbed, gassed, electrocuted and
burnt. The design philosophy for their powers, there-
fore, is to use existing rules as the basis for the Talents,
expanding on the capabilities of Merits and Skills.
For instance, consider a slasher that can freeze
an opponent in place with a glare. This could be a
supernatural power (and indeed, various supernatu-
ral creatures published in other books have similar
abilities), but the system for a slasher probably works
off the Intimidation Skill.
Any power that a slasher has, though, is designed
to facilitate killing. Since the Storytelling system for
inflicting damage makes one-shot kills difficult, sys-

UNIDIERETFAKSTEN(GIS
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tems
like
the kill-
ing  blow
(p. 168 of the
World of Dark-
ness Rulebook),
the role-action rule or

extra successes rule (p. 134 of the World of Darkness
Rulebook), or a system that increases the effects of
wound penalties (p. 171 of the World of Darkness
Rulebook) are all appropriate.

Frailties, like Talents, get more “supernatural” at
the scourge level, but still aren’t on the same level as,
say, a vampire’s allergy to sunlight. A Frailty might
provide opponents with a way to kill the slasher, but
it’s more likely, especially at the ripper level, that
they’ll provide a way to escape the slasher’s attack,
drive the murderer away, or weaken the slasher to
the point that capture or normal combat is possible.

Something else to consider about slashers, Frail-
ties and Hunter: the slashers described here are mod-
eled on movies such as Halloween and Scream, as well
as the more overtly supernatural and inhuman killers
of Nightmare on Elm Street and Wrong Tumn. But the
victims of the slashers in Hunter aren’t going to be
scared, unprepared teenagers, at least not as written.
The victims during the chronicle are more likely to



be players’ characters

— trained hunters, people who are used to fighting
the supernatural. This is why Frailties don’t tend to
involve aggravated damage or other types of one-step
kills against slashers, because such things would end
the fight quickly (especially when you add Tactics
into the mix). Frailties, therefore, are presented to
give a slasher a weakness that helps define him as a
character, without providing an easy out for a cell.

SLASHER MER(TS

The following Merits are especially suited to
slasher characters, dealing as they do with the art of
serial murder. Other characters may only take them
with Storyteller permission.

MENTAL MER(TS
ATNV(SM (o)

Prerequisite: Dexterity @@ or Wits ® e e [ntel-
ligence @ or below.

Effects: You're a throwback to a time when men
were closer to beasts. Whether your mental state
matches a warped and twisted body, or you look out
of a normal face with the eyes of an ancient predator,
you’re not normal. You run on instinct more than in-
tellect, your body moving in response to signals that
your brain never consciously registers. Like an ani-
mal, you use the higher of your Dexterity and Wits
to determine your Defense. Available at character cre-
ation only.

Drawback: Other people can see that look in your
eyes and know that something’s wrong. You suffera -2
modifier on non-confrontational Social rolls. If you
raise your Intelligence above ®® then you no longer

SLASHER

ben -
efit from this Merit.

DINABLE iEET}.\ﬂf})’

Prerequisite: At least one altered tenet of Mo-
rality (see The Code, Hunter: The Vigil p. 325)

Effect: You know that what you’re doing is right.
That passion burns within you; the fire of certainty
scours all doubt from your soul. When you kill, you
are whole again. When you kill a person in a fashion
that is not a violation of your altered Morality, you
regain a point of Willpower. You can use this ability
once per session.

Drawback: You have to remain moral in order
to know right from wrong. Your Morality must be
equal to or higher than the level of the altered sin.

MURDER EXPERT (@ @ @)

Prerequisite: Intelligence ® e, Stealth eee

Effect: You may not be any good in a fight, but it
doesn’t matter. You understand the language of mur-
der in a way that few others do. You're a connoisseur
of death, skilled at bringing other people to their ends.
When you attempt a surprise attack in combat, if your
target doesn’t detect your attack (and would normally
not apply Defense), you instead strike a killing blow
(World of Darkness Rulebook, p. 168).

Drawback: You must name your target on the
turn before you attack — you can’t choose to slaugh-
ter whoever is slowest that turn.

TEHTILE HURDES

0 00

Prerequisite: Intelhgence eeee Medicine ®®

With the two-dot version of this Merit, you
know how to disguise a murder as a suicide, or use
the means by which your victims die to taunt your
attackers. Roll Intelligence + Medicine before the

MISRICU'S
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character ends a victim’s life. Each success allows you
to make one brief statement: “The murder symbol-
izes Pride,” or “The victim is not innocent.” An in-
vestigator will pick up on these statements with one
success on a Wits + Investigation roll. You can use
this capability to taunt the officers investigating your
crimes, or to foil their attempts to build a profile.

The three-dot version of this Merit enhances
understanding of murder. You can stage a killing so
that it sends a message that isn’t true: “This death
was a suicide,” for example. Anyone studying the
body must gain more successes on an Intelligence +
Medicine roll than you rolled when using this Merit,
or believe your lie.

Note that use of this Merit isn’t supernatural:
the character isn’t psychically willing a message into
the corpse or the murder scene. No, this necessitates
work on the part of the slasher: arranging a series of
bodies in some grisly display out of Milton’s Paradise
Lost, for instance, carving a scarlet letter (“A”) in a
dead adulterer’s chest, or some other kind of murder-
ous theatrics.

Drawback: Once you start leaving messages, it’s
very hard to stop. If you don’t make use of this Merit
when you strike a killing blow, the Storyteller may
decide on a single statement that investigators will

PHYSICAL MERTS
ASQA%HH] al E: FRENZIED

, Toeeeee

Prerequisites: Strength ®®e Stamina eee In-
timidation ® e, Weaponry ® e

Effect: Your character knows how to use her
weapon to great effect, lashing around her in an orgy
of blood and death. She doesn’t think when fighting,
instinct drives her to kill with a passion that only a
few people will ever really understand. She’s a natural
killer, making up for her lack of finesse with savage
fury and dismembering opponents with each swing.
Despite her almost animal intelligence, she realizes
the benefit of having a weapon, and the bigger the
better — though some spree killers prefer to use a
more concealable tool, hiding it like a tiger hides its
claws.

Dots purchased in this Merit allow access to spe-
cial combat maneuvers which must be bought sequen-
tially. Your character can’t have “Terrorize” until she
has “Bestial Instincts.” The maneuvers and their ef-
fects, most of which are based on the Weaponry Skill,



are described below. To perform these maneuvers,
your character must have a close combat weapon ca-
pable of dealing lethal damage in her hand.

Bestial Instincts (®): Your character sees weak-
ness as an opening, and strikes before her prey has
a chance to defend herself. Your character may sub-
stitute her Weaponry score for her Composure when
determining her Initiative modifier.

Terrorize (®®): Whether she grins manically
whilst drenched in other people’s blood or refuses
to speak from behind a gore-spattered hockey mask,
your character can use her very presence to scare her
targets into submission. Instead of attacking, you may
make a contested Strength + Intimidation roll. Ev-
eryone who has seen you inflict at least two levels
of lethal damage resists with their Resolve + Com-
posure. Every character who fails the contested roll
loses their Defense until after your character’s next
action.

Hard to Kill (ee®e): Your character doesn’t feel
pain when he could be inflicting it. Whenever he
is engaged in combat — specifically, part of a scene
where he takes specific actions in order of Initiative
— he gains an extra two points of Health and doesn’t
have to roll for unconsciousness until his rightmost
Health box is filled with lethal damage. Drawback:
The bonus Health vanishes at the end of the combat
— when the action fades to a point that Initiative is
no longer necessary. See “Temporary Health Dots”
on page 137 of the World of Darkness Rulebook for
more information.

Savage Rending (®®e®e): Your character swings
wildly with her weapon, rending flesh from bone —
and limbs from bodies — in an orgy of death. Reduce
all penalties for targeting specific body parts by two
(see “Specified Targets,” World of Darkness Rule-
book, p. 165). If you target an arm or leg and do five
or more points of lethal damage, the blow severs the
limb. Each character witnessing the attack must suc-
ceed at a reflexive Resolve + Composure roll or suf-
fer a -2 modifier on their next action. Drawback:
Your character cannot use her Defense on the same
turn she intends to use this maneuver. If your attack
is a dramatic failure, the weapon lodges in your foe,
wrenching it from your character’s hands.

Trance of Death (e®eee): Your character is so
far removed from normal humanity that the danger-
ous and chaotic whirl of combat means very little to
him. Maybe he tunes it all out, like a soldier who has
seen too much. Maybe he actually enjoys it, finding
solace in knowing that he could die at any second.
Whatever it is, nobody can question his effectiveness.

PRYSIECAL

When attacking, spend one Willpower point to turn
the roll into a rote action (see the World of Darkness
Rulebook, p. 134). Drawback: Spend 1 Willpower
per attack. This willpower expenditure does not add
three dice to the attack. If your character uses a rote
action in combat she cannot apply her Defense to in-
coming attacks on the same turn (see the “Combat by
“Rote” sidebar on p. 69 of Hunter: The Vigil.

HNDS oF KILLER (o)
Prerequisite: Dexterity e ® e Weaponry @ ®

Effects: Your character has a talent for using
mundane objects to inflict pain; in his hands, almost
anything with the right heft or edge is an effective
killing tool. The character ignores the standard -1
penalty for improvised weapons. This doesn’t negate
other limitations inherent to certain objects, like a
damage maximum or a propensity to break in com-
bat.

Drawback: The character can never take a spe-
cialty relating to the use of a melee weapon, ranged
weapon or firearm. While the character is capable of
using actual, designed weapons, they don’t interest
him enough to become especially proficient in them.

WEARONRY MQNOMj\Nik\c: (oo)

Prerequisite: Weaponry ®, and a specialty in the
specific weapon

Effects: Some slashers take great comfort in one
weapon. Whether a woman gains power from her
dead husband’s straight-razor or a Legend possesses a
fire ax that he believes speaks to him, the reliance
on one specific weapon is this slasher’s defining trait.
When using one specific weapon — a custom glove
with razors in the fingertips, or a perfectly-balanced
sniper rifle — the slasher’s roll gains the 8-Again
quality.

Drawback: The slasher cannot voluntarily get rid
of his weapon. Even if the cops are after him and it’s
dripping with the blood of a dead cheerleader, he will
take it with him. If circumstances outside his control
separate him from his weapon, he gains a derangement
that remains until he is reunited with his weapon.

SociN- MERTS
MORB(D FASCINKToN (o @)

Effect: People find themselves wanting to talk
to your character even despite themselves. There’s
something distinctly wrong with how you come
across, whether you miss common social cues or
deliberately cultivate a predatory air. Their fear

MERIETS



begets fascination, and soon they can’t leave you
alone. You ignore all penalties for your otherwise
disturbing mannerisms when talking one-on-one
with someone. This includes any penalties that
you gain for changes in your Code (see “External
Costs,” Hunter: The Vigil p. 329). You may give
off a weird air because you see no problem in kill-
ing the “unclean,” but when you give someone
your full attention they just don’t care.
Drawback: If at any point you fail a Social Skill
roll when talking to that person, your penalties come

back in full force.
ThCTIES

A lone slasher is a dangerous foe — even the
most savage thugs among them often retain a de-
gree of low, animal cunning. When slashers come
together and develop their own twisted Tactics
for the Hunt, the results can be downright terrify-
ing. Whether it’s an inbred family of backwoods
Mutants or a high-society club of killers, a cell of
slashers that learns to incorporate tactical think-
ing into its murderous work is capable of cutting
an unholy swathe of destruction through its prey
and leaving terror and death behind it.

At the same time, those who hunt the slashers
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themselves develop a number of specialized Tactics
to deal with their targets. VASCU in particular has
devised a suite of strategies specifically devoted to
tracking, identifying, and ultimately destroying slash-
ers. These Tactics have likewise trickled down into
the repertoires of other hunter compacts and conspira-
cies, and even to unsupported cells, thanks to parallel
development or consults with VASCU agents in the
field.

In addition to the new Tactics listed here,
slasher cells often employ the Controlled Im-
molation, Corral, Cripple Claws, Dentistry, and
Harvest tactics described in Hunter: The Vigil,
though they are often employed as much for the
sadistic enjoyment of inflicting pain as any tacti-
cal advantage. Slasher cells are usually headed by a
single, powerfully-charismatic psychopath, who is
often the trained primary actor for most if not all
of the cell’s Tactics.

Hunters who specialize in eliminating slashers
often learn the Disappear, Identification, Measure-
ments, Net, and Profiling tactics. VASCU cells in
particular often divide their members into specialties,
each of whom serves as the primary actor for one or
more Tactics the team regularly employs.

The cells below work for both slasher cabals and
hunter cells.
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Prerequisites: All: Strength 2, Brawl 2 or Weap-
onry 2. Partial (1): Brawl 3 or Weaponry 3 (primary
actor).

Re-
quires: 5, up
to 7 adds one dice
to all secondary actors
per hunter, 9 maximum
Dice Pool: Primary:
Strength + Brawl or Weaponry
Secondary: Strength + Brawl or
Weaponry

Action: Instant
Description: Some slashers are notori-
ously resilient, shrugging off blows that would cripple
or kill an ordinary man. Others are lithe and impos-
sibly quick, dodging attacks with ease. The same goes
for many other creatures of the night, and sometimes
the only way to deal with them is to gang up on them
and pummel them until they stop moving. In using




this Tactic, the secondary actors attack the target,
throwing him off-balance and holding his counterat-
tacks at bay until the primary actor can step in and
deliver the finishing blow. The primary actor must
have the presence of mind to wait until the oppor-
tune moment, but also the strength and fighting skill
to land a telling blow.

The secondary actors’ players must each make
a Strength + Brawl roll, which counts as an attack.
The target’s Defense is subtracted from each roll,
with each attack reducing the target’s Defense by
1 for the rest of the turn. The secondary actors can
use any attack-roll-related options or abilities, such
as All-Out Attack, on their rolls. Instead of inflict-
ing damage, each attack reduces either the target’s
Defense by 1 (in addition to the multiple-attackers
Defense reduction) or negates one point of the tar-
get’s Armor for the primary actor’s attack. (Imagine
it as the characters shoving the target, pushing him
off-balance, tripping him up, even tearing off bits of
actual armor.)

Potential Modifiers: Secondary actor(s) has at
least one dot in the Fighting Style: Boxing Merit (+1
to secondary actors); secondary actor(s) attacks with
Tasers or similar stunning weapons (+2 to secondary
actors) secondary actor(s) has a lower Initiative than
the primary actor (-3 to all participants); monster
grapples a secondary actor (-5 to primary actor)

Organizations: The Union and Task Force:
VALKYRIE both favor the up-close, in-your-face
style of this Tactic, and typically have the numbers
to make it work effectively. Slasher cells themselves
often use this Tactic, tossing their unfortunate prey
from member to member like toys before cruelly fin-
ishing them off.

Roll Results

Dramatic Failure: The primary actor badly mis-
calculates her attack and leaves himself vulnerable to
the target. If the target attacks the primary actor on
his next turn, he ignores the primary actor’s Defense.

Failure: The primary actor fails to land a damag-
ing blow.

Success: The primary actor lands an attack. In
addition to inflicting damage, the attack causes the
target to lose his Defense against the first attack made
against him in the next turn.

Exceptional Success: In addition to suffering
damage and losing his Defense against the first attack
against him next turn, the target loses his next ac-
tion.

To Purchase: 14 Practical Experience, 11 for the
Union, 9 for Task Force: VALKYRIE
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Prerequisites: All: Wits 3, Investigation 2 Partial
(1): Empathy 3 (primary actor).

Requires: 3, up to 10 adds one dice to all actors.

Dice Pool: Primary: Wits + Empathy. Secondary:
Wits + Investigation.

Action: Extended and possibly resisted (see be-
low). Each roll represents one hour of theorizing.

Description: The art of criminal behavioral pro-
filing is a taxing and dangerous one. Beyond the Pro-
filing Tactic described in Hunter: The Vigil, which
merely allows a cell to unearth background data on
a known subject, Behavioral Science takes things a
step farther, analyzing patterns found at crime scenes,
victim selection, and a myriad of other tiny clues
that might be overlooked by other investigators and
compiling them into a profile of an unknown killer.
A skilled team of investigators, led by a competent
behavioral scientist, can deduce everything from the
subject’s sex, race, and age to more esoteric facts such
as childhood traumas that might have directly influ-
enced the subject’s transformation into a killer.

The secondary actors in this Tactic serve as in-
vestigators, gathering and collating evidence and
presenting it to the group with Wits + Investigation.
The primary actor takes the active role, both mediat-
ing the theories of her compatriots and bringing them
together to form a cohesive whole with Wits + Em-
pathy. The entire cell contributes its expertise, and
while this Tactic cannot provide a name, address, or
similar piece of hard evidence, it can prove invalu-
able in narrowing a field of suspects to a select few
that the investigators can focus on.

Success on this action is not a binary state; as the
Tactic progresses, the cell gains bits and pieces of in-
formation over time rather than a complete work-up
of the subject when all successes are achieved. For
every success on the activation roll, the cell uncovers
one piece of information (see below for the types of
information gleaned by this Tactic).

Unlike many extended actions, it is entirely pos-
sible to leave off in the middle of a profiling session
and resume at a later time. Given the hefty penalties
associated with a limited knowledge of the subject’s
activities, many cells do exactly that: come up with
the best preliminary work-up they can upon starting
a case, and then wait for the subject to kill again in
the hopes of learning more from subsequent crime
scenes. It’s a grim business, knowing that the only
way to catch a killer may be to let him kill again.
More than a few hunters who regularly employ this



Tactic start to see the victims as little more than bait
for their trap; for some, it’s a psychological scar that
drives them to drink, drugs, or other self-destructive
behavior. For others, that change in philosophy is the
first step down a dark road that ends with the cre-
ation of a new slasher.

Most slashers and mundane serial killers alike
are too driven by their own mad compulsions to
consciously alter their patterns to fool investiga-
tors. Some, though, retain enough self-control, or
operate on a paradigm so far beyond the expected
norms, that they can try to plant false evidence or
deliberately change some aspect of their patterns to
mislead investigators — and sometimes what looks
like the work of a serial killer is actually the work
of a perfectly-rational vampire, witch, or some other
monster that kills for reasons divorced from psycho-
logical compulsion. The killer’s player rolls Wits +
Investigation, with success causing one roll of the Be-
havioral Science Tactic’s activation roll to be resist-
ed by the subject’s Composure. The hunters must be
using evidence from that crime scene (see Potential
Modifiers, below) in order for this resistance to apply.
Slashers must spend one point of Willpower to force
themselves to break their usual signatures, and at the
Storyteller’s discretion some subjects (such as Masks
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or vampires in the throes of a blood-frenzy) may be
unable to utilize this trick.

For example, it’s a known aspect of behavioral
science that serial killers rarely kill across racial lines
— if a killer’s victims are all white, that’s an indicator
that the killer is probably white also. A Genius who
knows that VASCU agents are following his case (or
who merely wants to keep his tracks covered) might
consciously choose to kill one or more victims of a
different ethnicity, thereby throwing off the profile.

Potential Modifiers: Actor has psychological
training (Psychology Specialty in Academics or Med-
icine) (+1 to any actor with Specialty), primary actor
has fully examined a crime scene (World of Darkness
Rulebook, p. 59) by the subject (+1 to primary actor
for each crime scene, -3 for each dramatic failure),
secondary actors make rolls while at a crime scene by
the subject (+1 to secondary actors), actors have been
part of a dramatic failure in an attempt to use this
Tactic on the subject before (-3 to primary actor), ac-
tors have examined only one crime scene by the sub-
ject™® (-5 to primary actor), actors have examined two
crime scenes by the subject™ (-3 to primary actor), ac-
tors have examined five or more crime scenes by the
same subject® (+2 to primary actor), actor has previ-
ous experience with similar slasher types (e.g. same
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Undertak-
ing, same or
similar signature, etc.)
(+1 to +3 depending on
amount and intensity of ex-
perience), perpetrator does not
have Undertaking/is not a slasher
(-4).

* “Examining a crime scene,” for the
purpose of these modifiers, requires only that at least
one secondary actor have earned at least one success
on an Examine Crime Scene roll (see the World of
Darkness Rulebook, p. 59). Having access to crime
scene reports and case files counts as examining a
crime scene for the purposes of negating penalties, but
not for gaining bonuses. Depending on the thorough-
ness of the files, the Storyteller may apply an equip-
ment modifier of anywhere from -2 to +3.

Organizations: Behavioral science was practically
invented at the FBI, which means, not surprisingly,
VASCU is at the forefront of using this Tactic to appre-
hendslashers. Null Mysteriis uses asimilar Tactic to track
the migrations, feeding patterns, and territorial disputes
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of mon-
sters like vampires and were-
wolves. The Loyalists of Thule retain the services of
several hunters skilled in behavioral sciences, who are
often called in on cases related to Nazi occultism.

Roll Results

Dramatic Failure: The profile the cell constructs
is fatally flawed and inaccurate in one or more key
ways. The Storyteller should construct a false profile
that leads investigators down one or more wild goose
chases or dead ends. Any further attempts to classify
the subject with this Tactic suffer a -3 penalty until
evidence that incontrovertibly disproves the incor-
rect theory surfaces.

Failure: The investigators fail to assemble any
meaningful information from the assembled evidence.




Success: For every success rolled, the primary
actor comes up with one piece of information about
the subject of the investigation. As with crime-scene
examination, the actors never know when they have
accumulated everything there is to know about the
subject; there is always the possibility that more in-
formation can be extracted from the evidence. See
the sidebar for examples of what can be learned about
a subject.

Exceptional Success: If the primary actor rolls
five or more successes on a single roll, he gets so
deep into the killer’s head he experiences a moment
of almost preternatural inspiration. The Storyteller
chooses one fact about the killer that could not be
determined by ordinary behavioral science (such as
the subject’s supernatural nature, a specific religious
belief, or a specific manifestation of a derangement)
and conveys it to the primary actor.

To Purchase: 15 Practical Experience, 12 for
Loyalists of Thule, 10 for the Vanguard Serial Crimes
Unit (VASCU)

Example: VASCU agent William Caffler and his
Behavioral Science team are called in to assist in a serial
murder case in rural Mississippi. A killer the media has
dubbed “the Red Hand Killer” has been murdering unwed
mothers, leaving them dead in their children’s bedrooms
with their left hands coated in red latex paint. Local law
enforcement faxes their case files on the three victims so
far to Washington, and VASCU dispatches Caffler and
his team of four agents. Caffler has Wits 3 and Empathy
4 with a Specialty in Behavioral Science, and his assistants
have Wits 3 and Investigation 3. All are fully trained in
Behavioral Science, and have a Psychology Specialty in
either Academics or Investigation.

It’s a five-hour flight from D.C. to Biloxi, so the
team decides to get started right away. They have the
case files for three victims, which counts as having
investigated those scenes, and the Storyteller gives
the files a -1 equipment penalty. They’re better than
nothing, but not much help. On the third victim,
though, a rookie officer botched his investigative work
and rolled a dramatic failure; that adds another -3
penalty for the dramatic failure and a -3 for only having
examined two crime scenes. Caffler has had extensive
experience with this type of ritualistic killer, and so
receives a +3 bonus for his prior experience. Factoring
in his Psychology Specialty, his total modifier to the roll
is -3. Ower the course of the five-hour flight, he and
his team accumulate seven successes, deducing that
the killer is white (1), male (2), middle-aged (3), an
orphan or the child of a broken home (4), left-handed
(5), aloner (6), and employed in a blue-collar job (7).
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Once the team arrives on-site, they check out the
three crime scenes for themselves. Two are scoured
thoroughly, with every available clue found, while the
third, hampered by the false leads from the rookie cop, still
holds a few secrets. Investigating all three scenes personally
negates the -1 equipment penalty from the shoddy case
files and allows the team to uncover the faulty evidence
from the third crime scene, removing a further -3 penalty.
Coupled with the +2 bonus for completely examining the
furst two crime scenes brings Caffler’s bonus to +5. With

first-hand evidence, the team has a much better chance of
accurately identifying the target.
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Prerequisites: All: Intelligence 2, Crafts 2. Partial
(1): Strength 2 or Dexterity 2, Weaponry 3 (primary
actor) or Athletics 3 or Firearms 3.

Requires: 2, up to 7 adds one dice to all second-
ary actors, maximum 8.

Dice Pool: Primary: Strength + Weaponry. Sec-
ondary: Intelligence + Crafts.

Action: Extended (2-10 successes required; each
roll represents one minute of tinkering).

Description: Slashers are legendary for their abil-
ity to kill and maim with damn near anything they
can get their hands on. Whether it’s a medical Ge-
nius injecting air bubbles into someone’s veins or a
Mask jamming a fence-rail through someone’s chest,
slashers end up using some of the most unlikely (and
downright impractical) tools to kill people. This Tac-
tic lets a group of slashers or hunters work together
to quickly (albeit temporarily) transform an ordinary
household object into a vicious killing tool.

Using this Tactic doesn’t require a workshop or
any sort of manufacturing tools, but some basic mate-
rials might be required. It’s possible, for example, to
sharpen the plastic tube in a ballpoint pen by care-
fully breaking it, but sharpening a key to a knife’s
edge probably requires metalworking tools or at least
something to use as a makeshift whetstone. Except
in extraordinary circumstances, however, the Story-
teller should not disallow the use of this Tactic in the
absence of quality tools; rather, he should assess an
appropriate penalty (see below).

The primary actor’s task in this Tactic is to test
the improvised weapon’s effectiveness, testing its
weight, balance, and edge (or its sights and trajec-
tory in the case of improvised thrown or fired weap-
ons). His roll of Strength + Weaponry represents this
testing, not an actual attack made with the weapon.
Likewise, the dice pool changes based on the type
of improvised weapon being devised: melee weap-
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ons use Strength + Weaponry, thrown weapons use
Dexterity + Athletics, and fired weapons such as an
improvised spear gun use Dexterity + Firearms. The
secondary actors do the grunt work, bending, break-
ing, or adding to the base weapon in an effort to in-
crease its lethality.

The primary actor decides in advance how many
improvements he wishes to add to the weapon. A
maximum of five improvements may be added to any
one weapon, drawn from the list below. Unless oth-
erwise stated, the same improvement can be added
multiple times. Each improvement requires two suc-
cesses on the extended roll.

e [ncrease damage by +1. Remember that impro-
vised weapons have an inherent -1 to damage be-
cause they were not designed for killing.

e Increase thrown range by 5/10/20 (if the base

weapon does not have a thrown range, it gains a
range of 5/10/20).

® Increase fired range by 10/20/40 (only if the
base weapon already necessitates a Dexterity +
Firearms roll to attack).

e Upgrade a weapon that inflicts bashing damage
to inflict lethal damage (counts as three improve-
ments).

e Silencing effect: Any target struck by the
weapon for more than the target’s Size in dam-
age is unable to speak (possibly due to a sliced
trachea, bruised solar plexus, etc.) until all dam-
age from the attack is healed. Counts as two im-
provements.

e Crippling effect: Any target struck for damage
greater than the target’s Stamina has her Speed

reduced by three until all damage from the attack
is healed.

An improvised weapon can only maintain these
enhanced properties for one scene’s worth of use be-
fore the makeshift modifications lose their effective-
ness, but the weapon can be stored indefinitely. This
Tactic can be used to modify actual weapons, but this
increases the time per roll from one minute to 30
minutes, as weapons are already designed for maxi-
mum killing capacity and are thus harder to improve.
Only the primary actor can gain these benefits from
the weapon, as using it properly requires knowledge
both of how the device was modified and how that
impacts its practical use.

Potential Modifiers: Actors have plenty of
appropriate tools (+3 to secondary actors), actors
have a few tools or improvised tools (+1 to sec-
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ondary actors), primary actor has a “test dummy”
(live human being or fresh cadaver) (+2 to pri-
mary actor), actors have no access to tools (-3),
primary actor has a Specialty in Weaponry, Ath-
letics, or Firearms for a weapon similar in func-
tion to the improvised weapon (e.g. Clubs for a
makeshift hammer, Crossbows for an improvised
harpoon launcher).

Organizations: Task Force: VALKYRIE standard
training teaches the recruit that a soldier is never un-
armed as long as he has his wits. For most soldiers,
that means finding the nearest big and heavy thing
with which to bludgeon a monster to death before re-
covering your gun, but some operatives take the time
and effort to learn enough of the basics of weapon use
and manufacture to field-modify just about anything
into an effective killing tool. Network 0 hunters usu-
ally don’t carry heavy firepower, but sometimes shit
goes bad in the field — luckily, the techies are usually
bright enough to rig something up.

Roll Results

Dramatic Failure: The improvised weapon ap-
pears functional, but breaks, bends, or is otherwise
rendered useless the first time it’s used in an attack.
Regardless of how many successes were rolled on that
attack, the weapon inflicts one point of damage and
is rendered useless.

Failure: No success is made toward modifying
the weapon.

Success: The primary actor accumulates successes
toward figuring out the modifications to the weapon.

Exceptional Success: Extraordinary progress is
made toward finishing the modifications. If the pri-
mary actor’s player rolls 5 or more successes beyond
the number required, he may add one single, addi-
tional improvement of either damage or range to his
weapon.

To Purchase: 14 Practical Experience, 11 for

Network Zero, 9 for Task Force: VALKYRIE

CNBALISH

Prerequisites: All: Stamina 3. Partial (1): Iron
Stomach Merit or Morality 1 or less (primary actor),
Occult 3. Partial (1): Strength 2, Brawl 2 or Brawl 1
with a Specialty in Grappling.

Requires: 2

Dice Pool: Primary: Stamina + Occult. Secondary:
Strength + Brawl.

Action: Instant.

Description: Tales of cannibals eating the flesh
of their enemies to gain power are at least as old as
the written word, if not significantly older. Accord-



ing to many cultures, the devouring of human flesh
is among the greatest sins imaginable, but also the
key to unlocking great mystical power. True super-
natural benefits from cannibalism require special-
ized mystic knowledge, but even without witchcraft
or hedge sorcery there are rituals that can bestow
unusual boons upon those who dare to break the
ultimate taboo. Scholars of the occult hotly debate
whether there is some true, metaphysical benefit to
consuming the flesh of one’s fellow human beings
or whether the deranged mind of someone who
would perform such a rite merely floods the body
with adrenaline, in effect creating a “mind over
matter” effect.

The primary actor and secondary actors first
grapple the target. See pp. 156-158 of the World of
Darkness Rulebook for information on Grappling
(note especially the section on multiple people
grappling a single target). The roll to grapple the
target, however, is not part of the Tactic. That is,
the initial roll to grapple does not add dice to the
primary actor’s roll. This roll is to keep the target
from thrashing about, giving the primary actor a
clear target. Once the victim is grappled, and one
secondary actor successfully overpowers the target,
the primary actor makes a bite attack as a reflexive
action. If the attack hits, the primary actor tears
away a ragged hunk of flesh and devours it. A hu-
man being can devour the equivalent of one point
of damage worth of flesh per turn; if the primary ac-
tor inflicts more damage than that, he must spend
subsequent turns chewing and swallowing (a re-
flexive action); spitting any of the flesh out causes
all actors to lose the benefits of the Tactic. After
the bite attack, all of the secondary actors’ players
make their rolls (Strength + Brawl). The primary
actor then rolls Stamina + Occult, representing his
ability to invoke the cannibal rite while choking
down gobbets of raw human flesh.

The “cannibal rite” can take any form, from
elaborate chants in long-dead tongues found in an-
cient scrolls to a simple mockery of the traditional
grace said before a meal. The rite can be an authen-
tic mystical practice or something the cell made up
while devising the Tactic (lending credence to the
idea that the Tactic’s benefits are psychosomatic),
but the same rite must be used every time, or else
the cell must re-learn the Tactic from scratch.

This Tactic may be used to gain a benefit from
devouring a dead body, provided it has been dead
no more than an hour and has not been embalmed
or otherwise prepared for burial. The requirement
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that the target be grappled is waived when consum-
ing a dead body.

Potential Modifiers: Primary actor inflicts lethal
damage with the bite attack (either through filed teeth
or damage rollover) (+2 to primary actor), primary
actor is suffering from the effects of starvation (World
of Darkness Rulebook p. 175) (+2 to primary actor),
target is unconscious, drugged, or unable to feel pain
(-1 to primary actor), target is a supernatural being,
but was once human (vampire, witch, werewolf, etc.)
(-2 to primary actor), target is dead (-5 to primary
actor), target strikes a secondary actor (-2 to primary
actor), secondary actor(s) has a lower Initiative than
the primary actor (-3 to all participants), target grap-
ples a secondary actor (-5 to primary actor)

Organizations: No compact or conspiracy sanc-
tions behavior as abhorrent as this Tactic. Even the
Ashwood Abbey, which if rumor is to be believed
serves “long pig” at its most exclusive, private func-
tions, prefers its human flesh in artfully-prepared fil-
lets rather than torn steaming direct from the body.
Nevertheless, its practice has been known to crop up
in troubled hunters from time to time. Some Aegis
Kai Doru hunters have noticed that werewolves seem
to gain a sort of mystical “boost” from eating human
flesh and wondering whether they might do the same.
VASCU agents, who often find themselves crawling
around in the heads of slashers and serial killers for
months at a time, sometimes lose their self control
and succumb to the temptation to see what it’s like
— just the one time.

Roll Results

Dramatic Failure: The primary actor not only
fails to perform the rite, he gags, chokes, or is oth-
erwise unable to swallow the flesh of the target. The
primary actor and all secondary actors suffer a -3 pen-
alty to all rolls for the rest of the scene.

Failure: The primary actor is unable to perform
his prescribed cannibal rite well enough to gain any
benefit. Either the power fails to manifest, or the
ritual is insufficient to trigger a release in the actor’s
brain, depending on your point of view.

Success: The primary actor performs the rite and,
through means mystical or psychological, empowers
himself and the secondary actors. For every point of
damage inflicted by the primary actor’s bite attack, all
actors involved in the Tactic gain a +1 bonus on all
Strength-based dice pools, +1 to Initiative, and a +1
to Speed. The benefits last for the rest of the scene.

Exceptional Success: The primary actor’s per-
formance of the rite is so spellbindingly intense that
it inspires his cell to a near-superhuman frenzy. All
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actors gain one additional Health level per point of
damage inflicted by the primary actor’s bite attack.
This extra Health vanishes at the end of the scene,
and any damage remaining in those Health boxes
“rolls over” just as though it were damage in excess of
the character’s maximum Health.

To Purchase: 13 Practical Experience; no com-
pact or conspiracy teaches this Tactic

DRAW D QUARTER

Prerequisites: All: Strength 3, Brawl 1. Partial
(1): Intelligence 3, Medicine 3 (primary actor) or
Medicine 2 with a Specialty in Anatomy. Partial (4):
Brawl 3 or Brawl 2 with a Specialty in Grappling.

Requires: 5, up to 9 adds one dice to secondary
actions per hunter. Maximum 9 for this Tactic.

Dice Pool: Primary: Intelligence + Medicine.
Secondary: Strength + Brawl

Action: [nstant

Description: Drawing and quartering, the act of
tearing a person limb from limb by pulling on each
of his arms and legs, has been a popular method of
execution for much of history. Traditionally, the con-
demned would be lashed to four horses, oxen, or simi-
lar powerful animals which were goaded into mov-
ing in opposite directions, thereby ripping the victim
apart. Modern takes on the practice have used every-
thing from motorcycles and trucks to (in the case of
preternaturally strong slashers) bare hands.

While this Tactic may not be able to tear the
limbs off of an adult, healthy human being, it can
cause severe internal trauma, hampering the victim’s
ability to do anything.

The secondary actor(s) first grapple the target.
See pp. 156-158 of the World of Darkness Rulebook
for information on Grappling (note especially the
section on multiple people grappling a single target).
The roll to grapple the creature, however, is not part
of the Tactic. That is, the initial roll to grapple does
not add dice to the primary actor’s roll. Once the
creature is grappled, all of the secondary actors must
inflict at least one point of damage on the target, at
which point all of the secondary actors’ players make
their rolls (Strength + Brawl). This roll represents
the secondary actors hauling on the victim’s limbs,
pulling each away from his torso. The primary actor’s
player then rolls Intelligence + Medicine to direct
the secondary actors, telling them how to inflict the
maximum amount of trauma.

Potential Modifiers: Hunter’s Size rating is
greater than the target’s (+1 to applicable second-
ary actor), secondary actors have mechanical assis-



tance (e.g. motorcycles, winches, etc.) (+3), target has
Strength of 3 or higher (-1), primary actor is also grap-
pling target (+1).

Organizations: According to some ancient texts held
by the Aegis Kai Doru, the only certain way to kill a vam-
pire is to dismember it and bury its body parts at different
crossroads. Most cells just chop the body up after it stops
fighting back, but some take more drastic measures. Ash-
wood Abbey hunters sometimes make this Tactic’s use the
highlight of one of their gory debauches; the first person to
tear a limb completely off is traditionally offered a choice of
bottles from the host’s wine cellar.

Roll Results

Dramatic Failure: Not only do the hunters fail to
inflict extra trauma, all secondary actors lose their grap-
ple on the target thanks to the primary actor’s botched
instruction.

Failure: The primary actor is unable to direct the
secondary actors to properly rend the target’s flesh.
Apart from the damage inflicted by the secondary ac-
tors’ grapple, the target suffers no ill effects.

Success: By directing the secondary actors’ physi-
cal effort, the primary actor shows just how to rend the
target’s joints, tearing ligaments and partially dislocat-
ing limbs. For every success on the activation roll, the
target suffers a -1 wound penalty on all actions, to a
maximum of -5. This penalty does not stack with the
wound penalty from having damage marked in one of
the victim’s rightmost three Health boxes. The penalty
lasts until the victim is the recipient of an Intelligence
+ Medicine check that heals at least one point of bash-
ing damage or downgrades a wound by one step (see the
World of Darkness Rulebook, p. 61).

Exceptional Success: In addition to inflicting mas-
sive wound penalties, the target suffers from the effect
of the Lame Flaw, reducing his Speed by 3. This effect
persists until the wound penalties from this Tactic are
removed (see above).

To Purchase: 14 Practical Experience, 11 for Ash-
wood Abbey, 9 for Aegis Kai Doru

EXPLO(T TELL

Prerequisites: All: Manipulation 2, Empathy 2.
Partial (1): Manipulation 3 (primary actor). Partial (1):
Wits 2 (secondary actors).

Requires: 2, up to 4 adds one dice to all actors.
Maximum 4 for this Tactic.

Dice Pool: Primary: Manipulation + Empathy. Sec-
ondary: Wits + Empathy.

Action: Extended and contested; each roll repre-
sents one minute of discourse with the subject. The tar-
get rolls Resolve + Composure.

DRAW AND

FUAR TS
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Description: Tells and derangements are a factor
that slashers and hunters alike must deal with. Whether
it’sa hunter who compulsively checks the salt lines across
every entrance into his apartment or a slasher who caves
the Anglo-Saxon rune “Tywaz” into the palm of the left
hand of every one of his victims, these behavioral quirks
are a hindrance to those who possess them and a poten-
tial boon to those tracking the deranged. With a careful
understanding of applied psychology and the principles
of interrogation, a pair (or more) of investigators can
“work” a suspect, poking and prodding at her psyche and
forcing derangements to the surface.

While the primary actor goads and cajoles and
pushes buttons, the secondary actor watches the sub-
ject carefully, looking for tacks that seem to have an
effect and communicating this to the primary actor
through subtle cues. This can be a weapon (pushing
a violent suspect into a fugue state), an investigative
tool (fishing for explosive outbursts of violence from
an otherwise normal-seeming suspect in a serial mur-
der case), or even a sadistic recruiting tactic (as in a
cell of slashers forcing a captive to lash out and po-
tentially further damage his own Morality).

Using this Tactic requires that the actors involved
have the time and the ability to converse with the tar-
get. This doesn’t necessarily mean the subject must be
willing, or even that she reciprocate the conversation: a
pair of VASCU agents interrogating a detained and un-
responsive suspect can use this Tactic, as can a VALKY-
RIE strike team engaged in a standoff at gunpoint with
a hostile ENE. The actors need not be aware of a spe-
cific Tell or derangement, although knowing something
about the subject’s psychological makeup provides a
bonus. The primary actor must, however, specify a gen-
eral category of derangement the Tactic aims to ferret
out, such as sexual deviance, violent behavior, or socio-
pathic tendencies. Because of the wide range of specific
manifestations derangements and Tells can take, the
Storyteller must rely on his own judgment to decide
whether the specified category is appropriate. Sadism in
one slasher might qualify as “violent tendencies,” while
in another it might fall under “sexual deviance.”

The target number of successes for the primary
actor is five plus the subject’s Morality. The subject
must reach a total equal to 10 minus his own Resolve
+ Composure. Because it is possible on a failure to re-
ceive false information, the Storyteller should consider
rolling for the primary actor so the players never know
for sure if they’ve received correct information.

Potential Modifiers: Subject is a complete strang-
er to the actors (-3), subject does not actually possess
any derangements or tells (-2), subject’s Morality is 7

or higher (-1), subject is only slightly known to the
actors (a new case without much data, or an enemy
the actors have faced a few times before) (-2), actors
have had frequent contact with the subject (+1), sub-
ject has a Morality of 4 or less (+1), actors have a
profile on the subject (see the Profiling Tactic on p.
227 of Hunter: the Vigil) (+3).

Organizations: VASCU practically invented
this Tactic and remains its most common user. While
hardly sufficient for a conviction, an outburst of psy-
chotic behavior during an interrogation is a damn-
ing piece of evidence in a prosecutor’s arsenal. Task
Force: VALKYRIE and the Cheiron Group likewise
use this Tactic, primarily as part of the recruitment
process to screen potential members for major psy-
chological problems. Slashers, especially Geniuses
and Psychos, use this Tactic on captives to twist the
unfortunates into deranged killers themselves.

Roll Results

Dramatic Failure: For the primary actor, the
process goes awry and some key facet of the subject’s
psyche is overlooked. Not only does the primary actor
lose all accumulated successes, the subject can feed
him one piece of false information about herself. She
might convince him that she possesses no derange-
ments at all, or that her Vice is something other than
it is, or that her Willpower is significantly stronger
or weaker than it is. For the subject, dramatic failure
means she loses all accumulated successes and suffers
a -1 penalty on all remaining rolls. This penalty is
cumulative for multiple dramatic failures.

Failure: If the primary actor fails to reach his re-
quired total before the subject, he is unable to force
her to display her Tell. The subject cannot be the
target of this Tactic again for at least one hour per
point of Willpower she currently possesses.

Success: If the primary actor reaches his required
total before the subject, the subject is forced to dis-
play one of her Tells or derangements. She is unable
to control this outburst; it merely happens, exactly as
if she failed a Resolve + Composure roll to resist the
stimulus of the Tell. If circumstances would prevent
her from actually acting out her derangement, she
instead launches into an outburst, vocalizing or oth-
erwise conveying her desired course of action. Since
this behavior can be both violent and unexpected,
hunters employ this Tactic sparingly outside of con-
trolled situations.

If the subject has more than one Tell or derange-
ment that could fall under the same broad category,
the most severe one manifests. If the subject has mul-
tiple derangements of equal severity, the Storyteller



chooses one. If the subject has no derangements or
Tells, she instead takes some action or makes an out-
burst that exemplifies her Vice.

Exceptional Success: In addition to goading the
subject into revealing her psychological traumas, the
primary actor gleans one of the following pieces of
information about the subject: the total number of
derangements she possesses, her Vice, her current
Morality rating, or her current reserve of Willpower
points. The character, obviously, interprets this in-
formation in a qualitative fashion, not as game me-
chanics. While the player might learn, for example,
“her Morality is 4,” the character learns “she seems
pretty jaded, but you're not sure she’s capable of cal-
lous, cold-blooded murder.” For the subject, an ex-
ceptional success allows her to convey a false version
of the above pieces of information, just as she can if
the primary actor rolls a dramatic failure.

To Purchase: 14 Practical Experience, 11 for
Loyalists of Thule, 9 for VASCU

FNSE PRETENSES

Prerequisites: All: Composure 2, Subterfuge 3. Par-

al (1): Manipulation 3, Socialize 3 (primary actor)

Requires: 4

Dice Pool: Primary: Manipulation + Socialize
Secondary: Composure + Subterfuge

Action: Extended and contested; target rolls Wits
+ Composure (if more than one target, the character
with the highest Wits + Composure total rolls for the
whole group). Each roll represents 10 minutes of so-
cializing.

Description: While the insanity of a particu-
lar slasher might be subtle enough to escape notice,
many lunatics exude a subtle sense of malice and
general wrongness that puts people on their guard.
By putting on a forced veneer of normalcy, a group
of slashers can, for a limited time at least, convince
others they are nothing but a harmless, if a little odd,
group of characters. The group dynamic is key: primal
human instinct tells us the loner is to be shunned and
feared far more than the group. Groups of slashers can
“cover” for each other, passing Tells or derangements
brought on by low Morality as harmless simple-mind-
edness or eccentricity.

Some slasher cells affect the fagcade of a fam-
ily unit (sometimes the degenerate wretches ac-
tually are related by blood), others might pass
themselves off as a traveling garage band or the
employees and regular customers of a small-town
business. In any case, by masking their homicidal
intentions and subtly reinforcing the group dy-

FALSE PRETENSES

namic, they can lull potential victims into a false
sense of security and leave them vulnerable to a
savage ambush.

Much like a foot chase, the False Pretenses Tac-
tic works a little bit differently than other extended
actions. Each participant has a different target num-
ber of successes that must be reached in order to suc-
ceed: the primary actor must earn successes equal to
the target’s Wits + Composure, but to see through
the deception, the target need only accumulate more
successes than the primary actor’s current total.

Potential Modifiers: Attempting to use the
Tactic on a group of four or more targets (-3), every
Tell the primary actor possesses (-2), attempting to
use the Tactic on a group of two or three targets
(-2), every derangement the primary actor possess-
es (-1), every three derangements possessed by all
secondary actors (-1), group appears out of place or
in an inappropriate environment (e.g. a backwoods
family of mutant cannibals at an inner-city club)
(-1 to -3, depending on the level of incongruity),
primary actor has no derangements (+1), cell offers
to perform some helpful service for the targets such
as fixing a flat tire, getting them into an exclusive
party, etc. (+2).

Organizations: The Malleus Maleficarum some-
times uses this Tactic to lure monsters and witches
into a false sense of security, often by masquerading
as priests, deacons, or groundskeepers of a church.
The Union capitalizes on its members’ “everyman”
appeal in much the same manner, passing them-
selves off as belonging to the anonymous, blue-collar
world before striking.

Roll Results

Dramatic Failure: For the primary actor, a dra-
matic failure means the group has revealed some sign
that it intends malice toward the target. All accumu-
lated successes for the primary actor are lost. For the
target, a dramatic failure means that he believes the
group to be entirely harmless and immediately loses
the contested action.

Failure: If the primary actor fails to reach her tar-
get number of successes before the target reaches his,
the target remains unconvinced by the cell’s act and
may react accordingly.

Success: If the primary actor reaches her goal
without her total being exceeded by the target’s to-
tal, the target is taken in by the cell’s display of help-
ful, or at least non-threatening, behavior. The first
time a member of the cell attacks him for the rest of
the scene, his roll to react to surprise is reduced to a

chance dice (see the World of Darkness Rulebook,



p. 46). If this Tactic succeeded against a group of tar-
gets, all of them suffer the same effect. Should any
target suffer a dramatic failure on the roll, he is blind-
sided for two turns. This effect only applies once; if
the primary actor attacks the target and then, some
time later, another member of the cell ambushes the
target, the reaction to surprise is rolled normally for
the second attack).

Exceptional Success: If the primary actor ac-
cumulates five more successes than required to
succeed, any targets of this Tactic are automati-
cally surprised. The targets do not even get a roll
to resist surprise; they are simply unable to act or
subtract their Defense from incoming attacks dur-
ing the first turn of combat. Should the target earn
5 more successes than the primary actor’s current
total, not only does he see through the ruse, he
expects the inevitable violence from the cell. The
first time a member of the cell attacks the target
during the scene, the target not only automatically
succeeds on the roll to react to the ambush, he au-
tomatically acts first in the first turn (after the first
turn, roll Initiative for the target normally). This
benefit likewise affects all targets in a group.

To Purchase: 15 Practical Experience, 12 for the
Union, 10 for the Malleus Maleficarum
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GTNSL?’ SCENE

Prerequisites: All: Presence 2, Expression 1
Partial (1): Presence 3, Manipulation 2, Intim-
idation 2 (primary actor). Partial (1): Crafts 1
(secondary actors).

Requires: 2

Dice Pool: Primary: Presence + Intimidation.
Secondary: Intelligence + Crafts.

Action: Extended. Each roll represents one hour
of prep time.

Description: Many slashers like to keep trophies
of their kills, from the comparatively mundane (a
piece of jewelry worn by their victims) to the truly
grotesque (human heads mounted on a wall via taxi-
dermy). The sight of such a trophy room can shock
and sicken the unsuspecting, and some slashers de-
liberately set up gory trophy rooms in their lairs and
then funnel would-be pursuers or hapless victims into
them, waiting for the horror to incapacitate them be-
fore closing in for the kill.

This Tactic works a bit differently than many
others. Instead of directly affecting one or more tar-
get, this Tactic allows the cell to set up a sort of trap
that triggers an effect on any character who sees the
Grisly Scene. The slashers’ presence when the target



witnesses the room can enhance the effect, but is not
required for it to function.

To use this Tactic, the secondary actors perform
the basic work of constructing the “trophy room.”
This might include anything from bizarre altars made
of human bone to meat hooks suspended from the
ceiling to hang carcasses from. The primary actor
directs their actions, creating a scene calculated to
inspire revulsion and terror. Depending on the slash-
ers in question, this scene might be a gruesome “meat
locker” with human bodies in place of sides of beef,
a coldly clinical laboratory with the vile evidence
of horrible experiments strewn across stainless steel
tables, a shrine to blasphemous, unknowable gods, or
any other appropriately revolting tableaux.

Setting up this Tactic requires time; each success
on the activation roll allows the cell to convert an
area five feet by five feet into a Grisly Scene. Ob-
viously, the cell must have appropriate “building
blocks” on hand; some slasher cells go on a killing
spree before setting up a trophy room with this Tac-
tic, while others meticulously preserve souvenirs from
kills long completed.

Aslong as no one disturbs it, a Grisly Scene main-
tains its effectiveness almost indefinitely. Indeed, an
older scene might levy a penalty to resist its effects,
as putrid, decaying flesh is rather more horrific than
freshly-killed corpses.

Any character with a Morality of 2 or less is
immune to the effects of this tactics. Such debased
wretches are so incapable of basic human empathy
that the sight of horribly mutilated bodies fails to
move them.

Potential Modifiers: Each identifiably different
human body used (e.g. multiple heads or limbs, cured
human skin with different skin tones) (+1 to primary
actor), human body parts fashioned into objects d’art
such as lamps, thrones, or the like (+2 to primary ac-
tor), location is particularly dark, isolated, or other-
wise creepy (an abandoned church, backwoods shack,
Victorian-era asylum) (+1 to +3), victims killed in
an especially brutal fashion (+2 to primary actor), no
human remains used (-3 to primary actor), blood used
but no other physical remains (-1 to primary actor),
location is brightly lit or not conducive to an atmo-
sphere of terror (shopping mall, pleasant city park in
a “safe” neighborhood, etc.) (-1 to -3 to primary ac-
tor), using fake body parts or gore to simulate a killer’s
trophy room (-2 to -5 to primary actor depending on
the quality of the props).

Organizations: The Long Night, despite its fervent
denials, has been known to practice a form of this Tactic

GRIESLY SCENE

to terrify witches and demons with “scenes of their own
inevitable damnation.” (Think of the fundamentalist
Christian “Hell Houses” that pop up at Halloween.)
Network 0 sometimes trades in the actual blood and
guts for cutting-edge special effects to “spice up” their
videos.

Roll Results

Dramatic Failure: Instead of inspiring panic
and revulsion, the scene created by the cell inspires
rage and a single-minded devotion to destroy the
perpetrators. Anyone who enters the Grisly Scene
and fails a Resolve + Composure roll gains a +1 bo-
nus to attack any member of the cell who partici-
pated in the Tactic.

Failure: While the scene prepared may be dis-
turbing and sickening, it fails to inspire devastating
dread in those who see it.

Success: Success on this Tactic functions a bit
differently depending upon whether it is discovered
“blind” (that is, none of the slashers involved in the
Tactic are present), or whether the primary actor is
in the trophy room. If a character stumbles across an
empty trophy room, his player simply rolls Resolve +
Composure. On a success, he is shaken but suffers no
game mechanic penalties. Should he fail, he loses a
point of Willpower from the shock and suffers a -1
penalty on all actions for the rest of the scene. The
Storyteller should feel free to assign bonuses or pen-
alties to this roll; a completely unsuspecting victim
might suffer a -2, while a hunter who knows he’s
entering a slasher’s lair and expects some fucked up
shit might receive a +2 bonus.

If the primary actor for the Tactic is present
when a character discovers the scene, the roll be-
comes a contested roll of the victim’s Resolve +
Composure vs. the primary actor’s Presence + In-
timidation. Should the victim earn more successes,
he suffers no ill effect, but should the primary actor
win the roll, the victim loses one point of Willpower
per success that the primary actor’s player rolled in
excess of his own. The primary actor must be pres-
ent at the moment of discovery and aware of the
interlopers to make this roll. If multiple characters
enter the scene at the same time, the primary actor’s
player makes one roll and compares it to each of the
victims’ individually.

Exceptional Success: The scene is so horrifying
that any character who fails to resist its effects also
gains a temporary minor derangement of the Story-
teller’s choice.

To Purchase: 13 Practical Experience, 10 for
Long Night, 8 for Network Zero



KEEP "EM AWNCE

Prerequisites: All: Dexterity 2, Medicine 1 Par-
tial (1): Intelligence 2, Medicine 2 (primary actor)

Requires: 2, up to 4 adds one dice to all second-
ary actors, 5 or more levies a -2 penalty to all actors.

Dice Pool: Primary: Intelligence + Medicine.
Secondary: Dexterity + Medicine.

Action: Extended (each roll represents one turn
of triage).

Description: Sometimes you need to keep some-
one awake who, by all odds, should be unconscious
or dead. Slashers use this Tactic to keep victims con-
scious and prolong their suffering, hunters use it to
keep allies alive until help can arrive or long enough
to convey vital intelligence. One actor acts as the
primary physician, tackling the worst of the medical
problems as they come up and directing his secondary
actors to deal with less severe ones.

This Tactic can be used on an individual who
is unconscious (rightmost Health box marked with a
bashing wound), dying (rightmost Health box filled
with a lethal wound) or even dead. All actors must
begin using this Tactic within one turn per point of
the victim’s Stamina after death, otherwise the target
is too far gone. A dead character cannot actually be
resuscitated with this Tactic; the target cannot heal
damage by mundane or supernatural means and still
has an aggravated wound in his rightmost Health
box. The best this strategy can manage is to hold off
the inevitable for a time.

The target of this Tactic must remain immobile.
Any attempt to move, or take an action more physi-
cally taxing than speaking in a low voice, causes the
Tactic to immediately fail. Even when this Tactic is
not employed for nefarious reasons, it’s usually best
to restrain the target so that his inadvertent struggles
don’t inflict further injury on himself.

The target number for this tactic functions differ-
ently than other extended actions. While this Tactic
is being used, the target has a “pain threshold” num-
ber, which represents the number of successes the
primary actor must achieve. This threshold begins
at 1 and increases by two every turn. Any damage
the target suffers adds directly to the pain threshold.
Should the pain threshold ever exceed the primary
actor’s current success total, the tactic fails and its
effects end. There is no long-term “success” for this
Tactic, the target can only be kept conscious for so
long before his body gives out and needs to heal.

Potential Modifiers: Set of surgeon’s tools (scal-
pels, retractors, clamps) (+1 for any actor with a set),
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field surgical kit (+1 for any two actors), military sur-
gical kit (+2 for any three actors), target is securely
restrained (+2 for all actors), access to surgical fa-
cilities (+3 for all actors), lack of tools (-1 to -4 for
each actor lacking tools), target is held immobile by
a grapple (-2 for all actors), bad weather (-2 for all
actors), distraction from noise (-1 for all actors) to
imminent danger (-4 for all actors).

Organizations: Task Force: VALKYRIE agents
sometimes get a little overzealous in their interroga-
tions and need to bring a suspect around. Null Mys-
teriis finds it quite useful to keep monsters conscious
to more accurately measure pain thresholds and re-
sponses to negative stimuli.

Roll Results

Dramatic Failure: The medical efforts do more
harm than good; not only does the target immediate-
ly suffer the effects of being wounded, dying, or dead,
he suffers one point of damage of the type currently
filling his rightmost Health box.

Failure: When the target’s pain threshold
equals or exceeds the primary actor’s accumulated
successes, the target lapses back into unconscious-
ness (or dies, if the wound in his rightmost Health
box is aggravated).

Success: As long as the primary actor’s success
total exceeds the target’s pain threshold, the target
remains conscious and aware of his surroundings. Any
negative effects of his current state (such as bleeding
out) are held in abeyance as long as this Tactic con-
tinues to function.

Exceptional Success: Since there is no fixed tar-
get number of successes for this Tactic, there is no
way to roll an exceptional success.

To Purchase: 13 Practical Experience, 10 for
Null Mysteriis, 8 for Task Force: VALKYRIE

Prerequisites: All: Composure 2, Atlﬁetics
2, Brawl 1. Partial (1): Athletics 3 or Firearms 3 or
Weaponry 3 (primary actor).

Requires: 2; 4 or more levies a —2 penalty to
the primary actor, above and beyond the penalty for
shooting into combat (see below).

Dice Pool: Primary: Strength + Acthletics or
Strength + Firearms or Strength + Weaponry. Sec-
ondary: Dexterity + Athletics.

Action: Instant.

Description: Slashers are infamous for their
gory kills. Some grind victims up into hamburger,
some gut their prey with rusty boat hooks, and some
prefer to inflict an agonizingly painful wound and



KEBR

then leave the target to bleed out, slowly and pain-
fully. This Tactic demonstrates the latter philoso-
phy, allowing the slasher to literally nail victims to
a wall.

Using this Tactic requires the primary actor to
be armed with a stabbing weapon at least 18 inches
long. Brutes, Masks, and other especially strong slash-
ers tend to favor thrown or melee weapons to show
off their brute power, while others make do with
crossbows, spear guns, or other Firearms-based weap-
ons. The target must also be adjacent to a vertical or
nearly-vertical surface, such as a wall, a large tree, or
a vehicle; the target may instead be pinned to the
ground if the target is prone.

While the primary actor readies his weapon, the
secondary actors bait the target, goading him into a
position where a powerful strike can skewer him. If a
secondary actor’s roll fails, he does not get out of the
way of the target in time. When the target’s next ac-
tion arrives, it can attack that actor without applying
the actor’s Defense. This does not affect the primary
actor in any way (other than not granting the player
extra dice, of course).

The primary hunter’s activation roll is his attack
roll, and therefore subject to all the normal rules for
an attack (he adds his weapon’s damage, subtracts
his target’s Defense unless it is a Firearms attack, and
may use various attack options or Merits as appro-
priate). The attack, if successful, impales the target
on the weapon, and has a chance to pin him to the
adjacent object.

Removing an impaling weapon from one’s own
body requires a successful Strength + Composure roll,
and inflicts one additional point of lethal damage.
Another character may remove the weapon with a
successful Strength + Stamina roll, also inflicting
one point of lethal damage. Finally, another charac-
ter may remove the weapon without inflicting addi-
tional damage with a successful Strength + Medicine
roll. In any case, removing an impaling weapon that
has pinned a target to a wall incurs a -2 penalty on
the roll.

Potential Modifiers: Secondary actor is espe-
cially frightening/intimidating to the target, such
as a torch-wielding hunter goading a vampire (+2
to secondary actor), target strikes a secondary actor
(-2 to primary actor); secondary actor(s) has a lower
Initiative than the primary actor (-3 to all partici-
pants); target grapples a secondary actor (-5 to pri-
mary actor).

Organizations: Ashwood Abbey members take a
perverse glee in doggedly pursuing some quarry to the
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point of exhaustion, then hitting it with a harpoon
from a high-powered pneumatic spear gun. Once it’s
pinned (and hopefully still alive), the hunters... well,
use whatever imagination got them into the compact
in the first place. On a less sybaritic note, some par-
ticularly sadistic Aegis Kai Doru hunters carry a sheaf
of Grecian javelins tipped with silver rather than the
traditional soft iron when hunting werewolves. It’s
considered an impressive display of prowess to skewer
a charging shapechanger in its full battle form without
going mad from terror or letting it eviscerate you.

Roll Results

Dramatic Failure: The attack misses the target
altogether and hits one of the secondary actors. The
primary actor’s player immediately makes a new at-
tack roll against the secondary actor, subtracting her
Defense if applicable.

Failure: The attack misses the target com-
pletely.

Success: The attack hits its mark, and the
weapon impales the target through a limb, or pos-
sibly even the torso if the attack inflicted significant
damage. The victim suffers a -3 penalty to Speed,
Initiative, and attack rolls until the weapon is re-
moved. In addition, if the successes rolled on the at-
tack exceed the Durability of the adjacent surface,
the target is pinned to that surface and cannot move
until the weapon is removed. A pinned target loses
one point from his Defense as he cannot evade at-
tacks as effectively.

Exceptional Success: The target suffers massive
damage and is likely pinned to all but the hardest of
surfaces. In addition, if the weapon is made of wood
and the target is a vampire, an exceptional success
pierces the heart and stakes the monster.

To Purchase: 14 Practical Experience, 11 for

Ashwood Abbey, 9 for Aegis Kai Doru

LOBOTONZE

Prerequisites: All: Medicine 2 or Medicine 1
with a Specialty in Surgery; Brawl 2. Partial (1): Dex-
terity 3, Medicine 3 or Medicine 2 with a Specialty
in Surgery (primary actor). Partial (2): Strength 2,
Brawl 2

Requires: 3

Dice Pool: Primary: Dexterity + Medicine. Sec-
ondary: Strength + Brawl

Action: Instant

Description: Lobotomy was a popular and ac-
cepted means of treating aberrant psychological be-
havior for nearly one hundred years. The theory was
that the process of destroying the prefrontal cortex of



the brain would eliminate criminal behavior, aggres-
sion, and other undesirable traits. Modern psychiatry
has rejected the notion entirely, but hunters and their
deranged counterparts have discovered a variation on
the technique that can cripple a monster’s ability to
invoke supernatural powers of the mind.

The secondary actor(s) first grapple the target.
See pp. 156-158 of the World of Darkness Rule-
book for information on Grappling (note especially
the section on multiple people grappling a single tar-
get). The roll to grapple the creature, however, is not
part of the Tactic. That is, the initial roll to grapple
does not add dice to the primary actor’s roll. Once
the creature is grappled and one secondary actor suc-
cessfully overpowers the creature, all of the secondary
actors’ players make their rolls (Strength + Brawl).
This roll is to keep the monster from thrashing about,
giving the primary actor a clear target. The primary
actor’s player then rolls Dexterity + Medicine as the
primary actor delicately inserts a long, thin needle or
pick into the target’s tear duct and twists it around,
severing the connections to and from the prefrontal
cortex of the brain.

Potential Modifiers: Set of surgeon’s tools (scal-
pels, retractors, clamps) (+1 for primary actor), field
surgical kit (+2 for primary actor), military surgical
kit (+3 for primary actor), target is securely restrained
(+2 for all actors), access to surgical facilities (+3 for
all actors), lack of tools (-1 to -4 for primary actor),
target is only held immobile by a grapple (-2 for pri-
mary actor), distraction from noise (-1 for primary ac-
tor) to imminent danger (-4 for primary actor).

Organizations: The Cheiron Group, endlessly
fascinated by the biological workings of monsters and
sub-human slashers alike, makes use of this Tactic
both in the field and in the lab. Null Mysteriis like-
wise prefers a “medical” approach to the problem of
dealing with a monster’s psychic abilities rather than
pseudo-mystical counter-charms.

Roll Results

Dramatic Failure: The primary actor is unable
to plant the lobotomy pick properly, and the target’s
thrashing causes him to slip and injure one of the sec-
ondary actors. The primary actor’s player rolls a new
attack as a reflexive action against his ally (treat this
attack as a Strength + Weaponry attack, and assume
the tool used for the lobotomy has a +1 damage rat-
ing), inflicting lethal damage if he hits. The target
automatically escapes the grapple.

Failure: The primary actor is unable to perform
the procedure, and the target suffers no ill effects.
The target remains grappled.
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Success: The target suffers one point of lethal
damage per two successes on the activation roll (min-
imum one point of damage). In addition, the proce-
dure disrupts the target’s mind, rendering him unable
to employ any sort of psychic power or supernatural
mental ability. This includes a vampire’s dominating
gaze, a witch’s love spell, or even the Talents of Psy-
cho and Maniac slashers. This effect lasts until the
victim heals all damage inflicted by this Tactic.

Exceptional Success: In addition to having its
psychic powers disrupted, the target loses one point
from all of its Mental Attributes until all damage
from the Tactic heals.

To Purchase: 14 Practical Experience, 11 for
Null Mysteriis, 9 for The Cheiron Group

M <N Lick Too

Prerequisites: All: Wits 2, Stealth 3. Partial (1):
Dexterity 2 (primary actor). Partial (1): Presence 2,
Subterfuge 2 (secondary actors).

Requires: 2, more than four subtracts one dice
from all actors.

Dice Pool: Primary: Dexterity + Stealth. Second-
ary: Wits + Stealth.

Action: Extended (5-10+ successes required;
each roll represents one minute of sneaking) or re-
flexive and contested (see below).

Description: Many apocryphal stories of slashers
tell it in different ways: sometimes it’s the dead dog
and the note “Man can lick, too;” sometimes it’s the
dead roommate with “Aren’t you glad you didn’t turn
on the lights?” Whatever form it takes, the idea of a
killer almost revealing himself but passing his pres-
ence off as something else is a common trope, and it
can be a useful tool in the arsenal of any cell. While
the primary actor attempts a stealthy infiltration,
the secondary actors watch from a distance, ready to
create distractions at a moment’s notice. Should the
primary actor falter and inadvertently announce his
presence, the secondary actors stand ready to “cover”
for him by creating a distraction somewhere else.

This Tactic works a little differently than many
others, in that the primary actor’s action does not di-
rectly relate to the execution of the Tactic. The basis
of this Tactic is the primary actor’s attempt to move
silently and undetected — a slasher sneaking into his
victim’s home, for example. He gains the teamwork
benefit from the secondary actors’ roll (see the World
of Darkness Rulebook, p. 134) as normal, but the
extra advantage that comes from learning this Tactic
and employing it comes in the secondary actors’ abil-
ity to reflexively “reinforce” the primary actor.



While using this Tactic, whenever the primary
actor loses a contested roll to remain undetected, any
secondary actor with at least one success on her acti-
vation roll may choose to reflexively spend one point
of Willpower to quickly react and try to create a dis-
traction or explanation for the revelation. Her player
rolls Presence + Subterfuge; if she succeeds, anyone
who won the contested action to detect the primary
actor’s presence writes it off as something inconse-
quential and allows the primary actor to continue
the extended action. The sound of something being
knocked over might be attributed to raccoons getting
into the trash, or a brief glimpse of a silhouette as a
curtain blowing in the air conditioning’s current.

To use this Tactic, the secondary actors must all
be able to see the primary actor, or at least commu-
nicate with him. This might mean something as low-
tech as peering through windows or watching from
the roofs adjacent to a city park, or it might involve
live streaming video and audio feeds from a stereo-
scopic camera rig and microphone the primary actor
wears.

This Tactic, as written, assumes the primary actor
is using the Stealth skill to remain hidden and silent;
the Tactic can just as easily be used to shadow a tar-
get through a crowd. This does not require learning a
separate Tactic, merely swap the Dexterity 2 require-
ment for Wits 2 and change the primary actor’s dice
pool from Dexterity + Stealth to Wits + Stealth.

Potential Modifiers: Secondary actors can only
dimly or intermittently see primary actors (-3 to sec-
ondary actors), secondary actors have good visuals,
but no audio for the primary actor (-1 to secondary
actors), each subsequent negation of a failed roll (-1
to all secondary actors) primary actor hiding in a shad-
owy area (+2 to primary actor), primary actor moving
quietly through a loud area (near a busy freeway, fac-
tory, animal shelter, etc.) (+2 to primary actor), all
actors in constant communication (e.g. radios, cell
phones, hand signals) (+3 to all actors).

Organizations: Network O reporters often have to
shadow people who very much do not wish to be shad-
owed in order to get their stories. This Tactic gives
them a little extra insurance to avoid being noticed —
or worse yet, caught. Likewise, the Loyalists of Thule,
with their general policy of noninterference, use this
Tactic to observe without being detected. VASCU
agents sometimes use this Tactic when covertly plac-
ing wiretaps or cameras in a suspect’s home.

Roll Results

Dramatic Failure: For the primary actor, a dra-
matic failure immediately and unequivocally reveals

HAN CAN LIECK TOO[N® ESCARPE

his presence to anyone contesting his attempt at
Stealth. Secondary actors may not spend Willpower
for a roll to “negate” a dramatic failure. For a second-
ary actor’s reflexive roll, the attempt at distraction
just makes the contesting character more edgy. In-
stead of writing it off as nothing, she might raise the
alarm, call the police, or shout for her father to bring
his scattergun.

Failure: For the primary actor, he makes a noise
or allows himself to be seen briefly. A secondary ac-
tor may attempt to “negate” this failure as described
above. For a secondary actor, failure means he was
unable to cover for the primary actor and the extend-
ed action fails.

Success: For the primary actor, a successful roll
means that he makes progress toward the number of
successes required to meet his goal. For a secondary
actor, success means that anyone who won the con-
tested roll against the primary actor dismisses what
she saw or heard.

Exceptional Success: For a primary actor, win-
ning the contested roll with five or more successes
means he has found an exceptionally good hiding
spot or route to avoid being detected. His next roll
is treated as a rote action, allowing him to re-roll any
dice that do not come up successes. For a secondary
actor, the distraction is especially convincing. Any
character contesting the primary actor’s action suffers
a -2 penalty for the rest of the extended action.

To Purchase: 15 Practical Experience, 12 for
Network Zero, 10 for VASCU

No ESCAPE

Prerequisites: All: Strength 2, Crafts 2. Partial
(1): Intelligence 2, Crafts 2.

Requires: 4

Dice Pool: Primary: Intelligence + Crafts. Sec-
ondary: Strength + Crafts.

Action: Extended (1-5 success required per five
foot by five foot area; each roll represents one hour
of crafting.)

Description: The isolated, inescapable killing
den is a trope of the slasher story, and it’s a trope
that has more basis in fact than fiction. Many slash-
ers take some isolated space as their lair, fortify-
ing it and riddling it with trap doors, secret hiding
places, and most especially reinforced exits to trap
their victims inside. For some, it’s an apparently-
ramshackle old house on a deserted lane, the win-
dows all boarded over and the doors nailed shut. For
others it’s a disused factory in the industrial district,
refitted with the latest steel security doors and elec-



tronic locks. Whatever form it takes, it serves one
purpose: trammeling some unfortunate quarry into a
confined space from which there is no escape.

A cell of slashers can convert a space into a kill-
ing lair in relatively short order. The primary actor
directs the work and ensures that any potential es-
cape routes are blocked off, that secret tunnels allow
the cell to access all the rooms easily, and so on. The
secondary actors perform the actual manual labor,
nailing up planks, bricking over windows, and the
like.

When the cell undertakes this Tactic, the prima-
ry actor must determine the level of quality he wants
the killing den to possess. This determines both the
number of successes required per five-foot by five-foot
area and the effects on anyone unfortunate enough
to be trapped in the killing den, and any attempt to
force an exit (battering down a door, hacking an elec-
tronic lock, etc.) suffers a -1 penalty per base success
required. Characters involved in the construction of
the killing den do not suffer this penalty. In addition,
anyone within the killing den who was not part of its
construction suffers a -1 penalty per base success on
Initiative against members of the cell.

There is no limit to how large a killing den can be,
but it must be at least ten feet by ten feet. In addition,
it must fill at least the entirety of an available room.
A killing den set up in a 20 foot by 30 foot room can-
not occupy a ten foot by ten foot space in the middle
of that room. A separate room would have to be built
into the larger room for that (an extended Crafts roll
in its own right). The killing den can, however, oc-
cupy only part of a building. A five-room house with
a basement could have one killing den that covers
the basement and two other rooms, or even three dif-
ferent killing dens in three different rooms.

A killing den can last indefinitely, but requires
regular upkeep. Once a year, the cell must re-apply
this Tactic to an existing killing den, with a target
number of successes equal to one-quarter of the origi-
nal target successes. Failure to do so causes the penal-
ties the killing den incurs to drop by one; should the
penalty ever drop to 0, the killing den loses all effec-
tiveness and must be rebuilt from scratch. Likewise,
a victim (or group of victims together) managing to
escape reduces the penalty by one and necessitates
immediate upkeep.

Potential Modifiers: Secondary actors have
high-grade tool sets (+1 to secondary actors), high-
quality materials (+1 to secondary actors), high-
tech tools (laser leveler, saws with laser guides) (+2
to secondary actors), extensive reference library (+2
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to primary actor), carpentry shop (+3 to all actors),
poor-quality tool set (-1 to secondary actors), poor
quality materials (-1 to secondary actors), lack of
reference library (-1 to secondary actors), impro-
vised work area (-1 to all actors).

Organizations: Null Mysteriis sometimes sets up
“secure houses,” more colloquially known as “zoos,”
where monsters are turned loose and their natural re-
actions observed. Both the Long Night and the Mal-
leus Maleficarum build secure prisons to house captured
monsters for attempted “deprogramming,” and VASCU
field teams are sometimes trained in setting up field pris-
ons when local law enforcement’s jails aren’t sufficient
to hold paranormal killers. Finally, the Lucifuge some-
times use it to attract, summon, or bind demons.

Roll Results

Dramatic Failure: An apparently-secure killing
den provides the victims with an easily-defensible po-
sition. Instead of assessing a penalty, the killing den
grants a bonus equal to the base number of successes
required against members of the cell.

Failure: No appreciable headway is made toward
the construction of the killing den.

Success: The cell makes progress toward con-
structing its murderous fortress. Actions taken to es-
cape the killing den suffer a cumulative -1 penalty
equal to the primary actor’s successes. In addition,
those trapped within the killing den suffer a cumula-
tive -1 penalty to their Initiative scores equal to suc-
cesses gained.

Exceptional Success: In addition to the penalty
on Initiative and escape attempts, any victim trapped
in the killing den loses his Defense against the first
attack any member of the cell makes against him dur-
ing the scene.

To Purchase: 14 Practical Experience, 11 for
Null Mysteriis, 9 for Lucifuge

PhCK OF BLOCDHOUNDS

Prerequisites: All: Wits 3, Survival 2 Partial (1):
Survival 3 or Survival 2 with a Specialty in Tracking.

Requires: 3, up to 9 adds one dice to all actors;
more than 10 subtracts one dice from all actors.

Dice Pool: Primary: Wits or Intelligence + Sur-
vival. Secondary: Wits + Survival.

Action: Extended or extended and contested
(10-20+ successes; each roll represents 10 minutes of
tracking).

Description: Stories about slashers often include
tales of their uncanny ability to hound their victims,
whether through sprawling back-country roads or
through the claustrophobic spaces of an inner-city



apartment building. Some stories attribute super-
natural acuity to a slasher’s senses, insisting that the
killers can find victims by the smell of their fear or
the sound of their heartbeat. While some slashers
might possess such preternatural senses, even an
otherwise-ordinary cell of slashers can demonstrate
a terrifying efficiency in locating and pursuing its
quarry. Whether practicing Special Forces-level
tracking skills or simply operating on the raw preda-
tory instinct that comes to the fore as Morality de-
grades, the secondary actors fan out in front, scour-
ing the terrain for any sign of their prey’s passage.
They call back their findings to the primary actor
who, like a huntsman, interprets those findings and
gages the course his subject must have taken.

The primary actor has two options for his dice
pool when using this Tactic: Wits + Survival or In-
telligence + Survival. Most trackers roll Intelligence
+ Survival, representing tracking by sight (finding
footprints or broken branches, torn clothes, etc.)
and by rationally extrapolating the quarry’s course
from those clues. Trackers with supernaturally-keen
senses may instead roll Wits + Survival, represent-
ing tracking by scent, sound, and raw animal in-
stinct. At the Storyteller’s discretion, some slashers

PACK OF BLOODHEOUNDS

(especially Brutes, Freaks, and their scourge equiva-
lents, but any Undertaking might be appropriate)
may track with Wits + Survival even without being
gifted with inhuman senses.

Tracking can also be an extended and contested
action if the quarry attempts to hide his tracks or
otherwise conceal his passage. Wits + Survival may
be rolled for him at each stage of the pursuit. If the
quarry ever achieves the most successes on a single
roll, the tracker loses the trail altogether. If the track-
er gets the most successes with each roll, they count
toward the total number needed to follow the trail to
its end. If there’s ever a tie on any particular roll, the
Storyteller may allow the tracker successive attempts
at that stage (see the World of Darkness Rulebook,
p. 132) to resume the trail, all compared to the same
number of successes achieved in the tying roll made
for the subject. So, if the tied roll involves four suc-
cesses, five or more successes must be achieved for the
tracker to ever pick up the trail again. The Storyteller
decides how many successive attempts are allowed,
but each becomes more difficult.

Potential Modifiers: Quarry is bleeding (+1 to sec-
ondary actors), tracks lead through mud (+2 to second-
ary actors)**, tracks lead through snow (+2 to second-



ary actors)**, tracks lead through new-fallen snow (+3
to secondary actors)**, access to an item with quarry’s
scent (+1 to secondary actors)*, supernaturally-keen
senses (+1 to +2 to all actors)*, quarry crosses stream
(1), members of quarry group split up (=3)**, tracking
over pavement or stone (—4)**, quarry crosses stream
(1), multiple conflicting scents (=1 to all actors)*,
quarry uses chemicals to obscure trail (-3 to all actors)*,
each eight hours since the trail was made (-1 to all ac-
tors), trackers moving from one-half speed to three-
quarters speed (-2 to all actors), trackers moving from
three-quarters speed to full speed (-4 to all actors).

* These bonuses and penalties apply only to hunt-
ers tracking via superhuman senses (Wits + Survival).

** These bonuses and penalties apply only to
hunters tracking via Intelligence + Survival.

Organizations: Task Force: VALKYRIE, with many
members drawn from Special Forces, uses this Tactic fre-
quently, although almost always using the Intelligence
+ Survival variant. A coordinated, trained VALKYRIE
strike team can follow a target through inhospitable ter-
rain at nearly a full sprint, overtaking all but the most
dedicated woodsmen. The Cheiron Group has had some
limited success grafting enhanced olfactory perceptions
onto its agents and training them to hunt like a pack of
wolves. And certainly Ashwood Abbey loves to use this
to noisily harry and track fleeing prey.

Roll Results

Dramatic Failure: For the trackers, a dramatic failure
causes them to lose all trace of the quarty’s trail. Further
attempts to re-acquire the trail are made at a -3 penalty.
For the quarry trying to hide her trail, a dramatic failure
means she has inadvertently led her pursuers right to her;
the primary actor’s next roll gains a +3 bonus.

Failure: The primary actor momentarily loses
the trail and wastes 10 minutes backtracking and
finding it again. In a contested roll, the quarry’s
attempts at stealth are successful, and the trackers
lose the trail. Attempts to re-acquire it are made at
a -1 penalty.

Success: The trackers make progress toward fol-
lowing the trail to its end.

Exceptional Success: Considerable progress to-
ward the end of the trail is made by the trackers.

To Purchase: 15 Practical Experience, 12 for

Ashwood Abbey, 10 for Task Force: VALKYRIE

REVEL N THE KiLL

Prerequisites: All: Morality 3 or less

Requires: 2

Dice Pool: Primary: Resolve + Composure. Sec-
ondary: Manipulation + Socialize.
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Action: Instant

Description: Charismatic or forceful slashers often
surround themselves with weak-willed cronies to vali-
date their existence and provide companionship (or just
someone to kick around). Where a solitary slasher might
find a threshold of depravity at which she balks, a cell
of slashers eggs each other on and pushes its members to
greater atrocities. By gaining the approval of his twisted
peers, a slasher renews his commitment to indulging
the baser aspects of his nature and experiences a rush
of energy. Thus invigorated, the slasher can operate at a
manic level of intensity for periods that would exhaust
an ordinary man.

The primary actor must have committed a Moral-
ity 3 sin prior to using this Tactic. He need not have
had actually suffered degeneration from the sin, or
even have been at risk for degeneration (if his Moral-
ity were 2 or lower, for example).He must, however,
undertake this Tactic immediately upon committing
the sin, or revisit the scene of a previous crime to trig-
ger memories of the act. In either case, any given sin
can only serve as fodder for this Tactic once.

Note that despite the name of this Tactic, it isn’t
strictly necessary that the sin committed by the pri-
mary actor be murder. Any sin judged to be Morality
3 or worse is applicable.

Potential Modifiers: Primary actor is returning
to the scene of a previous crime rather than using this
Tactic “live” (-3 to primary actor), sin committed was
not “satisfying” to the primary actor (e.g. rushed, vic-
tim not of preferred type, etc.) (-2 to primary actor),
sin committed was related to the primary actor’s Vice
(+1 to primary actor), primary actor rolled at least
one exceptional success during commission of sin (+2
to primary actor).

Organizations: Task Force: VALKYRIE soldiers use
a variation of this Tactic, usually called by a less morally
questionable name like “Blooded” or “Battlefield Com-
mendation.” It’s an ugly truth in warfare that sometimes
a soldier must commit an act he considers morally re-
pugnant, but the support of his teammates and their as-
surances that the act was the right thing to do, no matter
how unpleasant, helps all of them to pick up and soldier
on. Under the guise of group counseling, VASCU uses a
similar Tactic to help agents gain strength through trau-
matic events in the field such as officer-involved shoot-
ings. In addition, the Hunt Club is depraved enough to
gain strength from such a Tactic.

Roll Results

Dramatic Failure: The exultation and reveling
in the kill ring hollow. Perhaps the slasher sees, just
for a moment, what a hollow and wretched beast he’s



become, or perhaps he simply can’t “get into” the kill
this particular time. Instead of regaining any spent
Willpower, he loses one point.

Failure: The primary actor is unable to gain in-
ner strength from the contemplation of and glorying
in his kills. He regains no Willpower.

Success: The primary actor charges himself up
with the energy of the kill, reveling in the deed and
in the approval of the secondary actors. The primary
actor regains all spent Willpower, as though he had
indulged his Virtue. In addition, all of the second-
ary actors involved in the Tactic regain one point of
Willpower. This Willpower cannot exceed the sec-
ondary actors’ normal Willpower maximum.

Exceptional Success: In addition to regaining all
spent Willpower, the primary actor gains one additional,
temporary point of Willpower beyond his normal maxi-
mum. This extra Willpower goes away at the end of the
scene. The secondary actors involved in the Tactic re-
gain two Willpower points, which may exceed their nor-
mal maximum. As with the primary actor’s extra Will-
power point, any Willpower in excess of any character’s
normal maximum disappears at the end of the scene.

To Purchase: 15 Practical Experience, 12 for the
Hunt Club, 10 for Task Force: VALKYRIE

REVEL ZN THE RIELL [RUENATIEGN

RUNKTION

Prerequisites: All: Strength 2. Partial (1): Pres-
ence 3, Expression 2 (primary actor). Partial (3):
Brawl 2 or Weaponry 2 or Brawl 2 and a natural
weapon (such as claws or fangs, see Equipment later
in this chapter) with at least a +1 damage bonus (all
secondary actors).

Requires: 4; up to 8 adds one dice to the primary
actor, maximum 9

Dice Pool: Primary: Presence + Expression or
Strength + Weaponry. Secondary: Strength + Brawl
or Strength + Weaponry.

Action: Instant

Description: Much like blood in the water drives
a school of sharks into a frenzy, the thrill of battle
sometimes stokes slashers into an orgy of bloodletting,
tearing at their prey’s existing wounds and exacerbat-
ing even minor injuries to the point of near-lethality.
The fact that this Tactic causes excruciating pain is
only an added benefit for many slashers.

To use this Tactic, all of the secondary actors must
have attacked their target within the last turn, and at
least one of them must have inflicted at least one point
of damage. (This attack is not the activation roll for



the
Tac-
tic,
merely
a  prerequi-
site for its use.)
When the actual

Tactic is performed, the

secondary actors tear into the target with their weap-
ons, or failing that, with fingernails or teeth. The
primary actor screams, snarls, and generally exhorts
his allies into a greater and more savage frenzy. The
strength of his urgings in turn drives the secondary
actors to rip and tear and hack with wilder abandon,
ripping open wounds and leaving the victim a crip-
pled wreck.

Using this Tactic is an especially heinous and sa-
distic act; treat participating in the Ruination Tactic
as a Morality 3 sin.

Potential Modifiers: Target is suffering from a
wound penalty (bonus to all secondary actors equal to
wound penalty), target has at least one lethal wound
(+1 to all actors), target has at least one aggravated
wound (+2 to all actors), target has less than three
bashing wounds and no more severe injuries (-1 to
all actors), target has not been damaged by any actor
involved in the tactic (-2 to all actors).

Organizations: Few organizations actually take
the time and energy to practice and master a Tactic

CHAPT ERERT WO MAS K KNI FEx

as sadistic as Ruination, but dark rumors suggest that
Ascending One cells in the throes of an Elixir-induced
frenzy have been known to employ this tactic on any
quarry unlucky enough to be cornered by the cell. Cer-
tainly, it’s possible that particularly vile Ashwood Ab-
bey cells might pass knowledge of this Tactic around,
too — it has a certain orgiastic quality to it that might
appease more iniquitous hunters (especially those on
their way toward becoming slashers).

Roll Results

Dramatic Failure: Not only does the primary
actor fail to exhort his comrades to exacerbate the
target’s wounds, the target’s seeming imperviousness
to the Tactic demoralizes the cell. All actors who par-
ticipate in the Tactic must spend a Willpower point
in order to attack the target for the rest of the scene.
This cost must be paid for each attack until the actor
hits and inflicts damage.

Failure: The primary actor’s performance fails to
spur the required amount of frenzy, and the target suf-
fers no ill effects.

Success: At the primary actor’s urging, the sec-
ondary actors rip into the target’s injured body, tear-
ing cuts open, hammering on bruised ribs, and gener-
ally seeking to increase her suffering dramatically. For
every success on the primary actor’s roll, one bashing
wound the target is suffering from is upgraded to a
lethal wound. This automatic damage upgrade starts
from the leftmost Health box marked with a bashing
wound and proceeds to the right. This Tactic can-
not inflict additional damage; only convert extant
wounds to a more severe type (thus this Tactic has no
effect on an uninjured target).

Exceptional Success: In addition to potentially
converting a large amount of bashing damage to lethal,
any successes left over after all of the target’s bashing
wounds have been converted to lethal can be used to
upgrade lethal wounds to aggravated at a rate of two
successes per wound upgraded. Lethal wounds caused by
the use of this Tactic can be upgraded in this manner.

To Purchase: 12 Practical Experience, 10 for
Ashwood Abbey, 8 for Ascending Ones

TookS
THE TRAD

Many slashers kill without discernable rthyme or
reason. Certainly, some tendencies exist across mem-
bers of particular Undertakings (Brutes favor heavy,
powerful melee weapons; Maniacs favor elaborate
traps and staged “accidents”), but a killer’s choice of




TOOLS OF THE TRADE[BODY HODIEFIECATION

weapon is at once deeply personal and unique to that
slasher. One factor that remains common through-
out slasher stories (at least, those that make national
news and stir up the kind of frenzy that gets VASCU
agents involved) is that the killings are marked by a
morbid, bizarre signature. It might be the nature of
the murder weapon (people get shot every day, but
when someone is murdered with a syringe full of sul-
furic acid it tends to make the news) or it might be
some calling card or token that identifies the killer
— Masks often wear a literal mask, while Freaks and
Mutants display weird body modifications beyond
their deformities.

BoDY MeDFIcHTIoN

Not all of a slasher’s tools need be separate imple-
ments. Some, particularly those nearly-feral Mutants and
Freaks, shape their own bodies into killing machines, all
the better to emulate the beasts with which they feel
such kinship. Body modification requires a surgical
procedure similar to that required to insert Thaumat-
echnology implants into a Cheiron Group hunter (see
Thaumatechnological Surgery, Hunter: The Vigil p
184). Body modifications have a Resources cost, like all
equipment, and it is this dot rating rather than a Merit
rating that determines the number of successes required
to perform the modification. Body modification proce-

dures require a Specialty in Surgery to perform without
a -3 penalty, rather than a Specialty in Thaumatechnol-
ogy. Finally, unless otherwise mentioned, assume that
any body modifications are permanent and cannot be
removed. The rules are otherwise unchanged.

A character may have a number of body modifi-
cations equal to his Stamina score, but any modifica-
tions that are plainly visible incur a -3 penalty on all
Social interactions (with the exception of Intimida-
tion) with people the character doesn’t know.

C FEDTEEM

The character has his teeth filed down to points.
This procedure is excruciatingly painful and best done
under anesthesia, but a determined character can file his
own teeth. He suffers a -3 penalty to the surgery action
due to the distraction from the pain. Filed teeth allow
the character to inflict lethal damage with a bite attack.
He must still grapple his target before biting, however,
and the filing makes his teeth less durable. On a dramat-
ic failure on a bite attack, one or more of the character’s
teeth snap off, inflicting one point of lethal damage.

For a Resources cost of ®®e  the character may
undergo a more radical procedure, having all of his
teeth pulled out and being fitted with dentures made



from

sharpened
steel spikes,
razor  blades,
or whatever other
sadistic ~ implement
the character feels
appropriate.  These

enhanced

teeth give the character a bite attack that inflicts
+1 lethal damage; as before, the character must still
grapple his target first. They also have the advantage
of being removable, allowing the character to replace
them with a set of normal-looking dentures so to

appear less conspicuous.

cLAWS

The character’s fingers are tipped with nails
sharpened to terrible points. At the most basic
level, the character simply grows his fingernails out
extremely long and thick, and then carefully trims
them to points. The one-dot version does not require
surgery, merely an hour or so of time to shape the
nails into something sharp enough to inflict damage.
This modification gives the character a Brawl-based
attack with a +1 damage bonus; plus, the character
can make a generic targeted attack (-3) to target “vital
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bits” — damage born of such an
attack is always lethal. Human
fingernails are not biologically
designed to be used as weapons,
and on a dramatic failure, the
nails catch in the victim’s flesh
and are violently torn out by
the roots. This inflicts one point
of lethal damage and renders
that hand unable to make claw
attacks until the nails grow back
in and can be trimmed down to
points (a process that takes one
month).

For Resources ®®e a more
elaborate procedure can improve
the usefulness of the claws.
The exact procedure varies —
some hunters have small blades
pinned to their finger bones
and let the flesh heal around
it, others actually alter the
fingers themselves. One family
of Mutants in rural Colorado
is known to fix bear claws to
the bones surrounding the first
knuckles,so that when they make
a fist the claws protrude from
between the fingers. The sole
surviving victim of a killer (still
at large) dubbed “Needlefinger”

by the media reported that her
captor had sheared away the flesh
at the tips of his fingers and ground the bones to a
point on a belt sander. These claws inflict +1 lethal
damage and do not risk snapping off on a dramatic
failure, though they are prone to infection. The
character suffers a -1 penalty on any rolls to resist
infectious diseases or poisons.

. EXTREME SchRFicATioN

The character hasundergone an extensive process
of self-mutilation, building up a dense layer of scar
tissue over most of his body. This scar tissue, while
restricting flexibility somewhat, gives the character
some moderate resistance to damage. Unlike other
body modifications, building up this level of scar
tissue takes a considerable amount of time: one
roll may be made per week. The character can take
other actions between the rolls, and a character may
perform this modification on himself.



Extreme scarification gives the character one
point of Armor against bashing attacks only. This
Armor stacks with Armor from other sources, such as
the Iron Skin ability of the Fighting Style: Kung Fu
Merit. Because the scar tissue is stiff and less responsive
than normal, he suffers a -1 penalty on Dexterity rolls
that pertain to movement or flexibility.

. CONCEN-ED Polch

By making a small incision in her body and
inserting a small item under her skin, the character
can create a subdermal pouch as the skin heals around
the item. Performing this procedure automatically
inflicts one point of lethal damage; when that point
of damage heals, the incision closes over and conceals
the object. An object concealed in the skin must be
small (no more than Size 1) and relatively flat. A
key, a lockpick, or a small capsule about the size of a
crayon are appropriate examples.

Retrieving the item from a subdermal pouch
requires a knife or similar cutting implement capable
of inflicting one point of lethal damage. The item
may be re-inserted (or replaced with another object

UNUSUAL WEARPONS

of similar size and shape) without the need for
another roll as long as the incision hasn’t completely

© UNUSUN. WENPONS

Not all slashers favor the unusual. Knives, clubs,
axes, chainsaws and even guns are common enough
tools of the trade among slashers — but some prefer
bizarre, outlandish means of dispatching their vic-
tims. Some use a particular tool to make a statement
or enhance their own legend; Rusty Nail kills people
by hammering nails into their skulls because he was a
carpenter, and the story of his dispatching a drunken
assistant with hammer and nails is a part of his leg-
end. Others are mere opportunists, such virtuosos of
the killing art that they can turn anything they lay
their hands on into a deadly weapon.

The weapons presented below are examples; the
same statistics could be applied to a variety of similar
weapons. Each weapon has a list of similar items with
suggestions for more improvised weapons that could
use the same rules. World of Darkness: Armory also
has an extensive listing of unusual and improvised
weaponry beyond what is presented here.



KEYS

Size 0, Durability 1, Damage -1(L) or 1(B), Cost ®

A common house key or car key can be used
as a makeshift stabbing weapon. While ill-suited to
hand-to-hand combat, getting the drop on someone
with a key is significantly easier, since it is such an
innocuous and ubiquitous item. When you make a
surprise attack with a key, your victim suffers a -1
penalty on her roll to react to surprise.

A large ring of keys, such as might be carried by
the custodian of a large office building, can be used
as a bludgeon rather than a stabbing weapon. There
must be at least 50 keys on a ring to make an effective
weapon. A key ring inflicts one point of bashing
damage, and has the same surprise benefit as a single
key.

Similar Items: Ballpoint pen, salad fork, small
screwdriver (stabbing key), nail; box of coins, small,
one-handed barbell, large hardcover textbook (key

ring)
HNM\ER D NNLS

Size 1, Durability 2, Damage 2(L), Cost ®

By itself, a claw hammer has a damage rating of
1(B) for the blunt end or O(L) for the claw end. A
nail, by itself, uses the same stats as a key. The truly
sadistic, or truly desperate, can bring the two together
and use the striking power of the hammer to inflict
far greater damage with the nail.

To use a hammer and nails, the target must be
immobilized. The attacker may attempt to do this
himself using the grappling action, but suffers a -2
penalty to his rolls because he must keep his hands
free to use the hammer and nails.

Nailing someone to an object requires that the
attacker target a specific body part to drive the nail
through (any body part will do as long as the nail is
long enough to pass completely through it; for common
roofing nails, this usually means the hand or foot). The
attack roll must inflict damage in excess of the object’s
Durability in order to sink the nail in. If the attack is
successful, the victim’splayer mustsucceed onaStrength
+ Composure roll to pull the nail out or to wrench
one’s body off the nail. Pulling the nail out inflicts one
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additional

level of lethal damage.
Similar Items: A similar tactic can be used on a
larger scale with, for example, a railroad spike and a
sledgehammer. Lower the weapon’s bonus to 1(L) to
represent the decreased accuracy, but give the attack

9-again.

POER ToolS

Size 1-2, Durability 2, Damage -1(L) plus 9-again,
Cost oo

This category is a catch-all for any sort of power
tool, from belt sanders and circular saws to electric
drills, nail guns, and wood planers. While not de-
signed to be used as weapons, anyone who had to
watch a safety film in shop class knows just how
much damage these devices can inflict. In addition
to the 9-again rule, whenever a power tool inflicts 5
or more points of damage on a target, anyone within
visual range must roll Resolve + Composure or lose
their next action thanks to revulsion. The Storytell-
er should apply a modifier to this roll based on the
individual in question: a sheltered rich kid who has
never seen blood might suffer a -3, while a grizzled
cop or soldier who has seen wartime atrocities or tru-
ly fucked-up crime scenes might receive a +3 bonus.
Slashers and anyone with a Morality of 3 or less are
immune to this effect; they simply lack the necessary

capacity for empathy.
HNSHH

Size 3, Durability 3, Damage -2(L) plus 8-again,
Cost

Loud, awkward, and heavy, chainsaws are not
meant to be melee weapons. That said, the whirring
metal teeth of a chainsaw will chew through a body as
if it were a rotten stump. Regardless of the tool’s size,
a chainsaw does quite a number on flesh and bone.
If an attack with a chainsaw is successful, the bodily
destruction it causes is unparalleled. Chainsaws ben-
efit from the 8-again rule, meaning all successes are re-
rolled. However, dramatic failures made while wield-
ing a chainsaw are likely to cause horrendous damage
to the user. (Roll 3 dice, applying the 8 again rule; this
is the damage the user takes as a result.)



Using a chainsaw in combat adds +1 to the wield-
er’s Defense score. A character attempting to make
close-combat attacks against the chainsaw’s wielder
have to first get past the spinning teeth.

Note that better chainsaws exist than the aver-
age one used to chop down errant branches. High-
end pneumatic chainsaws (with diamond teeth) can
cut through concrete. These chainsaws are Damage
—1(L), Size 4, Cost eeee,

INDUSTRINL MM!NEW

Size 3-7, Durability 2-5, Damage 4(L) plus 8-again
(see below), Cost eee.eeee

Similar to power tools, this is a catch-all category
for any sort of large piece of industrial machinery ca-
pable of shredding, chopping, grinding, or otherwise
maiming a human being. Plastic shredders, automat-
ed slicers, newspaper presses, grain mills, and the like
are all covered by this category.

Unlike power tools, industrial machines are not
portable, and thus the victim must be brought to
them. A grapple is the most common means of doing
50, and in lieu of the standard “inflict damage” option
as part of a grapple, a character within 2 yards of one
of these machines can opt to force their victim into
the machine. This is a Strength + Brawl roll, but do
not add the machine’s damage bonus or apply damage
based on successes on this roll. Instead, roll four dice
as a separate dice pool with the 8-again rule, and ap-
ply those successes as damage; per turn, if appropriate

to the device.

STRAGHT RiZOR
Size 0, Durability 1, Damage O(L), Cost ®

Seen as archaic in this day of disposable, safe-
ty, and electric razors, the straight razor is still
popular as a grooming tool in some circles, and
as a murder weapon in others. Though sharper
than many standard knives, its design makes it
ill-suited for combat. As a tool for a cold-blooded
killing, though, the finely-honed edge is ideal for
slicing through major arteries, tendons, and the
like. When a character inflicts a killing blow (see
the World of Darkness Rulebook, p. 168) with
a straight razor, the wound bleeds copiously, in-
flicting one additional lethal wound per minute as
though the victim’s last Health box were marked
with an X. Should the victim’s last Health box
be filled with a lethal wound (whether from this
bleeding or from the initial attack’s damage), two
wounds per minute are upgraded from lethal to ag-
gravated. Assuming the victim is still conscious af-

STRAZGEHT RAZOR[RAZOR MWIERIE

ter the attack, he may attempt first-aid on himself
to stop the bleeding (see the World of Darkness
Rulebook, p. 61).

Similar Items: Scalpel, hobby knife, razor blade

with damage rating -1(L).
RiZOR WRE

Size 1, Durability 3, Damage 3(L) or see below,
Cost @@ for a 100-foot bale.

A mesh of long metal strips covered in sharp,
barbed edges, razor wire was invented to serve as a
barrier, whether to cattle, men, or unnatural beings.
[t can be used in the construction of a fence or field to
secure an area, in which case anyone moving through
the wire automatically suffers two points of lethal
damage per turn (reduced by Armor), but enterpris-
ing killers have been known to use it as a weapon.

Handling razor wire requires the use of special
gloves; these gloves have a Resources cost of ® and
effectively provide one point of Armor to the char-
acter’s hands and forearms. The gloves also incur a
-3 penalty on any action requiring fine manipulation
or manual dexterity. Without the gloves, a character
suffers one lethal wound per minute.

Razor wire wrapped around the hands and
used as a form of brass knuckles grants a +1 dam-
age bonus on Brawl attacks and allows the at-
tacker to inflict lethal damage. Likewise, razor
wire wrapped around a bludgeoning weapon, such
as a club or baseball bat, adds +1 to the damage
bonus and upgrades the damage to lethal.

Razor wire can also be used as a strangle wire. At-
tacking with a strangle wire first requires the wielder
to succeed on a grappling roll. The following round,
the attacker can apply the wire to the subject’s neck
with a successful Strength + Weaponry roll (-3 for a
targeted attack, but the victim’s Defense is not sub-
tracted from the attacker’s roll). However, if the at-
tacker makes a successful surprise attack from behind,
and the opponent fails her Wits + Composure roll to
notice the ambush, the attacker can grapple directly
with the Strength + Weaponry roll. The opponent’s
Defense is not applied.

The victim may attempt to break the hold ev-
ery subsequent turn (per the grappling rules, pp.
157-159, the World of Darkness Rulebook). Ev-
ery turn after the first, the victim takes a cumu-
lative —1 penalty to the escape roll, as the blood
flowing to her brain diminishes (maximum -5 pen-
alty). Once the victim takes damage equal to her
Stamina, she passes out. She can fight unconscious-
ness by succeeding on a reflexive Stamina roll. A
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single success allows her to stay conscious until the
following turn, when she must succeed again on
another Stamina roll.

This works only on living creatures. Vampires
suffer the damage, but do not require oxygen to re-
main conscious. Werewolves or other living super-
natural entities cannot preternaturally heal any of
the damage caused by strangulation until they man-
age to once again take air into their lungs

HOMEMADE: W N’QNS

Sometimes an off-the-rack weapon, or one im-
provised on the spur of the moment, just isn’t going
to cut it. Some slashers, especially Geniuses, Charm-
ers, and their scourge counterparts, take pride not
only in the artistry of the kill, but in the artistry of
the weapons they use. Whether it’s an insidious trap
that shoots out a scything blade at gut-level when the
jukebox finishes playing Hey Jude or a pair of metal
gloves with razor-sharp fingernails and poison reser-
voirs in the wrist, sometimes the thing that elevates
a slasher from horrifying to a truly memorable foe is a
unique, signature weapon.

The following section presents a point-based
system for designing your own weapons and traps.
Add up all of the modifiers for the cost of each Trait
your weapon or trap possesses, and the result is the
Resources cost to purchase that weapon. For traps,
rather than Resources, the cost represents the num-
ber of dots that must be spent on Safehouse Traps
to add that particular trap to a hunter’s (or slasher’s)
Safehouse.

As per normal combat rules, weapons that aug-
ment natural attacks (such as brass knuckles or lead-
lined gloves) use Strength + Brawl, melee weapons
use Strength + Weaponry, thrown weapons Dexterity
+ Athletics, and any sort of launched or fired weapon
uses Dexterity + Firearms.

DNE\GE (e Tn eo00ee0)
Each point of damage bonus a weapon possesses
adds one dot to its cost. By default, weapons inflict le-
thal damage. A homemade weapon or trap cannot be
made to inflict aggravated damage. The exception, of
course, is if a creature suffers aggravated damage from
the nature of the attack itself. A homemade flame-
thrower still inflicts aggravated damage to a vampire,
for example.
You may assess a damage penalty or up to -3 and
reduce the final cost by a corresponding amount.

[TA'S KIFAN D) KN T Rgbs

ACCURAQ’ (e To e0000)

This property applies only to traps. When mak-
ing an attack roll for the trap, the dice pool for the
attack is equal to Accuracy + Damage.

BASHING DVMAGE: (SUBTRACT @ @)

The weapon or trap inflicts bashing damage rath-
er than lethal.

No DIMNGE (SUBTRACT e @ @)

The weapon or trap inflicts no damage on a suc-
cessful attack, regardless of how many successes are
rolled. This property is usually assigned to a weapon
or trap primarily designed to inflict a secondary ef-
fect. A poison needle doesn’t inflict any damage from
the jab, the poison itself does the work.

F-AGhN (o @)

Giving a weapon the 9-again quality means
that the attacks it lands are especially devastat-
ing. Appropriate weapons might include serrated
blades, powered components, or large, heavy

smashing heads.
8-AGN (000 0)

More so than 9-again, 8-again represents a weap-
on that causes truly horrendous injury to anyone un-
fortunate enough to be struck with it. Many 8-again
weapons have a low damage bonus, reflecting a weap-
on that is inaccurate or difficult to use but brutally
effective when it lands.

\v43 (Sumfc;r h .‘!;m

By default, a homemade weapon begins with a Size of
1. Each dot by which you increase the Size of the weap-
on reduces the cost by 1 dot. Remember that, for melee
weapons, the Size of the weapon is also the minimum
Strength score the wielder must have to use the weapon
without suffering a -1 penalty. Traps don’t have Strength
requirements, but every two points of Size grant a +1 bo-
nus on any roll to notice or locate the trap.

STRENGTH REQUIREMENT

(SUETRICT @ To @ 0}

This property applies to ranged weapons only. By

default, a ranged weapon has a minimum Strength

requirement of 2. By increasing this requirement, you

may subtract one point from the final cost per addi-
tional point of Strength required.



AREA EFFECT [ TRIEGEER [ PORTABIELIETY

THO-HWDED (SURTRACT o)

This property cannot be applied to traps. The

weapon requires two hands to wield effectively. If a

character wishes to wield the weapon one-handed, he

must have a Strength one dot higher than the mini-
mum Strength requirement for the weapon.

CONCENABLE (@ To @ @ @)

For a weapon, this property incurs a -1 penalty

per dot on any roll made to notice that the charac-

ter is carrying a weapon (possibly because the weap-

on looks innocuous until used, possibly because the

weapon is designed to be hidden). For an additional
e the penalty applies to bodily searches as well.

For traps, this property incurs a -1 penalty per dot on

any attempt to notice the trap or to actively search for it.

kKNogkeUT (e o)

The weapon or trap has the Knockout special

ability (see the World of Darkness Rulebook, p.

168). Traps with this property are typically some sort

of deadfall or drop trap, to account for the height dif-
ference in potential targets.

kNoekDohN (o)

The weapon or trap has the Knockdown property
(see the World of Darkness Rulebook, p. 168).

ARMOR PEReNG (@ To @@ @)

The weapon or trap has one point of Armor Pierc-
ing per dot spent on this property (see the World of
Darkness Rulebook, p. 167).

Y DS

The weapon or trap inflicts one point of continu-
ous damage per turn per dot spent on this property.
This might reflect some caustic substance like acid or
lye, or a fire attack that sets the target ablaze, or even
an attack that causes severe bleeding. The continuous
damage lasts for two turns or until the victim makes
an appropriate roll to stop it (Dexterity + Medicine
to stop bleeding, Dexterity + Athletics to stop, drop
and roll to put out a fire, etc.).

PojSoN (e e To e e e °)

Whether by a natural toxin or a man-made
chemical, the weapon or trap with this property
poisons the target on a successful attack. The poi-
son is considered to be Injection-based, and inflicts

damage equal to its Toxicity immediately upon
taking effect and once an hour thereafter for two
hours. For two dots, the poison’s Toxicity is 1, for
four dots, the Toxicity is 2.

AREA EFFECT (@ To @ @ @)

This property, usually applied to explosives or
toxic gas or the like, allows the weapon or trap
to affect multiple targets at once. For every dot
assigned to this property, the attack has a blast ra-
dius of one yard. Rather than make an attack roll
to inflict damage, the attack automatically inflicts
damage equal to its damage rating. The attacker’s
player then rolls a number of dice equal to the
damage rating, adding any successes to the dam-
age inflicted on anyone within the blast radius.
Traps generally require no attack roll for an area
effect, but a thrown or fired weapon might require
an attack roll to place the blast radius where the
attacker wants it.

TRccER (@ To e e @)

This property applies to traps only. With no dots

in this property, a trap is assumed to be triggered by a
direct, simple mechanical mechanism, such as break-
ing a tripwire or stepping on a weak floor. This prop-
erty allows for traps with more intricate triggers, as

described below.

e Complex mechanical trigger: opening a door
springs a poison needle trap, stepping on a pres-
sure plate triggers spikes to shoot out of the
walls.

e e Simple electronic trigger: entering the wrong
code on a keypad triggers a scything blade at head
height, flicking a light switch causes the floor to
drop out, turning the ignition of a car triggers the
explosives under the seat.

eee Complex electronic trigger: entering a spe-
cific sequence of keys on a keyboard detonates
the computer, poison gas floods the room if a
thermometer reads higher than 74 degrees Fahr-

enheit.

PORTIGILTY (o o)
This property is for traps only. By default, a trap is
assumed to be built into a structure and fixed in place.
By adding this property, the trap is portable and can
be set up anywhere with one minute of prep time.
Remember to keep the trap’s Size in mind; it might be
“portable,” but a large trap might have to be moved

around on a vehicle.
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COMPLEX(TY (oToe @ o)

This property is for traps only. For every dot as-
signed to this property, any attempt to disable the

trap suffers a -1 penalty.
BYPISS (o)

This property is for traps only. A bypass creates
a means by which the triggering action of the trap
can be performed without setting off the trap. A car
explodes when the ignition is turned, unless you
pop the cigarette lighter out first. It’s safe to walk
up the stairs on the left, but not on the right. This
property is typically added to traps used to hinder
intruders coming into a Safehouse; the hunters
know how to avoid their own traps, and can lead

the intruders right into them.
INNcCURNTE
(SUBTRACT ® Tgc o lﬂ‘ o)

The weapon or trap is particularly difficult to
aim, or is prone to a wide margin of error. Any attack
roll made with the weapon or trap suffers a -1 penalty
per dot assigned to this property.

CONSTRUE

HOKENDE WEf\PON ok ﬁ;\@'

Dice Pool: Intelligence + Crafts

Action: Extended (three successes required per
dot of cost; each roll represents one hour of work)

Rather than purchasing a unique weapon or trap
with Merit dots (Resources for weapons, Safehouse
for traps), it is possible for a character to create such
implements of destruction himself. To construct a
homemade weapon or trap from scratch, first settle on
the properties the weapon will possess. Once you have
selected the properties and determined the base dot
cost, the construction can begin. Depending upon the
precise nature of the construction, the character may
suffer penalties if he cannot access the proper tools or
equipment. For example, bolting the blade of a large
kitchen knife to the back of a leather glove might
require tools no more complex than those found in a
typical garage or workshop. Hand-crafting the blade
from scratch requires significantly more tools, includ-
ing a forge, water or oil to quench the blade, and a full
suite of blacksmithing or machining tools.

Roll Results

Dramatic Failure: The character makes a hor-
rible mistake in the construction process and must
begin again from scratch. Depending on the nature of

[TA'S KIFAN D) KN T Rgbs

the components (for example, if he is working with
volatile chemicals or explosives) he may suffer dam-
age equal to half the damage bonus of the weapon or
trap he constructs.

Failure: The character makes no progress in cre-
ating the item in question.

Success: The character makes progress in craft-
ing the weapon or trap (apply successes rolled toward
the total needed).

Exceptional Success: The character makes sub-
stantial progress in crafting the weapon or trap — a
sudden burst of inspiration or a breakthrough in fabri-
cation speeds up the process dramatically (apply suc-
cesses rolled toward the total needed).

Suggested Equipment: High-grade tool set (+1),
high-quality materials (+1), high-tech tools (laser
leveler, saws with laser guides) (+2), specialized tools
(+2), extensive reference library (+2), garage (+3),
carpentry shop (+3)

Possible Penalties: Poor-quality tool set (-1),
poor quality materials (-1 ) lack of reference library
(-1), improvised work area (

NEW END@WMEWS

The Endowments detailed in Hunter: The Vigil
are tools for monster-hunters who belong to specific
agencies. These are slightly different, targeted as they
are towards foes who are often all too human. When
they face dangerous killers rather than rampaging were-
wolves, most agencies need to change their tactics.

ADVANCED ARMORY

Though the weapons available to Task Force:
VALKYRIE are fine for putting big holes in things,
sometimes the brass want a killer alive — especially if

he’s gained some measure of fame.
NQ ROUNDS
(e To @@ QQWRENEWP\BLE

Tranquilizer bullets are at the cutting-edge of
ballistics technology. Ten years from now, they could
be available in gun shops, but until the rounds can
be mass produced, VALKYRIE keeps a close track
on them. Each bullet is made of the same frangible
polymer used in Glaser rounds, but containing a gel-
suspension of tranquilizers that are quickly absorbed
through the skin and into the body.

Function: Trang Rounds do little appreciable
damage. Against objects, they are useless. Against
living targets, a successful roll deals only one point
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of lethal damage, no matter how many successes were
scored on the attack. Every hit also delivers a potent
tranquilizer that gives the target a -1 penalty to all
rolls. Once the target’s penalties from the tranquilizer
are equal to his Stamina, he must spend a point of
Willpower or lose consciousness. If he remains active,
each further hit with a Tranq Round requires another
Willpower expenditure. The negative modifier wears
off after 10 minutes, but a target rendered uncon-
scious remains in that state for at least half an hour.

Special: The Tranqg Rounds Merit is Renewable;
for each dot the character has in this Merit, Task
Force: VALKYRIE supplies him with one clip of
Trang Rounds for a specific weapon type (e.g. MP-5,
Glock 19) every session.

A character may purchase multiple instances of
Trang Rounds, each specifying a different weapon.
For example, an assault team leader might have Tranq
Rounds (AR-15) ® e e and Tranq Rounds (P90) e e; ev-
ery session, he has three magazines worth of tranquilizer
ammo for his AR-15 and two magazines for his P90.

Tranq Rounds, unlike most Advanced Armory
Merits, can be used by anyone, even if they lack a

Task Force: VALKYRIE RFID chip.

BENEDICTION

The Shadow Congregation sees few problems in
using the powers of angels against human serial kill-
ers. The Lord has more mercy than His hunters.

ST AGfTHUS' cpL

Saint Agathius of Byzantium is one of the Four-
teen Holy Helpers, or Auxiliary Saints, and among
their number is the patron of soldiers. Scourged and
beheaded after terrible torture for refusing to re-
nounce his faith, a hunter knowing Saint Agathius’
Benediction can draw upon a measure of that saint’s
resolve. The hunter empowers himself in the martyr’s
role, drawing the attention and ire of an attacker so
that his companions may live unmolested.

Cost: 1 Willpower

Action: Instant

Dice Pool: Presence + Benediction

Roll Results

Dramatic Failure: The hunter prays, but answers
are not forthcoming. He suffers a -1 to all dice pools
for the rest of the scene.

Failure: The hunter does not gain the benefit of
Saint Agathius’ blessing.

Success: The hunter shines as if lit from within.
Those wishing to attack the character’s cell see the

hunter as the perfect choice, the only possible one to
attack. Anyone with Morality (or equivalent trait) 6
or below who wishes to attack a member of the cell
must spend a point of Willpower in order to attack
anyone other than the hunter using this Benediction.
If the attacker wanted to strike at the hunter anyway,
this power has no further effect.

Exceptional Success: Though they strike at him,
the hunter is protected by his higher calling. The
hunter’s Defense is increased by 1 until this effect
ends.

Saint Agathius’ Call lasts for one scene.

Suggested Modifiers

Modifier Situation

+1 The hunter is a Sol-
dier by Profession-.

+1 The hunter possesses
the Giant Merit.

+2 The hunter has the
highest Strength of
his cell

+5 The Benediction is

performed on May 8
(feast day of Saint
Agathius of Byzantium)

STleATIeN

The Lucifuge hunt demonic serial killers in fear of
finding their own kin. Little wonder then that the chil-
dren of the Devil know ways and means that let them
track such errant offspring and bring them into the fold.

GUILT'S SLooDy TRyL

The torments of Hell scourge all traces of sin from
the souls of men. That much is true. Hell knows and sees
all sins, even those that man chooses to ignore. A mem-
ber of the Lucifuge can tap into this universal library of
guilt and sin, bringing a sign of Hell’s impending judg-
ment to a killer. The hunter must be present at the scene
of a murder, with the body still in residence. He smears
the deceased’s blood on his tongue and concentrates.
After a few seconds, he begins to feel a pull towards the
killer. At the same time, the killer develops stigmata —
wounds on the palms or wrists that bleed freely and do
not heal. Medical examination shows no cause for the
wounds, but enough fresh blood wells up through them
to soak through the thickest bandage. The killer isn’t los-
ing his own vital fluids; instead, the blood that drips from
his hands is that of his victim. Any forensics test will bear
that out — the blood is identical to that in the victim’s
body at the time of death.
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Cost: 1 Willpower

Action: Contested; resistance is reflexive.

Dice Pool: Intelligence + Investigation vs. Wits
+ Subterfuge

Roll Results

Dramatic Failure: The hunter may taste the
blood of someone other than the victim, or Hell’s ar-
chivists may just be in a capricious mood. Whatever
the case, he receives all the effects of a success but
directed against a person innocent of the murder.

Failure: The hunter gains no information as to
the killer’s location.

Success: The killer’s hands or wrists start bleed-
ing, slowly but steadily. After a couple of minutes,
blood will drip from his fingers if the wounds remain
unbound. Even if bound, the blood eventually soaks
through the bandages. While the killer bleeds, the
hunter knows a vague direction and distance — a
rough idea that’s only accurate to about 500 yards
and one of the eight compass points. The stigmata
and associated direction sense last until the end of
the scene.

Exceptional Success: The blood flows over the
killer'’s hands, reminding him of his crime and stir-
ring feelings of guilt and shame possibly long thought
forgotten. This so unnerves the killer that he must
make a degeneration roll as though he had commit-
ted a sin with Morality Threshold 2. This roll must
still be made if the killer has changed his moral code
to the point that murder is no longer a sin (see The

Code, Hunter: The Vigil pg. 325).
ELXR

The strange drugs of the Ascending Ones mostly
elevate a hunter to the point where she can take on
the strange monsters that haunt the night. Their al-
chemical combinations give them an edge that some
use to take on more human monsters as well.

JUSTIcE oF g\ N (o)
While the incense called the reath of Ma’at
soothes a hunter’s soul when the righteousness of his
Vigil is called into question, justice is more than a
salve for the soul. Ma’at is the goddess of truth as well
as justice, something worth its weight in gold in a
murder trial. Inhaling this Elixir makes a hunter burn
with the need for truth, his mind alive with possibili-
ties and his soul burning with the need for justice.
The Justice of Ma’at is a blend of four drops of a
child’s blood, the powdered bone of a hanged man,
and cocaine. Combined into a very fine red powder,



the Ascending Ones either inhale the compound or rub
it into the gums. While under the effects, the hunter
feels possessed by an otherworldly force, whether it is
the Just Will of Allah or the goddess Ma’at. She must
find the truth — though whether she uses it towards
justice or revenge is a very personal thing.

Action: Instant

Roll Results

Dramatic Failure: The Ascending One is afflicted
by a Toxicity 4 bashing poison. This poison can be re-
sisted with a contested Stamina + Resolve roll against
the poison’s Toxicity.

Failure: The hunter receives no bonus from the
Elixir, and is affected as though he had taken a mild (-1
to Social rolls, no bonus to Strength or Stamina) dose
of cocaine.

Success: For the rest of the scene, the hunter burns
with a need for the truth. He receives a bonus to all Inves-
tigation rolls equal to his Elixir rating. If the hunter com-
mits a sin against Morality in her quest for the truth, she
gains an additional die on rolls to avoid degeneration.

Exceptional Success: In addition to receiving the
benefits of a success, the hunter is able to mete out jus-
tice with the mandate of heaven. He ignores all wound
penalties while under the influence of this Elixir.

RELC

The Aegis Kai Doru’s storehouses of mystical items
don’t just hold swords and amulets from prehistory. Slash-
ers leave several Relics behind, enchanted by such close
contact with death. Some hunters of the Aegis hold them
close, though the touch of darkness is never far away.

ASK OF TERRGR (o 0 @)
Some killers hide their faces from the world. Wheth-
er his face is disfigured by terrible scars or he hides be-
hind a hockey mask, the slasher’s victims don’t ever see
their killer in any recognizable way. These Relics are ei-
ther made from the mask, if the slasher uses such a thing,
or the dried skin of a dead slasher’s face, flayed off in
one piece. This Relic requires the whole face (or mask)
— scars acquired in combat are fine, but the shape of
the face (and the holes where the eyes would be) must
be intact. Whatever the form, a hunter who wears the
Mask of Terror must wear it against his skin. The mask
attaches to the hunter’s flesh, usually the chest. It bur-
rows in to the point where mere hands cannot remove
it. Anyone cutting the mask off will bring chunks of the
hunter’s skin with it — and leave a nasty scar, to boot.
The Mask of Terror gives the hunter the ability to in-
spire the same fear that the slasher’s victims felt. The vic-
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tim

sees the

second face’s eyes

glow red for just a second,

and has to fight to stave off a
cloying fear that latches on to her
soul and refuses to let go.

Cost: 1 point of lethal damage

Benefit: The hunter must spend a point of Will-
power to attach a Mask of Terror to his bare skin.
Though the hunter can remove it at any time, any-
one else attempting to will inflict damage as if the
mask were a part of the hunter’s body.

The hunter can inspire true fear in one person
he looks upon. The Mask of Terror consumes part of
his flesh to activate this effect, hence the listed Cost.
The hunter rolls Presence + Intimidation - target’s
Composure. Any success inspires a terror response
in his target, who either remains rooted to the spot
with fear or runs for her life, but cannot approach the
hunter and cannot take any actions that don’t in-
volve getting the hell out of the immediate vicinity.
The victim remains terrified for one turn per success
rolled. Victims who are immune to normal fear still
suffer this effect, but supernatural resistance helps as

The Cheiron Group has a long record of harvest-
ing slashers. A bone may improve a hunter’s natu-
ral healing process, or a patch of skin tingles in the
presence of a murderer. Cheiron hunters will get a
chance to use whatever they can harvest.

CHA P EREET WO MAS K KNI FEx
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Some slashers are drlven to kill because of a
condition that affects their brain. In at least three
recorded cases, tertiary syphilis destroyed the moral
center of the subject’s brain and caused powerful de-
lusions that drove the individual to kill. In other cas-
es, large tumors destroy the subject’s impulse control
and punch great holes in her ability to make moral
judgments. Cheiron’s R&D harvests alien parts of
these tumors and implants the resultant lesions on
the surface of a hunter’s brain.

Every hunter reacts differently to having part of a
cancerous (and murderous) growth attached to their
brain during extensive and invasive surgery. In effect,
the hunter can “switch on” a part of her personality
that makes her think in the same way as a slasher,
giving her an unparalleled insight into the thoughts
of a serial killer. Her thoughts resonate with others
of her new kind; she can use her understanding to
read the scene of a murder in ways that no profiler or
investigator can manage. She’s got an intuitive un-
derstanding of murder, and it shows.

The real magic behind this Endowment is an
inhibitor chip that sits between the lesion and the
hunter’s brain. The chip does more than let the
hunter switch a new mode of thought on and off:
even when emulating a slasher’s mind, the hunter re-



mains in control. [t’s more than a little unsettling for
the hunter, seeing herself thinking in alien ways that
suddenly seem so tempting. The chip helps her retain
control. Reports that the inhibitor chip dissolves af-
ter three years of swimming in cerebral fluid are so
far unconfirmed — few hunters have lasted that long
with the implant in place.

Benefit: By spending a point of Willpower, the
hunter can think in the same way as a slasher. She
gains a three-dice bonus on Investigation or Empathy
rolls regarding slasher murders. When “in the zone,”
she understands things as a serial killer does, and her
impulse control and moral centers are affected. The
implant remains active until the end of the scene.

A hunter with this implant must choose a rip-
per Undertaking for his slasher-self (see Building the
Perfect Killer, pg. 87). She chooses two of that Un-
dertaking’s Skills. She gains one new Specialty in one
of these Undertaking Skills, and may increase these
Skills at a rate of (new dots x2) rather than (new

TELELNFORMHATIECS

dots x 3). Finally, she may purchase Merits that are
normally restricted to slasher characters (see below).
The character must meet all the other prerequisites
as normal.

The hunter can only use her slasher Merits and
her additional Specialty when under the influence
of the Cortical Adaptation, though she can increase
her Undertaking Skills at the discounted rate at any
time.

Special: Using this implant generates a strong
sense of disassociation — the hunter watches her own
thought processes, things that she knows she is think-
ing, and doesn’t recognize them at all. The hunter
suffers a -1 penalty to all rolls made to resist Morality
degeneration. If the Cortical Adaption is removed,
this effect does not remain. It’s also worth mention-
ing that hunters with this implant suffer a high rate
of malignant cancers throughout the body... though,
Cheiron doesn’t share this data with its employees,
of course.

Prerequisite: Status (VASCU)

Agents of the Vanguard Serial Crimes Unit aug-
ment their investigative abilities with strange powers
of the mind — the end result of the mysterious Win-
tergreen Process. The process doesn’t just awaken the
latent abilities in the human mind, it actively alters
the brain. Agents go through hallucinations and alien
visitations as their powers awaken, all of which allude
to the Process modifying them. Most put the experi-
ence to the back of their minds. Each new power comes
after a supplemental therapy, another dose of bizarre
mind-altering chemicals. Only agents who investigate
VASCU itself know anything about the truth behind
Teleinformatic powers: that they're an extension of
their brains’ ability to process information.

VASCU doesn’t categorize Teleinformatic pow-
ers in the same way as a psychic investigator might.
The unit doesn’t care whether a particular power is
telekinetic or telepathic in nature. Being a depart-
ment of the FBI, the unit cares about how the pow-
ers fit into the general realm of investigation. They
divide an agent’s abilities depending on which area of
fieldwork the power enables. Interview abilities may

read a subject’s mind or force him to answer ques-
tions he doesn’t want to answer. Investigation powers
allow the hunter to work a crime scene in seconds.
Research abilities give the hunter background infor-
mation to help build his case.

Unlike most Endowment Merits, but similar to
the Safehouse Merit, Teleinformatics abilities are
broken into three spheres of abilities: Interview,
Investigation, and Research. When purchasing a
new dot in the Merit, a character gains one power
of that rating or below from any sphere. A character
purchasing a four-dot power must already have one
power from the same sphere. A character purchasing
a five-dot power must possess at least two powers from
the same sphere. Note that a character can pick any
power that augments his investigation style when he
gains the new dot, the player doesn’t have to plan his
powers in advance.

Example: Special Agent Hosell has three dots in
Teleinformatics. He's able to use Just One More Thing,
Polygraph, and Speed of Thought. His player buys the
fourth dot of Teleinformatics, and casts his eye over the
possibilities. He could pick another power rated at three



or fewer dots, but none really

fit his concept. He can select
Postcognition or The Talon, but
he’s not got any Research powers
and so Tag is out of the running.
If he picks Postcognition he could
later choose his fifth dot power
from either Tactical Coordination
or Hall of Mirrors, but if he
selects The Talon then his only
possible fie-dot power will be
Tactical Coordination.

Most Teleinformatics pow-
ers require agents to take dam-
age in order to use them. Bash-
ing damage comes in the form
of migraines or nosebleeds as
the agent’s body tries to keep
up with her brain’s demands.
Lethal damage is more severe:
the agent hemorrhages from
her eyes and ears as she forces
her body beyond its limits. Ag-
gravated damage signifies lesions
on the brain that require delicate sur-
gery to fix. An agent can spend one point of
Willpower to downgrade that damage, but only if
the power doesn’t already require a Willpower ex-
penditure. Aggravated damage becomes lethal, and
lethal becomes bashing. Bashing damage cannot be

downgraded in this fashion.
TNTERYVEN

Teleinformatic abilities that boost an agent’s
interviewing skills are what most people think of as
psychic powers. Rather than boosting an agent’s own
abilities, these powers can read the information from
other people’s minds. The highest echelons bridge
the barrier between mind and matter to get a sus-
pect to spill his guts. Though she picks up the mental
echoes of other people’s minds, affecting those minds
is significantly harder, broad attacks wielded without
finesse. Unlike psychics in books or on television,
she cannot guide or sway a person’s thoughts. She
makes up for that with sheer mental force, directing
crushing emotional pressure against her suspects.

o JUST ONE MORE THNG

There’s always one question that a suspect
doesn’t want anyone to ask. An interview is a stress-
ful time, and that question bubbles up to the surface
of the suspect’s thoughts. If the agent concentrates,

CHA P EREET WO MAS K KNI FEx

he can listen out for a phrase in his mind’s ear, along
with an empathic twinge of guilt. When he hears it,
he knows just what to ask.

Cost: 1 point of bashing damage

Action: Instant

Dice Pool: Teleinformatics + Subterfuge

Roll Results

Dramatic Failure: The agent hears something
along with a pang of guilt, but he’s not hearing it
from the suspect. The Storyteller should give her two
or three words relating to a guilty secret of another
character in the same area. Further rolls to interview
the suspect suffer a -2 modifier.

Failure: The agent doesn’t hear anything useful.

Success: The agent hears two or three words, but
it’s up to him to work them into a question. The Story-
teller should furnish the character with a two or three
word prompt. Any roll involving questioning the sus-
pect on that subject gets an additional +2 bonus.

Exceptional Success: The agent hits just the
right question. The bonus increases to +3.
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Sometimes, asking the right question isn’t enough.
By tuning in to the same frequency as her suspect, an
agent can read the emotions straight from the surface
of his target’s mind. While it’s hard to direct an in-
terview based just on the subject’s emotional state,
listening out for specific instances of guilt and shame
when asking questions or stating how the agent be-
lieves things happened is a damn fine way to detect
a witness’s lies.

This power is used to enhance an Interrogation
task (see the World of Darkness Rulebook, p. 81).
The agent using this power enhances his ability as the
interrogator.

Cost: 1 Willpower + 1 point of bashing damage

Action: Contested; resistance is reflexive

Dice Pool: Teleinformatics + Persuasion vs. tar-
get’s Stamina + Resolve

Roll Results

Dramatic Failure: The agent misreads his sub-
ject, seeing guilt when none is really present. He suf-
fers a -1 modifier on his first roll, a -2 on his second,
and so on until the interrogation is over.

Failure: The agent doesn’t tune in to his subject’s
emotions.

Success: The agent senses spikes of guilt, fear,
and shame — or deceit, or even pride. Whatever he
senses, he knows how it relates to the questions he
asked. The character gains a bonus to all Interroga-
tion rolls equal to the successes gained over the sub-
ject. This bonus lasts for the rest of the scene. This
bonus is doubled on any Subterfuge or Empathy rolls
meant to sniff out a lie.

Exceptional Success: The psychic interrogation
provides a paroxysm of pleasure: the character regains
the spent Willpower.

® o o SYNCHRONIZNTION

VASCU psychics go beyond just reading emo-
tions and snippets of thought. The agency maintains
a number of empaths, people who can read a subject’s
mind so thoroughly that they share the subject’s
thoughts and memories. In effect, the agent makes
a copy of the subject’s mind within his own. It’s a
dangerous process, but the easiest way to get answers
from dangerous slashers — including “Why did you
kill them?” and “Where are the missing children?”

Due to the effects of a dramatic failure, the Story-
teller should make the roll for this power.

Cost: 1 Willpower + 1 point of lethal damage

Action: [nstant

SYNCHRONEZATIECN | TRHE TALON

Dice Pool: Teleinformatics + Empathy minus
subject’s Resolve

Roll Results

Dramatic Failure: The agent gets in synch with
her suspect’s mind, but a part of her target lurks with-
in her mind even after the contact is over, biding its
time until it takes control of the agent. The agent
maintains contact initially as if she had rolled three
successes. Every day over the course of the following
week after the contact is made, the Storyteller should
roll the target’s Presence + Resolve in an extended
action. Once the Storyteller rolls more successes than
the agent’s Resolve + Composure, the target’s mind
takes control of the agent’s body for one day per dot
of the target’s Willpower.

When the target is in control, the player has two
options. She may relinquish control of her character
to the Storyteller for the duration, so as to remain
ignorant of whatever her character has done. Alter-
nately, the Storyteller and player may work together
so that the player can portray the “possessed” agent.

Failure: The agent can’t get synchronized with
the subject’s mind.

Success: The agent copies the subject’s mind.
Each success gives the agent enough time to answer
one question posed by herself or another character.
The Storyteller should provide the answer, along
with enough context for the answer to make sense. In
between questions, the agent experiences life as the
subject does. She suffers the same negative modifiers
as the suspect, as well as any derangements that the
suspect possesses. The “copy” of the slasher’s persona
exists for a number of hours equal to the slasher’s Re-
solve score. During this time, the character may expe-
rience certain elements of the slasher’s persona, even
down to physical maladies (if the slasher has an atro-
phied left arm, the agent’s own arm may grow rigid
and useless — not atrophied, but physically without
much use during that time).

Exceptional Success: In addition to the effects of
a success, the agent can attempt to record one Skill
that the subject possesses. His player “trades in” a num-
ber of successes on his roll equal to the rating of the
Skill he wants to borrow. The “borrowed” Skill lasts for
a number of hours equal to the slasher’s Resolve score;
if the agent doesn’t have any dots in that Skill herself
then her rolls using it do not benefit from 10-again.

ooooﬂ%ﬂwm
Focusing her power, the agent disrupts her tar-

get’s thoughts. She focuses on a point or talon slowly
pressing into her victim’s head. It seeks out sources of
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guilt and shame, flaring those emotions without any stimulus. The attack scares its target, making him more
liable to tell the truth when the agent asks a question.

Cost: 1 point of lethal damage

Action: Instant

Dice Pool: Teleinformatics + Intimidation minus subject’s Composure

Roll Results
Dramatic Failure: The talon rebounds from the target’s mind and embeds itself in the agent’s mind. Her
rolls suffer a -2 modifier for the remainder of the scene.
Failure: The agent can’t focus clearly enough to manifest this power.
Success: The point of pressure works its way through the target’s mind.
Each success on the activation roll inflicts a -1 penalty on any Mental or
Social rolls that the target makes (to a maximum of -5). This penalty
lasts until the end of the scene. If the agent makes a show of using this
power in an interrogation, she gains two bonus dice on related rolls.
Exceptional Success: The talon pricks the subject’s pain
centers on its way through his brain. In addition to the effects
of a success, the target takes two points of bashing damage.

e0000 T}\CTICP\L C«Q“QRDINWGN
Some VASCU agents develop incredible telepathic abili-
ties. By developing a working duplicate of their teammates’
minds, this allows them to predict what their allies will
do. She can use this duplicated mind model to com-
municate with her teammates. Some agents
liken the effect to rumors of “twins’ telepathy,”
though nobody’s yet demonstrated that effect
to anyone’s satisfaction. These agents are too
useful for VASCU to leave behind. Rumor has
is that one such agent had his brain
transferred to a life-support system
because his cell was too used to
their instantaneous communica-
tion.
The dice pool to activate this
power is reduced by one per character
that the agent wishes to network, ex-
cluding herself.
Cost: 1 Willpower + 1 point
of lethal damage
Action: Instant
Dice Pool: Teleinformatics +
Brawl -1 per other agent

Roll Results

Dramatic Failure: The
agent’s mental models inter-
mix, sending the wrong sig-
nals to the wrong minds.
Every agent that would
have been linked suffers a
-2 modifier to all rolls from
psychic static until the end of
the scene.



Failure: The agent cannot link her allies’ minds.

Success: While the agent focuses, her team benefits
from her network. Members can communicate instant-
ly and silently as a reflexive action. Like using radios,
all members of the mind-link can hear anything that
another linked mind “says.” In addition, the team can
share their Skills. Any time an agent needs to make a
roll, she gains a +1 bonus for every member of the link
who possesses the same Skill at a higher rating. The link
works in a radius of 50 yards per dot of Willpower cen-
tered on the agent using this power, and lasts for five
minutes per success or until the agent loses conscious-
ness. The level of concentration required to maintain
the link means the agent cannot apply her Defense on
the turn that she activates this power.

Example: Agents Partridge, Quire, and Rooney
are participating in a mental link. Partridge is cornered
by a slasher. As he’s not a full agent, Partridge isn’t
used to his own gun — he’s only got one dot of
Firearms. Fortunately, Quire spends his time off at
the range (Firearms 2) and Rooney’s been through full
Special Agent training (also Firearms 2). Partridge
makes his roll with a two-dice bonus.

Exceptional Success: The agents’ minds link
together smoothly. The psychic doesn’t lose her De-
fense when activating the power, and the link re-
mains up for the duration rolled even if the agent is
unconscious — as long as she’s still alive.

INVESTIGTION

Investigatory abilities heighten an agent’s abil-
ity to read a crime scene — or any location — and
understand what happened there. All Investigation
powers rely on pure information processing rather
than actually sending an agent’s senses through time.
As such, while she may pick up on hints and evi-
dence that she’s not consciously recognized, if there’s
absolutely no evidence of something occurring at a
scene then she will not know that it happened. Note
that this limitation is rare — modern forensic science
demonstrates that it’s nearly impossible to destroy all
evidence without leaving a trace.

o PSYCHONETRY

By holding an object in his hand, an agent can
understand both its form and its function. He can tell
the specific brand of a condom, knows if a briefcase has
a hidden compartment, and instinctively understands
when someone last fired a gun. His ability doesn’t limit
itself to man-made objects — while dipping his finger
in a pool of blood won’t give him the victim’s name,

ENVIESTIEGATIEON

he knows her blood type, and will instinctively know
if he ever encounters it again. Likewise, he can match
fingerprints between two objects through this power,
rather than waiting for a crime-lab. Using this power
requires an agent to make skin contact with the object,
potentially destroying any fingerprints and polluting
DNA evidence. He suffers a -1 penalty for every point
of Size that the object has above 2.

Cost: 1 point of bashing damage

Action: Instant

Dice Pool: Teleinformatics + Crafts

Roll Results

Dramatic Failure: The agent wipes all psychic
traces from the item. He doesn’t read anything from
the item and cannot use this power on it again.

Failure: The agent gets nothing from the object.

Success: The agent understands what the object
is and when it was last used for its intended purpose.
The Storyteller should furnish any relevant details,
which may provide a +2 bonus to later Investigation
rolls. If he uses this power on two objects carrying the
same person’s fingerprints, he knows that they were
used by the same person — but not who that person
was. He can’t just shake the guy’s hand to confirm his
suspicion.

Exceptional Success: The agent’s instinctively
understands the object. If he comes across another of
the same type — blood from the same person, a used
condom of the same brand — while using any other
Teleinformatics power, he automatically knows that
the two items are related.

® ® SCENE REND

Sometimes, VASCU doesn’t have time for foren-
sic examiners to comb every inch of a scene. When
a serial killer snatches a girl, every second is a second
he could use to butcher her and the agent needs clues
fast. A psychic with this ability unleashes her stress
on the scene, mentally browbeating it like she would
a suspect who didn’t talk.

Using this power replaces the standard roll for
examining a crime scene (World of Darkness Rule-
book, p. 59) with an Instant action.

Cost: 1 point of bashing damage

Action: Instant

Dice Pool: Teleinformatics + Investigation

Roll Results

Dramatic Failure: The agent studies the scene, but
jumps to the wrong conclusion before she hears everything.

Failure: The agent gets nothing from the area.
She’ll have to comb the scene manually and hope
she’s still got time.



Success: Though the agent only appears to glance
around the scene, she has a basic idea of what’s going
on. The Storyteller should give her the same informa-
tion as if she had rolled half the necessary successes
to examine a crime scene. She cannot use this power
twice on the same scene.

Exceptional Success: While this power doesn’t
replace forensic analysis, the agent knows everything
that the scene has to tell her. The Storyteller should
give her all available information.
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® © © SPEED OF THOUGHT

Though the agent’s body is as slow as ever, his
mind works at inhuman speeds. He’s hyper-aware of
everything, from the way the loose floorboard behind
his left foot stops before it’s fully bent — indicating
something underneath it — to the tensing of a slash-
er’s tendon right before he pulls the trigger. Other
people who see him dodge bullets or instinctively un-
cover a serial killer’s storehouse of bodies may wonder
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if he’s precognitive, but the hunter’s just working the
scene as fast as his mind allows.

Cost: 2 points of lethal damage

Action: Instant

Dice Pool: Teleinformatics + Athletics

Roll Results

Dramatic Failure: The agent’s enhanced senses
overwhelm him for a second. He cannot take any ac-
tion on this turn, and his Defense is halved against
incoming attacks.

Failure: Despite his enhanced reaction time, the
agent just can’t process everything coming at him fast
enough to make a difference.

Success: Starting with the next turn, the agent
adds his Teleinformatics dots to his Initiative. He
may also use the higher of his Dexterity or Wits
as his Defense. As a final bonus, he can apply his
increased Defense against firearms attacks. This
effect lasts for one turn per success (maximum 5),
and can only be used once per day.

Exceptional Success: The character overrides
his body’s limits. Increase his Speed by his Telein-
formatics dots for the duration of the effect.

XXX POS.TCG,GNWQN

[t doesn’t matter how well you describe a
crime scene or reconstruct what happened, it’s not
the same as witnessing the crime. Without seeing
what happened, an agent possesses only knowl-
edge without understanding. With this power, she
creates a model of the crime that’s as real to her
as was to the people there. She’s there, able to
“play back” the crucial five minutes about which
she has most evidence, in order to see what really
happened.

The agent must be present at the scene or at a
faithful reconstruction to use this ability. The Story-
teller should make the final roll for this power.

Cost: 1 Willpower + 1 point of lethal damage

Action: Instant

Dice Pool: Teleinformatics + Science

Roll Results

Dramatic Failure: The agent synthesizes the in-
formation presented and comes up with something
wildly off-base. The Storyteller should allow the play-
er to ask between one and three questions to which
she should supply erroneous or misleading answers.

Failure: The agent just can’t fit the pieces to-
gether. She’s wasted her time.

Success: The agent reconstructs what actually
happened, which runs back and forwards before her
eyes. The player may ask the Storyteller one question
per success rolled, which he must answer (within rea-
son). Additionally, further Investigation rolls regard-
ing anything in the vision gain a +2 bonus until the
end of the day.

Exceptional Success: In addition to extra
questions, the character notices something that
sheds new light on her investigation. The Story-
teller should tell her (unprompted) a significant
detail or clue about which the player did not ask.
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Suggested Modifiers
Modifier Situation
+1 Agent spent signifi-

cant time at scene (k
or more hours).

Agent spent less than
three hours at the
scene-

Agent only skim-read
forensics reports-.

Agent supervised evi-
dence gathering but
did not sweep the
scene.

-1

Agent is not at the
scene when using this
power.

Agent uses this power
within first hour at
scene

e o000 i of MRRORS

The logical progression from inves-
tigating what did happen is investigating
what might happen. The agent withdraws
into herself, shutting out the outside world
until she arrives in the Hall of Mirrors.
The Hall is an alien chamber studded with
portals that shine like mirrors covered in a
thin film of oil. Staring into one, an agent
sees the future. Not what will definitely
happen, but the most likely cause of events
based on everything that the agent knows,
hopes, and fears. The visions never show
more than a week into the future.

VASCU claims that the Hall of Mirrors
isn’t a real place. According to the top brass,
the Hall is a shared hallucination, an artifact
of the human mind trying to extrapolate ev-
ery possible causal link and derive the most
probable overall outcome. The explanation
doesn’t hold water with agents who have
been to the Hall. If it was a shared hallu-
cination, how come every agent who has
been to the Hall describes it exactly alike,
down to the strange geometric pattern on
the floor and minute imperfections in each
mirror? Some even claim to have seen other
agents in the Hall at the same time — even
though they were half-a-world apart.

The Storyteller should make the final
roll for this power.
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Cost: 1 point of aggravated damage
Action: Instant
Dice Pool: Teleinformatics + Occult

Roll Results

Dramatic Failure: The agent sees a strange fu-
ture that doesn’t sit right with her. The Storyteller
can declare that one of the agent’s actions in the next
24 hours is a dramatic failure before the player rolls
the dice.

Failure: The agent makes it to the Hall of Mir-
rors, but none of the viewing portals show anything
but inky blackness.

Success: The agent finds portals that show pos-
sible futures, and can see how they pan out over the
next few days and how they relate to her. Unlike oth-
er means of telling the future, this power doesn’t hide
the future behind metaphor, but it’s very much the
edited highlights — like the preview of next week’s
episode at the end of a TV drama. The player can
“spend” her successes on this roll in two ways: first,
she can re-roll one action, keeping whichever roll she



chooses; and secondly she may ask the Storyteller one
yes/no question relating to her immediate situation,
which he must answer. Any unspent successes are lost
after 24 hours.

Exceptional Success: The agent notices some-
thing affecting a cellmate in one of the visions. She
may spend a success to allow another player to re-
roll a single action. That player chooses which roll

okep RESENRCH

VASCU agents who awaken research-based pow-
ers access information from a wide range of sources,
even when the agent’s miles from cellphone cover-
age. Whether the agent’s capable of running a back-
ground check without touching a computer or follow-
ing a target using a hundred eyes, he can see whatever
he needs. A statistically significant number of agents
who undergo the Wintergreen Process awaken re-
search-based powers, as Wintergreen’s original re-
search was into ESP and accessing sources of infor-
mation. Those scientists Vanguard has tasked with
improving the process have noted the trend, but lack
Dr. Wintergreen’s insights into the human brain.

o NETWORK

Agents who can’t find what they need make pretty
poor researchers. If they possess this power, they know
where to start looking. An agent concentrates hard on
what she wants to find — the power only works on in-
animate objects, and she has to be specific — and she
knows where it is. While it’s useful for showing up the
agent who forgets his car keys, the power has broader
applications: an agent with this power picks up clues
from the surrounding area as well as her memory. If
she’s in a library, archive, or some other place where
information is stored according to some kind of pat-
tern, she knows precisely which shelf to go to, even if
she’s never been in that building before.

Cost: 1 point of bashing damage

Action: Instant

Dice Pool: Teleinformatics + Academics

Roll Results

Dramatic Failure: The agent misinterprets the
clues, sending her on a wild goose chase. Sometimes
she wastes her time or the power points her to places
that she’d rather not be.

Failure: The agent gets no clues as to what she’s
looking for.

Success: The agent knows where she needs to
look. If she’s outside, or in the wrong building, she

RESEAREH

knows which building to look in, out to a quarter-
mile radius. If she’s in the right building, she knows
what room to look in. If she’s in the same room, she
narrows her search down to a 10-yard radius. On the
off-chance that she’s looking for something reason-
ably common, like a specific brand of cigarette or a
specific make of gun in a firing range, she knows the
location of the closest instance of that item.

Exceptional Success: The character knows just
where to look. If she’s outside, she knows which room
in which building. If she’s in the same building, she
knows to a 10-yard radius. If she’s in the same room,
she knows precisely where her target is.

® o DEEP BhckeRoUND

Even with computers, background checks take
time. Often, the first that a VASCU agent learns
about projecting her senses involves speeding up the
process. Working from a single piece of information
— a photograph, a name, address, or license plate, for
example — she can trace back, digging up everything
from criminal records to bank details, credit reports,
phone records, even down to individual school report
cards. As long as the agent has an Internet connec-
tion, she can find whatever she needs.

The number of successes required depends on
the nature of information the agent wants to get.
For convenience, the five most likely sources of in-
formation are abstracted as follows: criminal record
(covers crimes committed, records of arrest, and
presence on sex offenders register), credit file (in-
dicating the amount of credit the subject has, along
with the extent and nature of any loans), phone
records (all calls made from one phone line), bank
records (details of transactions, including ATM
withdrawals with location), and medical records
(details of all visits to doctors and all treatment).
Each source requires three successes on the roll, so
requesting the suspect’s credit file and bank records
would require six successes. Each document covers
the last month unless the agent specifies otherwise.
If an agent wants some other information — edu-
cational records, or child protection records — it
adds another three successes to the total required.
Rushing through distinctly different systems stress-
es an agent’s mind, and the more time she spends
engaged in background checks, the more damage
she suffers.

Cost: 1 point of bashing damage per roll

Action: Extended (3-15 successes; each roll rep-
resents 30 seconds)

Dice Pool: Teleinformatics + Computer
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Roll Results

Dramatic Failure: The agent follows a bad link,
ending up with the wrong information — not that
she knows it at the time.

Failure: The agent probes the records, but can’t
find what she’s looking for yet.

Success: The agent recovers the records she’s after.
The Storyteller should furnish her with any pertinent
information based on the records she searched for. Fur-
ther Investigation rolls against her target gain 9-again.

Exceptional Success: Searching through the
records turns something up that the agent wasn’t
looking for, but is even more helpful. The Storyteller
should include an extra source of information that
the character didn’t request but that contains some-
thing pertinent to the investigation.

Suggested Modifiers
Modifier Situation

0 Agent has subject's
unique ID — social secu-
rity numbera. passporta
etc-.

-1 Agent has subject's
name. address. and pho-
tographa but nothing
unique-

=2 Agent has some ID. but
is missing at least one
piece.

-2 Subject used a false
name.

-3 Agent only has name. ad-
dress. or license plate-.

-4 Subject used a false
identity with its own
unique ID.

® @ o fookhoRA

The agent has synchronized her mind with the
vast amount of information available across the world.
She no longer needs to spend hours reading through
books and case notes in order to research her target.
Instead, all she has to do is focus, and the information
comes to her unbidden. She has an instinctive under-
standing of just about everything that’s available to
the public, just waiting behind her eyes for her to call
upon it. Even restricted information is open to her,
as long as she has some token of her authority — her
FBI badge, for example.

Cost: 1 Willpower + 1 point of lethal damage

The agent automatically succeeds at any Academ-
ics or Occult based research action (World of Dark-

[TA'S KIFAN D) KN T Rgbs

ness Rulebook, p. 55). She gains a normal success on
the action with no roll required. This power takes 30
seconds if the agent has some means close to hand that
would help her carry out the research normally — sim-
ply being in a library or holding a laptop computer is
sufficient. If the agent has no means of making a Re-
search roll, or is accessing non-public information, her
automatic success takes two minutes. The agent loses
her Defense for the duration of this power.

The agent can send her mind through any kind
of network in order to follow a suspect. This power
isn’t the classic form of remote viewing — the agent
co-opts anything with a lens to act as her eyes, from
a store’s CCTV to an ATM camera to the dashboard
camera in a cop car. With concentration, she can
even use the eyes of animals to help her out — while
cats and rats are fair game, higher animals are too
complex. Though she may borrow their senses, the
communication is strictly one-way — the agent can’t
exert any control over the animal.

Most agents use this power from a “backup” po-
sition, remaining in a safe location and tailing the
target. The target’s actions can be useful for build-
ing a psychological profile or for getting access to the
target’s records — using Deep Background on a target
that an agent has followed with Tag receives a two-
dice bonus.

Cost: 1 point of lethal damage, optionally 1
Willpower

Action: Instant

Dice Pool: Teleinformatics + Streetwise

Roll Results

Dramatic Failure: The agent follows someone
who looks like the target, rather than the target. Any
Investigation rolls made against the target suffer a -2
modifier.

Failure: Despite her best efforts, the agent loses
her target.

Success: Using cameras as her eyes, the agent
can follow her target without ever being observed.
She has to remain within 500 yards per dot of Te-
leinformatics, but the agent doesn’t need any obvious
connection to the target. Each success allows her to
follow her target for five minutes. Spending a point
of Willpower allows the agent to see through animals
as well as machines. This is mostly beneficial in rural
areas without CCTV and every other person carrying
a camera-phone. All rolls made by the agent’s cell to
track the suspect, or to create a psychological profile
or run a background check, gain a +2 bonus.



The agent must concentrate on this power. She
can talk, but does not apply her Defense against in-
coming attacks. Taking a Reflexive action, or receiv-
ing damage, requires the agent to succeed in a Re-
solve + Composure roll. If the agent fails, the power
ends prematurely.

Exceptional Success: The agent gets a good look
at his suspect throughout the chase. If his cell con-
fronts the subject while this power is active, they au-
tomatically gain surprise.

® @ ¢ o o ONNCOMPETENCE

An agent with this ability can use the sum total
of information in the world for more than just back-
ground reading. Tactical manuals and weapon speci-
fications give her an understanding of how to shoot
any firearm she can get her hands on. The combined
occult lore of everyone from Enki of Sumeria to
Aleistair Crowley is there when she needs it. She can
instantly research any field that she requires, learn-
ing in seconds what normally takes years of practice
and dedication. Using this power, an agent can be-
come an expert in one field, or become the jack of
all trades that her cell needs to catch a particularly
vicious killer.

When activating this power, the player must
choose whether he wants to increase just one Skill,
or one group of Skills (Mental, Physical, or Social).
Increasing one Skill costs one point of lethal dam-
age — though the agent must possess that skill in the
first place. Increasing a group of Skills takes one point
of aggravated damage. This ability can only be used
once per scene.

Cost: 1 point of lethal or aggravated damage

Action: Instant

Dice Pool: Teleinformatics + Larceny

TAG | OHNZECOHPETENCE

Roll Results

Dramatic Failure: The character is overwhelmed
with the sheer volume of information available. All
uses of Skills in the same category (even if the agent
only wanted to increase one Skill) suffer the penalty
for untrained use.

Failure: The agent can’t focus enough to increase
his Skills.

Success: The agent reaches out to the world’s
supply of information, absorbing and integrating
everything that’s available. If the agent chose to in-
crease one Skill, he temporarily increases his rating in
that Skill to five dots until the end of the scene.

If the agent chose to increase a group of Skills,
he raises each Skill in that group to three dots for the
rest of the scene. If he already possessed three dots or
more in a given Skill, that Skill is unaffected. Each
Skill increased by this ability loses 10-again. The ef-
fects of this power last for a scene.

Example: Agent Turner faces a bestial slasher
who acts more animal than human. Attempting
to counter that, he opts to boost his Physical
Skills with Omnicompetence. He takes a point of
aggravated damage and rolls a success. Looking
down his Physical Skills, he has Brawl 3, Drive 4,
and Stealth 3. Those Skills are unaffected. He rolls
all his other Physical Skills as if he has three dots
in them, though he doesn’t re-roll 10s when using
those Skills.

Exceptional Success: The hunter retains some
of the knowledge granted by this power even after it
ends. The player may immediately increase any one
Skill affected by this power with experience points.
Note that this result doesn’t grant extra experience
points, just a chance to spend them in the middle of
a story.
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gome, headhing loack for the car with twenty g-rand(g ] ham@“ﬁ&y



“Thy do you kesp calling this dude Goren a vampirez” he asked. "Hes ik
k%no g this dudle Goren a vampirs =4 52

"Helll yeah,” Squint agread, “out hefs a paleskinned| som of a loitch
who eexgs in & CofEin humgm lolcod! Fayen't
6o a word Tye salc?” The killer spread his hamds, “You thdnk Tm just here
for the dru%?h Fuck “gf th@reh wiEh

own eyes, They've got thelr Fingers into everything, and thesy keg

ghi gthermsel B yeming yKesp

Squdnt raised the AR and| there was a fevered oleam in his eyes,
“W@"E@t@@vmﬂyata“ §






The slasher story. It’s a brutal one. Tiles slick with blood.
Hallways echoing with screams. A victim — still alive, mad-
ly and mercifully and miraculously still alive — dragging his
broken toward the phone by the patio door. A shadow. A
knife. A nightmare that just keeps on coming, moment af-
ter moment and year after year.

Telling a slasher story can be just as brutal, whether
you're telling the tale from the perspective of a bunch of
potential victims who ran afoul of some supernatural killer,
from the actions of a cell of hunters trying to put a stop to
the murderer’s gory reign, or from the view of the slashers
themselves — men and women driven to kill, possessed of its
spirit as if murder is somehow dlive, given abilities and urges
that take them just past the realm of “human.”

[t’s not a comfortable look, no. These aren’t mythic mov-
ie monsters out of folklore. These are human beings: serial
murderers, spree killers, slashers. By telling a slasher story,
you're connecting with a very primal fear: the fear of death
by one of our own, by a predator dwelling not among beasts
but among our own kind. Murder, madness, and morality, all
tangled up in a grisly telling.

If you're up for it, then this chapter’s for you. Before the
screams begin, before the axe starts to fall, feel free to peruse
this chapter — it speaks to both Storytellers and players, and
aims to give you all the tools that wait in your toolbox when
it comes to getting down and dirty (or beyond and bloody)

with a slasher story.

by Jess Hartley

It’s likely that any given cell’s first exposure to and in-
teraction with a slasher character will be an antagonistic
one. Slashers, after all, are defined by their actions (all that
murdering). As such actions put them at odds with the vast
majority of humans, let alone hunters, it’s less likely that a
slasher will have an ongoing positive relationship with a hunt-
er cell than any other “monster” type will — at least once his or
her murderous nature comes to light.

That being said, running slasher-as-antagonist games can
pose some interesting challenges to a Storyteller. They also,
however, have the potential to be unique opportunities to
explore dark and twisted stories with equally twisted morals.
Within the slasher-trope, hunters have the opportunity (or
the burden) to examine the depths and breadths that human
depravity can reach, while constantly being reminded that
they, themselves, are on the same path that took many of
these murderers to their current condition.

THTo THE DIRKNESS

Every story has to start somewhere, and slasher-focused
stories can begin in a wide variety of different places. Even a
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hunter cell which has a non-slasher focus may find
itself investigating one of these horrifying killers. A
myriad of methods exist for Storytellers to tempt their
players onto a slasher’s trail. Some are more effective
for one character type or another, but for Storytell-
ers who want to run a slasher-focused chronicle (or a
serial-killer story within a chronicle), many options
exist for bringing the characters and the antagonistic
slasher together in a believable fashion.




THE ASSIGNMENT

It’s possible, especially with tier-two and tier-
three cells, that hunters may be sent in to investigate
and “deal with” slashers (or monsters suspected of be-
ing slashers). Certain agencies, such as the Vanguard
Serial Crimes Unit and Task Force: VALKYRIE, are
especially likely to give out such assignments, but any
compact or conspiracy might well direct its members

THE ASSEGNHENT

toward the trail of what may turn out to be a slasher.
The reason for such assignments (and thus the type of
cell assigned to investigate) may differ broadly from
conspiracy to conspiracy, as may the type of slasher
most likely to receive an organization’s notice.

The Cheiron Group, for example, is unlikely to
bother with assigning a cell to a series of murders, un-
less there seems a clear likelihood that the perpetrator
possesses supernatural powers. If the slasher appears



to be manifesting something beyond human capac-
ity, Cheiron hunters may be assigned to investigate
and apprehend the murderer (preferably either caus-
ing him to disappear without a trace, or if necessary,
by leaving a red herring to throw mundane police
investigators off his trail). Similar assignments may
be given by the Aegis Kai Doru if they believe the
slasher is either using or being influenced by some
sort of supernatural item that might be recovered for
the conspiracy’s benefit.

Null Mysteris cells might be set on a slasher’s trail
not to stop him (although that might be a secondary
goal) but to research and investigate how a tier-three
slasher is able to do the things he is doing, or how
his powers have evolved from those exhibited while
he was still a tier-two killer to the not-explainable
levels he is now portraying. Similarly, Network O
cells might focus on bringing the slasher’s deeds and
identity to light so that he can be dealt with by oth-
ers: more assault-focused hunters or even mundane
police. By making certain that surveillance tapes,
recordings of phone calls, credit card transaction re-
cords or even toll-gate EZ-pass records fall into the
right hands, Network 0 has proven itself fundamental
in some slasher investigations, without those who did
the actual apprehension ever knowing the identity of
their information-gathering allies.

Task Force: VALKYRIE, on the other hand,
often assigns its cells to deal with slashers that ap-
pear unstoppable by less-direct means. Masks, for ex-
ample, may require the brute strength and firepower
of VALKYRIE’s Advanced Armory in order to slow
them down long enough to be detained (or alternate-
ly, to be more permanently “neutralized”). Similarly,
slashers with obvious religious (or anti-religious)
focuses, powers or methodologies might be assigned
to cells of Long Night, Lucifuge or Malleus Malefi-
carum hunters, although whether the assignment is
for the hunters to research, neutralize, or even recruit
the slasher will depend on the cell, organization, and

slasher in question.
THE chi

Not all assignments come from hunter organiza-
tions, however. Private individuals, powerful fami-
lies, businesses, corporations, mundane organizations
or even law enforcement agencies may place the call
that leads hunters onto a slasher’s trail.

Some hunter cells have formal or informal rela-
tionships with mundane law enforcement authori-
ties that may lead to them to being called in to assist
with investigating a slasher. In some cases, this may
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be an official request; a hunter with the Detective or
Soldier profession may have a career that directly re-
lates to a human police agency and may be put on a
slasher’s trail as part of their mundane work assign-
ment. Even if the “official” investigation ends, a cell
that has been put on the case in this way is unlikely
to let up on a slasher’s trail once it begins. This may
lead to conflict, especially if the hunter in question is
discovered to still be following up on an investigation
that she has been ordered off.

In other cases, the hunter may consult with law
officials (without being officially requested to inves-
tigate). Hunters in certain professions (Academic,
Religious Leader, Doctor, Hacker and Technicians,
especially) may receive contacts from police, medical
authorities or journalists for their “professional opin-
ion” on a situation — from coroners and morticians
who are called on to determine the forensics of mys-
terious deaths to researchers and surveillance special-
ists who are brought in to fact-check or determine
whether evidence has been tampered with. Such
subtle clues might not mean anything to the average
professional, but may tip off a hunter to a slasher’s
presence, and lead a cell onto its bloody trail.

Sometimes private individuals may not feel that
a particular situation is being sufficiently addressed
by their local police force, and they may take it upon
themselves to call in specialists. While most hunters
don’t advertise their Vigil, a cell may have a public
identity in investigation, such as a team of licensed
private investigators (think the historic Pinkerton
Agency, credited with unveiling an assassination plot
against President Lincoln in the 1850s). Or, they may
have earned enough of a reputation for dealing with
“special situations” — some hunter cells have earned
a certain “word-of-mouth” reputation that might lead
clients (wanted or unwanted) to their doorsteps.

THE TRL

Not every investigation begins outside of cell,
however. Sometimes the cell itself is the first to real-
ize a slasher has been at work, or that the yet-unreal-
ized signs point to something beyond an accident or
isolated incident.

Certain character types are more prone to this
leap of recognition than others. Those who have
worked on or received formal education in slasher-
type cases may recognize the signs before those with
less experience. Psychology, forensics, or police expe-
rience or training may tip off a hunter as to the nature
of the crime he’s dealing with, as might a more casual
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(but no less enthu-

siastic) interest in true-crime literature or criminal
investigation movies, books and television shows.
Some people seem intrigued, even obsessed, with
the abnormal-psychology and aberrant practices
that typify serial killers. Hunters with these interests
might be more likely than their fellows to pick up
on the possibility that a certain crime is the work
of a slasher, although they are also likely to be more
prone to seeing slasher activity where none exists.

As well, some individuals’ habits, professions,
or social circles may make it more likely for them
encounter clues about a slasher at work or to rec-
ognize a slasher (or a slasher’s trail) for what it is.
If a slasher’s preferred target is society’s upper ech-
elon, then a socialite hunter or one with the Art-
ist Profession (especially with the Fame Merit) may
be the first to hear graphic (and titillating) rumors.
Similarly, a killer who preys upon street kids, gang
members, homeless people or prostitutes may cause
stirrings that would quickly reach the ears of hunters
with the Vagrant, Criminal, or Hitman profession.
A hunter who pays her bills bartending or stripping
at a seedy nightclub may hear of such things before
any official police reports are filed by fortunate vic-
tims who've escaped or those who are spooked by the
crimes in their community, or (in extreme cases) by
the slasher himself as he seeks to brag about or con-
fess his crimes to a seemingly neutral party. By a simi-
lar token, a priest, rabbi or lay-member of a certain
religious group may have access to rumors and stories
spread within those communities that are not avail-
able to outsiders.

THE BULLSEVE

Whether the focusisasingle cellmate or the entire
group, one of the most terrifying ways for a cell to be-
come aware of a slasher’s existence is when it happens

be-

cause they them-

selves have become the tar-

get of the monster’s murderous intent.

This might come about in one of a variety of fash-

ions, depending on the nature and purpose of the cell

as well as the slasher-antagonist’s goals, personality,
and modus operandi.

Sometimes a slasher will have a preferred target
type that one of the cell members fits: blonde wom-
en, corrupt officials, immigrants (or foreign appear-
ing individuals). This, in and of itself, is sometimes
enough to bring the hunter (and her cell) into direct
contact and conflict with the killer. Perhaps the cell
doesn’t realize that one of their members has become
the slasher’s focus until after he makes his first at-
tempt on his target, or perhaps they become aware
that someone (or something) is stalking one of their
own — either way, it is unlikely they will ignore the
situation once it comes to their attention.

Even more frightening is when a hunter’s vulner-
able loved one fits the slasher’s focus group. Whether
the cell becomes aware of the killer’s interest before he
strikes, or they are brought into conflict with him af-
ter he’s already taken their loved-one as a victim, few
things ensure a cell’s willingness to pursue a slasher as
completely as having known one of his victims.

Other slashers may target a hunter or cell be-
cause they fear (or in the case of Geniuses and Ma-
niacs, sometimes hope) that the cell is capable of
ferreting them out. Whether it is because of a past
interaction or merely the hunters’ reputation, a
slasher may see the cell as either worthy opponents
capable of giving him a unique challenge or pre-
tentious wannabes who must be taken down a peg.
(And, keep in mind that the psychology of some
killers is that they want to get caught.) He may have
inherited the hunters as targets, after other mem-
bers of his cult, family or gang were targeted by the
cell and killed, abducted or (perhaps worse in some
slasher’s eyes) rehabilitated. A slasher who fancies



himself as a divine force against evil or a holy war-
rior (or, on the opposite end of the spectrum, is or
believes himself to be a tool of demonic influence)
may target a cell because of their own spiritual af-
filiations (or lack thereof.) For more brutish killers,
a group of hunters may be merely an obstruction to
their goals, a momentary distraction that stands be-
tween the slasher and his desired target.

Whatever the method by which the hunters be-
come aware of a slasher, hunters who realize such
an individual is operating within their purview are
unlikely to ignore it and allow it to continue its pre-
dation. Whether they have been assigned or hired
to deal with the perpetrator by an outside party or
are motivated to do so by other factors (revenge, re-
search, selfless desire to protect innocents, moral im-
perative, blind fury, protection of their turf, etc.) the
first step in dealing with a slasher is identifying the
killer. Whether the ultimate goal is researching and
investigating, apprehending or “neutralizing” their
target, hunters must first determine exactly who that
target is.

cRIME SCENE TNVESTIGHTION

Much of an investigation of a slasher is similar to
that of any other monster or crime. Hunters gather
evidence and try to piece together what happened at
a given crime scene, hoping it will give them some in-
sight into the assailant’s methods, personality, iden-
tity, and how and when he might strike again. Basic
rules for Investigating a Crime Scene are offered on
pp- 59-60 of the World of Darkness Rulebook, and
may be used for basic information gathering and fac-
tual evidence processing. Additional investigation
methods might involve accessing police databases,
using the Profiling Tactic (pp. 227 of Hunter: The
Vigil) or other standard investigation methods. What
is not likely to be standard, however, are the results of
those investigations. Slashers are particularly merci-
less antagonists, and typified not only by what they
do (kill people) but how they go about it. Characters
who investigate a slasher’s handiwork are faced with
some of the most graphic and horrific situations that
a hunter will ever encounter. Below are some sugges-
tions to aid Storytellers in presenting the breadth and
depth of that horror.
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A slasher’s handiwork is rarely tidy. Although
some fastidious or germ-phobic neat-freak slashers
may clean and sanitize their “work” area to an obses-
sive degree, many hold to the opposite extreme, leav-
ing crime scenes, torture rooms or private sanctuaries
that are awash with gore and effluvia. The use of sen-
sory details when describing a slasher’s domain (be it
the murder scene, the killer’s inner sanctum, or both)
can give players a more realistic sense of the true
depths of ghoulishness and depravity encountered by
their characters. Storytellers should be aware, how-
ever, that at a certain point an intense scene can
become “too much.” Whether it offends players to
the point that they are no longer enjoying the game,
or simply desensitizes them to the true horror of the
situation, too much gore can sabotage a Storyteller’s
attempt to translate the pathological ghastliness of a
given scene. Storytellers are encouraged to be aware
of this possibility, and gauge when to tone down the
“splatter” of their descriptions, as well as when a par-
ticularly gory detail (such as those offered below) may
be just the thing to drive home the true depravity of
the slasher encountered by his players’ characters.

8LocD

The average human body contains around five
to six liters (11-12 pints) of blood at any given
time. This liquid is contained within what basically
amounts to a closed hydraulic system under various
levels of pressure. Vein or capillary wounds may bleed
profusely but at a low pressure, while wounds close to
the heart or involving arteries are under much more
pressure and are more likely to spurt. However, when
an artery is pierced or cut, this pressure alleviates
fairly quickly, resulting in a rapidly declining spurt-
zone. Death from simple blood loss doesn’t normally
occur with the loss of less than two liters (40% of the
average human supply) although incapacitation can
occur with as little as a liter and a half. Death that in-
cludes deep cuts, lacerations, or punctures may result
in more than half the victim’s blood being spilled,
either before their death or posthumously.

While a liter may seem like a relatively small
amount of liquid, a little bit goes a long ways when it
comes to creating a horrific murder scene. A liter is
1000 cubic centimeters, or enough to leave a one mil-
limeter deep, continuous puddle over a meter square
area. Considering that most violent crimes involve
drips, smears and splatters (which would provide par-
tial coverage and less than a millimeter of depth, thus



covering a much larger area in gore) in addition to
pools of blood, it’s easy to see that a violent crime
scene has the potential to give the appearance of a
great deal of blood, even if a relatively small propor-
tion of the victim’s blood is actually shed.

Three main types of blood stains can be found at
crime scenes: passive (where gravity has caused blood
to drip undisturbed onto a surface), transfer (where
blood has been wiped, smeared or otherwise trans-
ferred from the source to a surface through another
object such as a hand- or shoe-print) and projected
(where force from a source greater than gravity influ-
ences the pattern or direction of the blood’s flow).
Projected stains can be further subcategorized by the
source of the force acting upon the blood: arterial
spurt results from the body’s internal pressure forc-
ing the blood from a cut or puncture (normally of
an artery), cast-off stains are caused when blood flies
off a blood-tainted object in motion (such as when
a blood-soaked knife is thrown away, or a dripping
object of clothing is tossed and sheds blood in mid-
flight), and impact spatter is caused when the blood
source is subjected to force and thus “splatters.” The
higher the velocity of the force that causes the impact
spatter, the smaller the droplets of blood caused. A
hammer blow might cause large stains and droplets
scattered over a small area, while a bullet is likely to
create more of a fine mist of blood with a larger splat-
ter zone.

Areas where significant amounts of blood have
been spilled or sprayed may have a metallic (coppery
or iron-ish) smell to them, a scent which tends to
also translate into a taste when people breathe blood-
tainted air. Because blood tends to clot and become
viscous as it is exposed to air, if blood spills aren’t
cleaned up almost immediately, they become expo-
nentially more difficult to completely eliminate. Sev-
eral commercial substances are available that react to
the proteins left behind by an incompletely cleaned
blood-stain, allowing investigators with access to
them to detect trace remains of blood left by all but

the most wary slashers.
REMNNS

Slashers kill. It’s one of their defining features.
This inherently presents a problem for the slasher
who does not wish to be caught — how to dispose
of the body. Some sidestep this issue by causing their
victims’ deaths to look like accidents, but most must
deal with the results of their handiwork.

Cremation: Human bodies, being mostly water,
don’t burn well. Modern crematoriums use tempera-

ON THE BLOODY VRALL



tures of 2000+ degrees created by burning natural gas
or propane to completely consume a corpse, a process
which takes about two hours, and still leaves traces
of bone or teeth. While it is possible to vastly reduce
the mass of a human corpse by informal cremation,
evidence of some form is likely to be left behind, from
that similar to what is left behind with formal crema-
tion if the fire is sufficiently hot and the burning time
long, to essentially cooked human flesh, charred skin
and burned hair if the process is interrupted early on
or the fire is not hot enough to finish the job.

The smell of a human body being burned is hor-
rific. Burning hair smells acrid or sulfurous, and the
scent can linger in the nose for days. Burning human
skin, fat and muscle may smell somewhat like “off”
pork or beef, but unlike butchered meat (which is lit-
tle more than bled-out tissue, bone and fat), human
corpses normally include blood and internal organs.
The presence of such effluvia taints the air with the
smell of metal (blood) and rot (organs, especially the
stomach and intestines, which are likely to contain
half-digested material and waste). Unless the slasher
has fully “dressed out” his victim, it is unlikely that
anyone would ever mistake the scent of a burning hu-
man body for anything but that.

Decay: Human bodies decay at vastly differing
rates depending upon environmental factors such as
temperature, humidity and whether they are acces-
sible to insects and other animals. On the hot, humid
floor of a tropical rainforest or jungle, a human corpse
could decay very rapidly, helped along by insects and
other minute animals (assuming it was not hauled
away and consumed by a larger scavenger). Within
days, a body would be reduced to little more than bare
bones. In an arctic environment, or a dry desert sce-
nario, where extreme heat or cold and lack of humid-
ity inhibit bacterial and insect populations, a body
might dry out before decaying factors could begin,
leaving a virtually mummified corpse that could re-
main (if undisturbed) for decades or even centuries.

Most slashers, however, are more at home in the
urban jungle than the wilderness, which means that
most slasher victims will be disposed of in moderate
climes with sufficient humidity to allow decomposi-
tion and decay. Assuming that the corpse is not pro-
tected from insects, flies will begin laying eggs on a
corpse within 24 hours. Any openings (natural or
inflicted) will provide access to the body’s internal
regions for other scavenger insects, which thrive on
the protein rich, wet and often still warm flesh.

Depending on the species of insect, a life cycle
(from egg to adult) takes a very specific time period
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to complete, so investigators can often track a recent
corpse’s age by discovering what types of insects have
infested it, and what stage of their life cycle they've
entered. During that same initial time period (24
hours), the natural bacteria and enzymes within a
body’s digestive system will also begin to work on the
corpse from the inside. By the time several days have
passed, a corpse in a moderate climate will bloat, in-
flated from within by the gasses put off by the de-
composition process. The process of putrefaction
(breaking down the body’s soft tissues) continues for
two-three weeks, eventually collapsing as enough of
the skin decomposes to allow the internal gases and
heat to escape. Between three and eight weeks, the
remainder of the corpse’s soft flesh is consumed and
transformed into a substance known as butyric acid.
This cheesy smelling substance attracts a new popula-
tion of organisms — beetles, ants and other “chewing”
insects. The parts of the skin protected from exposure
to the air (those touching the ground or a bed or sofa)
actually begin to mold, while the exposed skin dries
into a leathery substance. After the last of the soft
flesh has been consumed by insects or “eaten” by the
bacteria-formed acid, little remains but dry skin and
bone. Over time, even this will weather or rot as well,
leaving nothing but skeletal remains.

Many factors can affect this natural progression.
Protecting a corpse from intrusion by insects (by
keeping it in an airtight container or the like) will
slow the decay process which will then rely only on
internal factors (enzymes and bacteria). Extreme cold
can, essentially, freeze-dry a corpse and prevent most
decay for a long period. Likewise, extremely arid loca-
tions can cause the body’s soft flesh to dry out rather
than putrefy, resulting in a mummification (flesh
turning the consistency of beef jerky).

DESECRATION

Human society has many taboos, most of which
are deeply enough ingrained in the average person’s
psyche that she never considers encountering them
in her daily life, let alone breaking them. While many
religions reinforce these taboos, most of them stretch
through so many different cultures and belief systems
that violating them is a crime against humanity, re-
gardless of one’s spiritual beliefs.

The desecration of the human body, especially
after death, is one of these. While different cultures
have differing views on how corpses should be dealt
with, most treat the bodies of fallen members of their
societies with respect. Many slashers violate this ta-
boo as a matter of course. Whether by evisceration,
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decapitation or even necrophilia, slashers aren’t al-
ways done with a victim once the victim is dead.

Cutting up a corpse, using its parts for frivolous
or profane purposes, is a taboo in almost every human
society. And, perhaps because of this, it is de rigueur
for many slashers. Slashers have been known to keep
trophies of their kills, even if they dispose of the rest
of the corpse. These are sometimes simple body parts
removed and kept as a memento, but can sometimes
include complex and macabre constructions. Slashers
have been known to create anything from shrunken
heads to clothing, masks or jewelry items made out of
their victim’s skin. Cups and bowls made from skulls
are not unheard of, and after one noted slasher was
apprehended, it was discovered that he’d been mak-
ing and selling “faux” skeletal arts and crafts online
— from jewelry made from supposedly fake bones to
macabre sculptures that incorporated the skeletons of
his victims, those who purchased his “art” received
far more realistic pieces than they bargained for.

CANNIBLISM

Perhaps the ultimate in corpse desecration —
and one of most modern culture’s greatest taboos — is
cannibalism. Strangely, however, cannibalism is fairly
common among slashers, for a variety of different rea-
sons. Some slashers believe that by consuming their
victim’s flesh they are somehow communing with
them, or retaining a portion of the slain individual’s
strength or spirit within themselves. Others come to
cannibalism from a more epicurean direction, devel-
oping a taste for human flesh either because of the
flavor or the forbidden aspect (slashers who once
belonged to Ashwood Abbey are particularly prone
to this predilection.) For others, cannibalism is just
a simple answer to the problem of how to dispose of
their victim’s bodies. Some have even gone as far as
to prepare their victims for others, playing the gra-
cious host or restaurateur while tricking others into
unknowing cannibalism.

Hunters searching a slasher’s abode may well
encounter grisly remains either partially or fully pre-
pared for consumption. Preserved flesh (stored in
the freezer, canned into jars, or even dried into strips
like jerky) is not uncommon, nor is it unheard of for
hunters to interrupt culinary-minded slashers in the
middle of preparing their next gruesome meal.

PRoFiLING WD PERCERT(ON

The standard Perceptlon roll (Wits + Compo-
sure) can go a long ways towards recognizing there is



more than meets the eye to a given situation. How-
ever, differentiating between, say, a single crime of
passion where a woman kills her husband and the
three young women he was dallying with behind her
back, and the work of a prudish slasher who believes
she’s acting to “clean up” dirty, nasty pigs who aren’t
capable of behaving as humans do should require
more than a simple Perception roll. Even in a situa-
tion where the evidence appears the same, things like
the time, location, victim and style of murder can say
more to an experienced slasher-hunter than to some-
one who is simply working the facts of a situation.

Investigating a potential slasher can be handled
in many ways. Academic or hacker-heavy cells may
do the majority of their research in a technological
form, setting up surveillance, tapping phones and
computers, digging up records or putting together
elaborate databases of information.

Other cells will do the majority of their investiga-
tions in person, either to get to crime scenes before the
police discover them (and thus running the risk of be-
ing mistaken for the perpetrator or charged with tam-
pering with evidence) or by following in the police’s
footsteps (and hoping to discover some shreds of evi-
dence the police have missed). The fortunate cell with
sufficient Contacts, Allies or other connections in the
appropriate locations may be able to bribe, blackmail
or pull favors enough to get their hands on what police
reports or evidence the “official” investigators have ob-
tained, but they again risk drawing attention to them-
selves as the investigation continues.

In either case, the Profiling Tactic (pp. 227 of Hunt-
er: The Vigil) can be very useful in such information
gathering efforts. Not all information that might be useful
to a hunter cell can be gleaned in such a straightforward
manner, however. Canny slashers are often very good at
covering their tracks, whether through calculated intel-
lect, natural instinct or primal cunning. Sometimes there
are no real witnesses or suspects in a situation, and the best
a cell can hope for is to start building a general outline of
what type of individual might be capable of taking certain
actions and committing specific crimes, rather than fol-
lowing up on leads to investigate particular suspects.

Creating a criminal profile of an unknown slasher
(or suspected slasher) is more than simple investiga-
tion. The roll for “Examining a Crime Scene” (pp.
59-60 of the World of Darkness Rulebook) covers
characters using Wits and Investigation to “piece
together useful facts about events, perpetrators or
a mystery.” This type of roll is an extended action
which allows a character to uncover physical clues
about the scene, victim and perpetrator.
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However, the hunters may prefer a unique blend
of investigative research, psychological theories and
instinctive hunches that they hope will allow them
to build a general analysis and behavior scheme of
a potential perpetrator — even when no direct evi-
dence is available to identify the killer directly.

In this case, the Behavioral Science Tactic (p.
132) can be useful in building the required profile of
the killer. Sometimes known as Criminal Investiga-
tive Analysis, this process generally requires the atten-
tion of a whole cell, or at least a team of investigators.
That said, it is possible for a single hunter to attempt
to put such a profile together. Assume that the rules
are generally the same as with the Behavior Science
Tactic, except in this case the lone hunter must per-
form both the rolls/roles of primary and secondary ac-
tor. He first must endeavor to gather what theoretical
evidence exists (Wits + Investigation, as per Tactic),
and then he must put that evidence to work with a
Wits + Empathy roll (as per Tactic). As with the Tac-
tic, both actions are extended, with each necessitat-
ing an hour’s worth of work. A hunter can continue
to make rolls as long he feels it is necessary.

Note that this Tactic can often overlap with
general evidence analysis in an investigation. For the
most part, Storytellers can assume that non-intuitive
attributes which can be gleaned from physical evi-
dence are not subject to the same potential mistaken
assumptions as CIA rolls can sometimes produce. If a
bullet’s trajectory indicates the shooter was very tall,
there is no need for a CIA roll to determine that fact
(although the Storyteller may require characters to
make an Investigation roll to notice the trajectory
or a Firearms roll to determine the shooter’s height).
Some insights, however, are not discernable by nor-
mal investigation: motives, psychological profiles,
even hard facts (sex, height, etc) when determined
not by physical evidence but by the assailant’s modus
operandi, are all the purview of Behavioral Science.

DENNG WTH THE WORST

As previously noted, many of the same techniques
utilized for investigating any sort of crime scene are
useful to hunters when investigating a slasher’s hand-
iwork. Slashers, however, are twisted in a way that
the average criminal, thankfully, is not. Some pos-
sess superhuman powers, others merely represent a
nearly inhuman level of strength, fortitude, cunning
or charm, but regardless of their relative power level,
slashers are capable of horrifyingly inhuman levels of
cruelty. Even an experienced hunter investigating
a slasher’s crime scene may find their mettle tested
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when faced with some of the strongest taboos human-
ity holds: torture, sadism, desecration of bodies and/
or cannibalism. Thus, hunters who are investigating
slasher crime scenes must not only be alert for clues
(both physical and more esoteric) but they must do so
within what are frequently horrific and sanity-shak-
ing environments.

Investigations that take place in a slasher-creat-
ed crime scene are likely to qualify for derangement
checks (or Trigger Points, if a Storyteller is using the
alternate Morality rules described in pp. 326-327 of
Hunter: The Vigil.) Even if hunters who encounter
such situations are not stricken with derangements
(or Tells), it is completely within a Storyteller’s
purview to inflict external symptoms of the horrific
situations hunters may have encountered in a slasher
crime scene. Non-derangement effects that might
interfere with investigations might include uncon-
trollable nausea, vomiting, or an inability to focus
because of the carnage, all which might be reflected
by penalties for distraction while at the scene. Such
horrors are also not lightly forgotten, and hunters
may find that the effects of investigating such a crime
scene remain long after they have departed the loca-
tion. Nightmares, of course, are very common results
of not only witnessing but examining such a scene in
detail. Other after-effects might include depression,
jumpiness or squeamishness (inability to consume or
prepare raw or rare meat, repulsion to whole-body
meat forms like turkey or uncarved chicken, or aver-
sion to sexual or other “messy” situations.) Storytell-
ers may choose to inflict a penalty when dealing with
such situations shortly after investigating a slasher
scene, or may simply offer them as roleplay “flavor”
without mechanical effects. Penalties, as usual, can
range from -1 to -5 depending on the severity of the
situation encountered.

DUSK WD DAWN

While it is unlikely to find slashers who still
qualify as protagonists, if the possibility exists any-
where, it exists within the World of Darkness. The
paradox of “serial killer” and “good person” may seem
improbable, but it is not impossible for a person to do
“evil” for “good” reasons, or at least for good enough
reasons to retain a not-entirely-antagonistic relation-
ship with a hunter or cell. (More on this can be found
later in this chapter.)

Unfortunately for hunters, such interactions are
rarely completely positive; whether a situation is
more complex than it seems or gradually evolves into
something much more heinous than it first appeared,

even “positive” interactions with slashers are likely
to eventually end in disaster. (Probably with lots of

blood. And screaming.)
THE MoT\VE
JUSTIFES THE AENNS

In some twisted fashion, it can be said that every
slasher kills for a reason. For some, this reason is con-
crete, defined, and plainly understood by the killer.
For others, it’s buried in the sea of one’s subconscious.
Whether it is the psychological unbalance of the
Brute, the Genius’ need to prove himself superior to
those around him, or the Freak’s striking out at those
who'’ve ridiculed him, the reasons are always present if
not precisely known. It’s just that, in most cases, they
are either motivations that are socially unacceptable
(evil, wrong, inappropriate) or disproportionate to
the situation. A woman who goes out of her way to
interact with the psychologist she’s developed a crush
on, for example, may be creepy, but hardly qualifies
as a slasher. The Charmer who not only seduces him
into her basement prison, but then kills him so he
can never leave her, however, is well on her way to
slasher status, especially if her next crush (and the
next one, and the one after that) quickly join him
in his shallow cellar grave. In most cases, a slasher’s
motives may be understandable enough to be com-
prehended, but not enough to empathize with, and
certainly not enough to justify. Sometimes, however,
the motive does seem to justify the means, or may do
so for certain hunters in specific situations.

The Avenger is the classic example of a slasher
whose motivations may strike a chord with others.
An Avenger may well begin his path of vengeance by
choosing victims that others can understand or even
approve of him killing. Think of the mother who
tracks down and kills not only the drunk driver who
killed her own children, but a long line of those who
have killed innocents through inebriated vehicular
manslaughter. Or the soldier who, after losing the
rest of his unit to a suicide bomber, begins a one-man
terrorist killing squad. What about the call-girl who
uses her beauty as the key to enter, and then elimi-
nate, snuff-movie rings? Whether the Avenger’s tar-
gets are pedophiles, rapists, or even less discriminate
serial killers, hunters may see him as “taking out the
trash,” killing those who deserve to be killed. Addi-
tionally, an Avenger may initially seem to be a force
for good working outside the boundaries of human
law (which is often bound up in tangles of red tape
and corruption). An Avenger whose victims have



(thus far) only included those rich or powerful crimi-
nals who have used their wealth and might to escape
justice might earn the tolerance, or even the respect,
of hunters who discover what he is doing. And, some
Avengers may even focus on the same “monsters” on
which the cell itself focuses, be they human or inhu-
man in nature.

As such, hunters may be tempted to turn a blind
eye to slashers who appear to be plying their work
within perimeters the hunters deem as acceptable.
A cell might even be tempted to deal with some of
its own problems by tipping off the slasher to the
“fact” that one of the monsters they need dealt
with falls within the slasher’s target range (even fif,
in truth, it does not). It’s a win-win situation, af-
ter all. If the slasher kills the monster, the hunters
have one less monster to deal with. If, on the other
hand, the slasher is killed (or apprehended by the
police), the hunters themselves remain safe and can
go on to deal with the monster as they see fit. In an
ideal situation, the monster and slasher might both
be neutralized, either killed or incarcerated, and the
cell can go on about its work having killed two birds
with one stone.

CRAPVER VRNEEe OANY SRATTERZD GlEsS

The drawback to dealing with slashers in this
manner, however, is that the center rarely holds.
Eventually things escalate, and even the most justifi-
able motives begin to broaden. A slasher who kills
rapists begins to kill accused rapists, or suspected
rapists, or those who play out consensual rape fan-
tasies with willing partners. The snuff-movie makers
are dead, and their murderer discovers a list of those
who've ordered the films, and begins a killing spree of
everyone she suspects of ever having watched a snuff
flick — real or fake. Killing terrorists leads to kill-
ing anyone who expresses an opinion that the slasher
deems to be anti-patriotic or un-American. The pur-
view widens as the hunger for death grows deeper.

AT WHIT PRicE?

Hunters sometimes begin their Vigil with a very
idealistic viewpoint of right and wrong. For some, this
only increases as their Vigil progresses, to the point
no shades of moral grey exist within their worldview
whatsoever. Others come to see things differently,
compromising their own moral codes again and again
to achieve their objectives until they are left with little
more than a goal and no moral or ethical guidelines
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at all about what they will do in order to reach it. Re-
gardless of which direction the Vigil pulls a hunter’s
moral compass, sometimes circumstances are such that
a hunter’s most expedient means of gaining vital infor-
mation, insight or resources involves cooperating with
those he’d rather not — including slashers.

One of the classic examples of a situation where a
hunter finds himself turning to a slasher-type charac-
ter is when hunting a similar slasher. Who better un-
derstands the mind of one Maniac than another such
killer? (Think of how the FBI courts Hannibal Lecter
in both Red Dragon and The Silence of the Lambs.)

Slashers whose knowledge, experience, or aid
makes them too valuable to not cooperate with can
create a particularly thorny challenge for hunters. On
the one hand, sometimes it takes a thief to catch a thief.
If the slasher in question is currently in custody or the
cell believes he is otherwise incapable of continuing
his murderous acts, then they may well feel justified in
providing him with seemingly innocent favors in re-
turn for aid that might bring another slasher to justice.
However, especially with Lunatics and Geniuses, every
interaction between hunter and slasher-ally may well
be a significant move in a chess game that only their
ally truly understands. More than one cell has initi-
ated a non-antagonistic interaction with a slasher to
achieve what they believed was a greater good, only
to find the tables turned on them, often at the cost of
human life — including their own.

FoRe|VEN, NoT FoRcOTTEN

For all that they are monsters, slashers are also
human. And, like other humans, they are capable
(at least in theory) of having a change of heart, feel-
ing remorse, and attempting to make amends. While
most slashers are utterly unrepentant, situations exist
where a slasher might not only feel regret for his ac-
tions, but also actively take steps to redeem himself.
A slasher who has been acting under the control or
influence of some other being might change his per-
spective and his actions if that control is severed. One
who has been apprehended might enter counseling as
part of his debt to society and, through therapy, be-
gin to mend some of the psychological damages that
spurred his earlier crimes. Alternately, one who has a
narrow brush with the law, and is almost caught (or
caught and manages to escape) may find a way to walk
the straight and narrow in an attempt to avoid being
caught for good. A slasher might, through an inter-
action with a powerful force of good, have a change
of view and begin to work hard to fight against his
drive to kill, even attempting to compensate through

a broad variety of good works, charity and kindness
in an attempt to balance out his past sins. One who
is still early on his path as a killer might encounter
a scourge slasher — one who has wholly given him-
self over to his crimes — and be “scared straight.” Or
one who falls in love, has children, or has a similar
significant life-change may well dedicate themselves
to the “straight-and-narrow” doing their best to leave
their past transgressions behind for the sake of start-
ing over. Any of these changes, while very rare, are
possible, resulting in a former slasher who has aban-
doned his past and hopes only to forge a new life for
himself. But, at least in the World of Darkness, the
truth rarely stays buried, and eventually even a “for-
mer” slasher is likely to be found out.

While many hunters focus only on immediate
threats and active antagonists, some are not content
to let unsolved mysteries lie fallow. Some cells spe-
cialize in rooting out “cold cases,” unsolved crimes
with often contradictory or seemingly impossible evi-
dence. Others may be assigned to a particular inves-
tigation, or may become intrigued and decide to dig
into it on their own. Regardless of the motivation,
these situations can put a hunter cell on the long-
cold trail of a slasher who believes he has left his for-
mer sins behind.

How do hunters handle situations where their in-
vestigation of past crimes leads them to what amounts
to an “ex-slasher”? At what point do past crimes war-
rant current action, once the slasher appears to have
made a change for the better? Some hunters (espe-
cially those with a strong sense of moral imperative
or obsession with lawful behavior) may continue to
see the former-slasher as a monster, and act accord-
ingly. Others, believing in the power of rehabilita-
tion, might be willing to give the slasher a second
chance, especially if he seems to have taken to the
straight and narrow for a lengthy period. Still other
cells might feel that, while they don’t especially like
or trust “redeemed” slashers, their efforts and resourc-
es are better spent focusing on those who are doing
harm now, rather than those who appear to have seen
the light and changed their ways.

In some cases, the fact that a slasher appears to
have changed his ways might not be sufficient to
change him from antagonist to ally on its own, but
it might well serve as a “justification” for one of
the other scenarios where hunters find themselves
motivated to work with (or at least not actively
hunt) slashers. Either way, however, it’s a danger-
ous situation for the hunters involved, both physi-
cally and morally.



Slashers on the road to redemption are a sticky
situation for hunters. The road to hell, after all, is
paved with good intentions and old habits die hard.
A recovering alcoholic who relapses just ends up
back in the bottle, but when a recovering slasher
relapses, people die, often in horrible and terrifying
ways. Hunters who are willing to give a “redeemed”
slasher a second chance often find themselves watch-
ing their ally constantly looking for signs that their
recovery has begun to slip. Those who do not, often
find themselves wishing they had.

DARK REFLECTIONS

One of the likeliest slasher character types to
straddle (or blur) the line between antagonist and ally
is that of the former hunter-turned-slasher. Former
hunters often fall in one or more of the previously
mentioned categories that make them likely non-an-
tagonists to active hunters. An ex-hunter may well be
pursuing a Vigil-like calling that began very similar
to the path the hunters themselves are currently on.
Just because her methods have dropped well beyond
the boundaries of acceptable behavior, or her target
has become too broad for most hunters to accept,
doesn’t mean that there are not recognizable roots of
the Vigil in everything she does. She may have very
clear motives, ones that the cell can empathize with,
perhaps even one’s they share. More than once, a cell
has formed a cooperative relationship with what they
assumed was another lone hunter, only to discover
far too late that the “monster” she sought their aid
in neutralizing was guilty only in the hunter/slasher’s
own delusions, or that the “interrogation” for which
they’d helped apprehend their target was not for in-
formation, but for their new ally’s sadistic pleasure.

Unfortunately for hunters, not only are ex-hunt-
er’'s among the easiest slashers to empathize with, they
also may well be the most valuable resources in the
slasher world. More than any other type of slasher,
it is very likely that a former hunter, especially one
who has had access to Endowments and now has su-
pernatural powers, could be a uniquely powerful ally.
As a former hunter, she likely has resources — items,
knowledge, past records — that could be of aid or in-
terest to the protagonist hunter cell. After all, one
does not stay on the Vigil for any length of time if one
is incompetent. Those who have lasted long enough
on the Vigil to devolve to the point of becoming
slashers are often the epitome of cunning and skill, as
well as bastions of information that could potentially
aid other hunters in surviving longer on their own
Vigils — and hopefully avoiding the slasher’s fate.
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The same aspects that make an ex-hunter valuable,
however, also make them dangerous. Sanity and emo-
tional stability are not often assets slashers possess, and
even if a hunter can do the moral-sidestep sufficiently to
justify working with a former-hunter-turned-slasher, he
might quickly find himself a part of a Genius’ compli-
cated plans, or even falling for a Charmer and thus low-
ering his own defenses to a known serial killer to whom
loyalty and honesty are very mutable terms.

While dealing with ex-hunter slashers is always
dangerous to the body, it also can be a danger to the
soul. The path which begins with a hunter excusing
enough of a former-hunter’s crimes to allow himself
to deal with her on a non-antagonistic basis all too
often ends with him beginning to make the same ex-
cuses for his own behavior and allowing that behavior
to deviate further from any earlier guideposts he’d set
for himself. “After all,” he is tempted to think, “it’s
still far less than she is doing.” Dealing with a slasher,
no matter how great the potential payoff seems, can
be the first step towards following in her footsteps
and walking down that conveniently cleared road on
which she has already forged ahead.

On the other hand, interacting with ex-hunter
slashers can also serve as a morality lesson to the hunt-
er who is wary enough to keep her fate in mind as a
warning. Seeing her depravity, and realizing that her
fate could be his, can serve a hunter as a grim reminder
of the monofilament-tightrope he himself walks.

THE SECOMING

By Jess Hartley

The transition from hunter to slasher is one of
the most horrifying things that can happen to a hunt-
er character. If he has any idea it is happening to him
(and all too often, he suspects the truth even if he is
not able to admit it to himself) the realization that
he is not only becoming a monster, but that (unlike
a vampire’s victim or someone bitten by a werewolf)
he has no one else to blame for his transformation, is
a terrifying one. It can feel as if he is being swallowed
whole by the darkness, like all hope is lost, or like
every choice he makes only serves to bring him clos-
er to the inevitable fate he has been hoping against
all odds to avoid. It is the dark spiral, the slippery
slope, the hungry sea within which only lies madness
and murder, a fate so feared and abhorred that other
hunters will often refer those who have succumbed to
it as “fallen.” Of course, it can also feel exhilarating,
powerful, even gleeful — which is all the more hor-
rifying to player and, potentially, character.
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It also has the potential to be an intense, chal-
lenging and thoroughly captivating story line for
a Hunter player. It is, however, a situation which
holds potential pitfalls for the Storyteller. While
the degeneration of hunter to slasher is an ever-
present potential it can mean major changes in the
theme of a Hunter: The Vigil game and proportion-
ately large challenges for the Storyteller who hopes
to keep his game from becoming little more than
a violent blood-fest. With planning and prepara-
tion, however, it is entirely possible for one or more
hunter characters to cross the razor-thin boundaries
between hunter and slasher without the game en-
tirely spiraling downward to disaster.

THE SLPPERY SLoPE

Any hunter who has been on the Vigil for
any length of time understands that the pressures
the hunt puts upon a person are incredible. There
is a word for those who are not capable of using
the pressure to hone their skills, attention, and
focus to an almost inhuman degree — the word is
“dead.” On the other hand, those who take to the
hunt too well risk another horrific fate. When a
hunter is able to cut away all distractions, all of
the “chaff” that might interfere with the Vigil,
what is left is little more than a killing machine
— and the line between killing machine and
slasher is a thin one, indeed.

So, what pushes one hunter across the line
from hunter to slasher, when another, faced with
similar horrors, is able to avoid this fate? Opinions
are mixed. Any of the pet theories held by different
individuals and organizations regarding why slash-
ers, in general, come into being can be applied to
the hunter/slasher transformation. Religious fanat-
ics may see the transformation as evidence that the
hunter’s faith was impure, or that he was singled out
for punishment by some holy or unholy entity for
his “sins” (whatever they might have been.) Others
see it as a matter of purely logical psychology: some-
where in the fallen hunter’s past his psyche was
wounded in ways that simply gave way under the
unrelenting pressures of the Vigil, leaving him vul-
nerable in ways that his cell-mates were not. Some
claim that to fall is every hunter’s eventual fate, that
the only way to avoid it is to die first. These views,
understandably, are rarely espoused during the pro-
cess of recruiting new hunters to the Vigil, and most
often come only from those few hunters who have
long since divested themselves of any hope of a nor-
mal life outside the hunt.



In terms of game mechanics, there is no hard and
fast rule about when a hunter crosses the line between
being a hunter and being a slasher. Or rather, there
is no concrete definition of what point the slasher
template needs to be applied, signaling the Vigil has
been abandoned for the slasher’s calling.

Certainly, argument could be made that when
a hunter’s Morality reaches 0, he becomes a slasher
and “earns” his Undertaking. The World of Dark-
ness Rulebook says that Morality O characters “can
no longer be played in any meaningful way” and “be-
comes a true monster.” At this point, according to
the core rules, control of the character passes to the
Storyteller. The description of a Morality O character
certainly seems to fit slashers, and this creates a firm
definition of the line between hunter and monster.

Not all hunters will reach Morality O, however.
Because of the moral adaptability that their obses-
sion with the Vigil affords them (see “The Code,” p.
325 of Hunter: The Vigil), some hunters will end
up with a slasher attitude and slasher behavior, while
still holding onto at least a vestigial amount of Mo-
rality. Does this mean they are not “really” slashers?
Their victims don’t think so. (This idea is explored
more completely in the essay called “Twisted” later
in this chapter.)

A less concrete method puts the determination
in the hands of the Storyteller, basically allowing him
the final determination on at what point a particular
character has made the transition. Some Storytellers
may feel most comfortable creating across-the-board
guidelines for their own games. A hunter might “go
slasher” when he has hit Morality 3 and made at least
two “murder” based changes to his Code; or when his
Code has switched out sins in three of the four low-
est Morality ranks; or simply when the “mass murder”
sin has been switched. Any of these (or other quali-
fications that the Storyteller sees fit to use) can be
combined with that of hitting zero Morality to cre-
ate a customized guideline for “what makes a slasher a
slasher.” Whenever any hunter character in his game
meets these qualifications, he has crossed the line to
slasher and gains his Undertaking (with whatever con-
sequences that entails. See “The End or No?” below).

Alternately, a Storyteller might use more free-
form guidelines in making this determination, taking
into consideration both mechanical aspects (such
as Morality rating and Code changes) as well as the
character’s actions, viewpoints and motivations. Us-
ing a flexible system can have advantages over a more
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static ruling. It not only gives the Storyteller more
leeway for customizing the story to the characters, but
also keeps players from knowing exactly what actions
will push their character over the line. Storytellers
must use care, however, when handling such situa-
tions in a freeform method. Especially if crossing the
line to slasher means the player loses control of his
character, such a change should not come as an utter
surprise to the player. Storytellers are encouraged to
use subtle clues as well as (if it seems appropriate for
the situation) to warn players that their characters
actions, attitudes and motives are entering into dan-
gerous territory. While the actual action that causes
the character to cross the line may be a surprise to the
player, the fact that his character has been growing
closer and closer to becoming a slasher should not.

THE END OR No?

Hitting Morality O is normally the end of a player’s
control of a character. Hunter: The Vigil, however, offers
more options, and a hunter character reaching Morality
0 can be handled in a number of ways. First, as normally
happens, the hunter could become a slasher under the
Storyteller’s control, simply by having the player hand
the character sheet over. The Storyteller can add the
Undertaking he sees fit and take control of the charac-
ter from there on out. This method does, however, have
some drawbacks. First and foremost, the character’s for-
mer player is now characterless and, while creating a new
character is always an option, the player loses the history
and depth of development he has created with his origi-
nal character. (That said, one could make an argument
that a player who has driven his character to the depths of
voided Morality must surely be aware that losing his char-
acter is a very real possibility.) Bringing a new character
into an established hunter cell can result in challenges of
its own from the character’s perspective as trust and his-
tory that were present with the old character are missing
from the cell’s newest member, and group tactics are no
longer shared between all of the members.

Another argument against having a player label his
Morality O hunter “slasher” and hand it off to the Sto-
ryteller is that, while the game mechanic for a character
hitting Morality O is fairly clear from a player and Story-
teller’s point of view, it is less immediately apparent from
the perspective of the characters. In a non-slasher-inclu-
sive game, the “Morality O = unplayable” formula is pres-
ent, in part, to encourage players to at least consider the
ramifications of potentially game-degenerating actions
by imposing a final, ultimate consequence. In a game
which includessslashers, we see that even an utter psycho-
path has the potential of moving among humanity with



his
aberrant
nature undetected
— at least for a time. From
this perspective, it makes little
sense to automatically assume that
the moment a character hits Morality O
his behavior changes in such a complete fashion that
his role as a hunter is instantly abandoned and that,
even if he does become a slasher, it has an immediate
and final impact on his Vigil and his relationship with
his cell.

By using one of the methods described in “Play
On” (sidebar, below) Storytellers accomplish sev-
eral things. Firstly, they allow the player to continue
playing out the “natural” progression of his charac-
ter’s descent, a process which can provide interesting
roleplay experiences and a chance to examine the
Vigil from a different and unique viewpoint. Second-
ly, allowing the player to remain in control of the
character as it makes the transition from hunter to
slasher is less jarring to the other players, who (if the
transition is handled subtly and privately between
the player of the fallen character and the Storyteller)
may not realize at first that a transformation has hap-
pened. The growing suspicion that their companion
has gone too far is a paranoia that many hunters will
experience as their Vigil progresses, and by not tak-
ing control of a character once the change is made,
the Storyteller takes away the player’s knowledge
about if and when that change has happened. This
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paranoia adds to  the tension
of a Hunter game, and may well lead to the mem-
bers of a cell keeping a suspicious eye on each other,
questioning why and how choices (especially violent
ones) were made, and wondering constantly about
each other’s actions and whereabouts at any time
the group is not together in one place. The subtle
and horrifying realization that their companion is no
longer wholly one of them is a dramatic effect that
is undermined by the Storyteller taking control of
the character, and doing so effectively erases what
can be a plotline filled with personal tension and
soul-searching for hunter characters. Those whose
characters realize their camaraderie has fallen may
endeavor to aid in his redemption, or may allow
themselves to be pulled under as well, leading to an
entire cell of former-hunters-turned-slasher.

GENTLE NUDGE
oR #ARD SHOVE

Game mechanics aside, what makes one hunter fall
when another stands fast? Why does the Vigil strength-

SHOVE
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en some hunters, while breaking others completely? For
one hunter, falling might be a gradual process. Slowly
but surely, the horrors of the Vigil build until, like a man
trapped in a slowly filling well, they rise and consume
him. Deaths mount, corruption spreads; the war goes on
in spite of battle after horrific battle. Good men turn
evil, children are slaughtered, innocence corrupted.
Little by little, his strength and faith are eroded away
until one day he realizes he has nothing left. No amount
of being good or true can possibly make even the slight-
est dent against evil, so he finds himself either using the
darkness’ own tactics against them, or — if he is truly
fallen — switching sides completely.

For another hunter, the change might be the result
of one intense moment where everything he’d built his
hunt upon is yanked out from beneath him. Dedicated to
the Vigil by his faith, his need to protect a certain place or
person, or his search for “truth,” he experiences something
which proves (at least to him) that his deity does not ex-
ist (or at least does not care about the fate of humanity).
Or that which he has sacrificed everything to protect is
destroyed. Or he realizes every bit of information he has
struggled for, killed for, nearly died for, is false. In one mo-
ment of “clarity,” everything his Vigil was based upon is
taken from him, leaving him ready to strike out at the
world — a prime candidate for slasherhood.

Some hunters do not so much “fall” into being
slashers as much as they are taken there. Many of the
creatures that hunters fight against have subtle or overt
powers to influence or control a person’s thoughts, emo-
tions and actions. Whether the hunter-turned-slasher’s
change is entirely controlled by an outside being (per-
haps regaining his self-awareness only for a short time
after murdering each victim) or is just nudged along a
path he’s already walking down, many hunters have
“help” in crossing the bloody line between Vigil and
slash. Others may believe they are acting under anoth-
er’s influence, when in actuality they are simply imag-
ining or manifesting the symptoms of outside control
to justify or excuse their fall. While their companions
(assuming the falling hunter turns to them) may not be
able to detect outside influence, they are likely also not
going to be able to disprove that their friend is being
pushed to kill, leading to an opportunity for interesting
conflict and roleplay as the cell tries to determine for
once and for all what is happening in their midst.

ALL FOR ONE
of ALL ALONE

The bonds between hunters are tight. When you
continually put your life (and your soul) in the hands

of another person, it forms bonds which are as tight
as any humans make. Seeing one of your own begin to
slip down such a treacherous path can be horrifying
to deal with, and since the Vigil really doesn’t allow
for time off to deal with personal issues, hunters who
suspect one of their cell mates has maybe gone a bit
too far have to deal with that issue on top of all of the
other pressures the hunt puts upon them. Many de-
cide to give their companion the benefit of the doubr,
assuming they don’t have concrete proof that he’s a
completely lost cause. Because of this, many hunters-
turned-slashers are not discovered or dealt with until
they have slipped well past the point of no return.

Falling from the Vigil is a personal act. Becom-
ing a slasher is an internal process, which, although
it may be influenced by outside factors, is a result of
a million subtle influences collecting in just the right
(or wrong) fashion to break a hunter’s sense of self
and send him spiraling into the darkness.

As such, it is not something which normally
happens to an entire group at the same time. Even
a cell which has shared myriad horrific experiences
together will react to them differently and, possess-
ing differing levels of internal fortitude and resources,
proceed through them in different ways and to differ-
ent emotional destinations.

What this means, to a hunter who is part of a
cell, is that whatever personal crisis and challenges
he is going through that may result in him teetering
on the precipice of becoming a slasher, it is unlikely
that his companions are with him in the exact same
psychological and metaphysical place. In some ways,
this is a good thing. It means that while, at any given
time, various members of a cell may be in danger of
falling, there is a good chance that at least a few are
also not in overt danger of it at the same time. This
means that, for a cell that is alert to the danger and
has the time and resources to attempt to pull their
members back from the brink, there may be a chance
of recognizing the danger before it is too late. While
this alertness may put additional pressure on the cell
as each member maintains an almost-paranoid watch
over the others, it also is sometimes the only safe-
guard a hunter has against falling.

Unfortunately, far too often a cell has neither the
time nor the resources to attempt to coddle its mem-
bers, regardless of the metaphysical and emotional
danger they may be in. The Vigil doesn’t come in
shifts, nor does it recognize holidays or offer vacations.
Darkness is never more than a few hours away, and evil
is a constant presence in the World of Darkness. Even
if a cell recognizes that one (or more) of their members
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are in danger of snapping, the chances that the realiza-
tion will come in the heart of a crisis are high. After
all, when isn'’t there a crisis on the Vigil? Perhaps even
more unfortunate is the ambiguous difficulty involved
with exactly what to do about a potentially falling
cell-member. In the more than a century that human
authorities have recognized the presence of slashers in
mainstream society, there is yet to be a solid explana-
tion for their condition and actions, let alone a viable
cure. Those who are caught by the police are some-
times deemed criminally insane and sent for therapy
and treatment rather than imprisoned, but rarely does
a true slasher ever become rehabilitated. While the
compacts and conspiracies of hunter society sometimes
employ specially-trained psychologists to try to “cure”
broken hunters, their success rates are abysmally low
and the treatments are often dangerous and likely to
push a teetering hunter further over the edge. Other
cells, either lacking or not trusting help from oversee-
ing organizations, may try to help their companion on
their own. Methods might include enforced vacations,
“talking it out” or a hunter-version of “tough love”
(which often roughly equates to little more than beat-
ing the hell out of the hunter in question while yell-
ing “What the hell are you thinking? Straighten up!
Knock it off! You want to become one of them?” or
similar intense arguments). These methods are, unfor-
tunately, rarely successful.

&oINe DOWN TocETHER

When one member of a cell falls, one of two
things normally happens. Either the change is so ex-
treme that the cell cannot ignore what is happening
and is forced to take action, or the changes are subtle
and the fallen member is able to maintain at least the
semblance of a continued role within the cell, at least
for a time.

If the slasher’s transformation was obvious, the
cell may attempt its own form of rehabilitation. Cells
belonging to compacts or conspiracies may opt to place
their fallen companion in the custody of their given
organization, especially if they are on good terms.
Lone, unaffiliated hunter cells, however, have fewer
options. They may turn their fallen friend over to the
mundane authorities and hope the police will be able
to provide him with therapy and medication sufficient
to reverse the fall (or at least to keep him from killing
again.) Or they may attempt their own rehabilitation
processes. These may include using the Deprogram-
ming Tactic (only effective when the fall is directly re-
lated to mental control by an outside entity), enforced
attempts to bolster the fallen hunter’s faith (putting

him in situations which may Trigger a change in his
personal Code) or his sense of right and wrong (essen-
tially walking him through Morality-improving acts in
an attempt for something to “take”). These methods
are rarely effective. A pragmatic cell recognizes this,
and, while they may feel obligated to make an attempt,
will eventually turn their fallen companion over to
those who have greater resources for dealing with these
situations or, if they have no other options, neutral-
ize him themselves. Pragmatics, however, are not what
keeps a cell together, and many are built on a loyalty
and trust that far outweighs the logic of turning one of
their numbers over to the police or turning a shotgun
towards them. They may try far longer than is wise to
“fix” their fallen member, and the results can often be
disastrous, or even deadly.

MY SROTHER'S KEEPER

Slashers’ madness can be contagious, especially
at scourge levels. Even for rippers, a slasher who truly
believes in his own deranged world-view can often
turn the tables on the already-pressured cell that is
trying to redeem him, and pull his companions deep-
er into the darkness themselves.

Depending on the means the Storyteller has de-
termined for marking the dark spiral towards a slasher’s
mindset, this may be accomplished by putting the cell
members into positions to violate their own Code of
Morality (and afterwards helping them find justifica-
tions for their actions). It might also include putting
them into no-win situations, where the best they can
hope for is to choose the lesser of two evils. In time,
even small evils wear down on a hunter’s spirit, and
each “sin” drags them closer to joining their fallen
cell-member and abandoning the Vigil.

A slasher may well begin using these tactics long
before the other members of his cell even suspect he
has fallen. Especially for Geniuses and Maniacs, lay-
ing the groundwork of moral traps which will ensnare
their companions is just part of a satisfying day’s work.

BRDS OF | FENTHER
Because of the one-two pu?th of the pressure
of the Vigil and malevolent intent by a fallen com-
panion, it is entirely possible for the majority (or en-
tirety) of a cell’s members to fall in quick succession,
resulting in a former-cell full of slashers.

In some cases, there is the hope of redemption for
the group. As detailed in “Forgiven but Not Forgotten”
(p. 195), a slasher can have a myriad of ways and reasons
to redeem himself once he has fallen, and it is possible
that the cell may one day take up the Vigil once more.



In other situations, the cell’s fall from the hunt will
entirely change the focus of the chronicle, as the now-
slasher characters go forward into the World of Darkness
and attempt to carry out whatever goals their Undertak-
ings and previous experiences have led them towards.
Some slasher bands will continue on a (likely warped)
version of their previous Vigil, turning their psychopathic
attentions onto monster-hunting without concern for
human bystanders. Others will become true monsters
themselves, existing only to kill for the joy of killing and
eventually becoming little more than a destructive force
incapable of maintaining even the guise of humanity.

FICES ofF DENTH

by Mike Lee

Human history is a blood-stained tapestry of vio-
lence, stretching all the way back to our origins on the
plains of Africa. Our ancestors learned to kill to sur-
vive, sharpening stones to hunt animals and butcher
their remains — or to defend themselves from preda-
tors that saw humans as another form of prey. Killing
was a functional necessity; for a family to exist, much
less prosper, its members had to spill blood on a regu-
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lar basis. Eventually, when climate changes forced
early humans to compete for dwindling resources, it
meant killing other people as well. Violent death was
an ever-present threat, and human life was no more
sacred than that of a fish or deer.

Civilization originated from the need to escape
this constant life-and-death struggle. Animals were
domesticated to avoid the dangers of following the
herds and competing with more capable predators.
Agriculture grew from the desire to concentrate ed-
ible plants in one location and reduce the risks of
foraging. Permanent communities allowed for greater
security and a means to protect resources. As a spe-
cies we are wired for survival, and over the millennia
we have built and refined systems designed to insu-
late ourselves from the nature of our own mortality.
The evolution of religion, philosophy, medicine and
science pursued the common goal of elevating the
value of human life, and advances in technology have
succeeded in prolonging a human lifespan to an un-
precedented degree. As a result, modern society views
death as not only unnatural, but unnecessary. Murder,
long since outlawed, is now anathema. When the
news carries reports of a series of grisly killings, people
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can’t conceive that once upon a time, such things oc-
curred as a matter of course. They don’t wonder why
such a thing could happen, but how.

Civilization is predicated on the notion of tam-
ing the savage, of transforming humankind’s preda-
tory nature, but something in our nature refuses to let
go of our bloodstained past. An atavistic urge to kill
lurks deep within the human psyche, and its siren call
is seductive to a diseased or wounded mind. Some-
times a man cracks under the weight of the world, or
has enough of society’s petty cruelties, or simply gives
in to the vicious little voices whispering in his head
and decides that the only way to make things right is
to take a sharp blade and start spilling blood.

The slasher — whether he is a mass murderer, a
serial killer or a supernaturally-endowed predator —
is an entirely modern form of monster. He is death
incarnate: relentless, remorseless and implacable. He
kills his victims because on a fundamental level he is
compelled to. Murder isn’t a matter of choice; it is the
only way the world makes sense to him. For whatever
reason, his experiences in life led him to embrace
death, whether in search of revenge, or to feed his in-
ner demons, or simply to assert his own twisted vision
on the world and humanity’s place in it.

This section of the Storytelling chapter is intend-
ed to offer suggestions on playing slashers as charac-
ters and telling compelling stories about their awful
deeds. This essay covers the essential elements of a
proper “story arc” for a slasher character, then details
each of these elements and offers suggestions for how
to apply them to a slasher chronicle.

DiNeNe WiTH DENTH

Viewed from the outside, a slasher appears to be
little more than a deranged killing machine, carving a
bloody path through his victims until someone finally
puts a stop to his reign of terror. But a slasher isn’t a
robot — there lurks a definite method to his madness,
even if the character himself isn’t fully aware of it.
Whether he is driven by deep-seated compulsions or
a carefully thought-out rationale for serial murder, the
slasher is compelled to commit his crimes and place
himself at odds with human society. It is this conflict
that lies at the heart of a slasher’s story: viewed from
the inside, the slasher isn’t defined by the act of killing
so much as the need to kill and the challenges that such
a need creates. Does he try to maintain the illusion of
normalcy, even try to lead a mostly normal life in spite
of his murderous urges, or does he ruthlessly embrace
his true nature and alienate himself completely from
human society? Regardless of the choices he makes, his

compulsion to kill will ultimately prove his undoing;
with each new victim, the risk of discovery increas-
es, until finally the killer’s identity is discovered and
the hunter becomes the hunted. Sooner or later, the
slasher faces society’s judgment, in the form of a po-
liceman’s bullet or a babysitter’s knife; how does the
character regard his impending fate! Does he accept
his inevitable demise? Does he plan for it, laying out
the circumstances of his own death as methodically as
he plans the deaths of his victims? Or does he pass the
glittering knife to a successor, to carry on the killer’s
work once he is gone? The choices that the character
makes define the course of his story.

Thus, a typical slasher chronicle forms a story arc
with three key elements: the character’s origin, his
murderous career, and his ultimate demise.

cRACKS IN THE FiciDE

Killing another human being is no easy thing, even
for men and women who have been trained to the task.
Matters of conscience and morality aside, the act of
murder forces both victim and perpetrator to face the
sordid reality of death and the fragile nature of human
life. Once a person has stared death full in the face, the
world is forever changed. Many are scarred by the expe-
rience and spend the rest of their lives haunted by what
they've done, but a rare few experience exactly the oppo-
site. Instead of being horrified by their actions, they feel
empowered by them. The act of murder feeds their inner
demons and brings a sense of order to their tormented
lives. For many slashers, killing is a release; months, years
or even decades of internal pressure finally exploding in
a geyser of blood and screams. The circumstances lead-
ing up to that first, fateful killing determine nearly every
aspect of a slasher’s identity, from his motives for murder
to his choice of victims and his methods of execution.

A slasher character may feature any number
of origins, ranging from severe physical and men-
tal abuse or trauma, to influence by external (or
even supernatural) forces. Much of this origin is
simply background, determined between the char-
acter’s player and his Storyteller during character
creation (see Chapter Two for more information),
but this information is then brought to bear dur-
ing the character’s prelude, when he commits
his first murder. That is the moment when the
internal or external forces driving the character
crystallize into his new identity as a killer. The
following are some suggested origins for slasher
characters, along with insights into how different
origins lend themselves to particular victims and
methodologies.
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Some people become killers as a result of ex-
treme physical, emotional or sexual abuse suffered
during the course of their childhood. Repeated beat-
ings or other abuse create feelings of helplessness and
rage that build inside an individual; since they can’t
strike back at their abuser, they take out their suf-
fering on victims weaker than themselves. In most
cases, this simply creates a cycle of violence: fathers
beat their children, who become bullies at school
and eventually take out their trauma on their own
children, thus perpetuating the crime. Sometimes,
however, the abuse is so systemic and extreme that
the victim’s rage becomes murderous. The urge to
kill the tormentor finds expression in other violent
acts. The would-be slasher may initially be driven to
torture and kill pets or other animals, but eventually
the killings grow too easy and too routine to provide
any relief. They then fixate on other people, per-
ceiving or imagining flaws that focus the killer’s rage
until finally they lash out. Sometimes the slasher
vents his murderous rage on victims that resemble
(or he thinks resemble) his abuser; in other cases, he
might prey upon individuals whose appearance or
behavior offends his sense of morality. In still other
cases, the killer may target individuals who remind
him of himself; because he was taught that he had
no value and deserved to die, then others like him
deserve the same fate as well.

Slashers with abusive origins are often callous and
violent themselves, and prone to acting spontaneous-
ly. The hunt is not as important as the kill itself; they
want to make their victims suffer, as they themselves
have suffered. They may focus on a specific type of vic-
tim that speaks to the abuse they suffered. For exam-
ple, a slasher who suffered sexual abuse as a child might
fixate on sexually promiscuous men or women, or take
out their anger on prostitutes. They are more likely to
kill with their bare hands, beating or strangling their
victims rather than employing exotic methods like
poison or electricity. The killing must give the killer a
visceral release, an explosion of pent-up loathing and
rage. Improvised weapons like a brick, a pipe or a base-
ball bat are sometimes used. Torture factors into the
methodology of this type of slasher, though it is rarely
prolonged. These are killers who pass by their victims
on the street and something sets them off, or they have
a bad day at work that awakens submerged feelings of
anger and frustration, and they go looking for someone
they can take it out on.

This type of origin is common to many serial
killers; everyday guys with a steady job and good

CHARTERERTHREECEMANYSES HATSTEREDEMTNDS

standing in the community who go cruising skid
row looking for bums or runaways late at night.
These slashers often have outwardly stable, even
prosperous public lives, and depending on their
upbringing they may devote considerable effort to
keeping up appearances, even as they have to kill
more and more frequently to assuage their inner
demons. No matter how many people they teach a
lesson to, it is never enough to stifle the voice of
the abuser roaring in their head.

OccUPKTIONNL TRAUM

Some people are raised to violence, while oth-
ers have it thrust upon them. There are individuals
who are forced to make awful choices and deal with
reprehensible people day in and day out, until their
morality and ethics become worn down to nothing.
Take for example a soldier who goes off to war and
spends years fighting brutal, merciless men who can’t
be dealt with any other way than to blow up their
homes and put a bullet through their heads. After
enough explosions and enough gunshots, the act of
destruction loses its horror, and becomes a normal —
even rational — way to deal with certain problems.
Worse, their judgment on what is proportional and
what is excessive becomes skewed as well. If you're
going to kill one man, why not be thorough and hunt
down his entire family?

These slashers originate in a crucible of extreme
stress and inner tension, until finally they become so
desperate and callous that the most ruthless acts of
violence become acceptable. Hunters are especially
prone to this sort of situation, because they are con-
stantly faced with combating horrific threats without
any recourse but their own small circle of equally-
desperate peers. Their numbers are few and the mon-
sters seem to be everywhere; in a situation like that,
how far must one go in order to win the battle? A
sufficiently traumatized hunter might not stop with
killing a werewolf who had been terrorizing his city;
he might go so far as to hunt down every last member
of the werewolf’s family and friends to make sure the
curse was eradicated.

Alternately, this type of origin also crops up in
otherwise harmless individuals whom society has
pushed past the breaking point. A victim of constant
bullying as a kid finally suffers one humiliation too
many and climbs a bell tower with a sniper rifle. Or a
mild-mannered, workaholic plumbing salesman finds
himself suddenly laid off and goes on a rampage with
a blowtorch and a pipe wrench. These broken indi-
viduals usually go out in a single, epic bloodbath; oc-
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casionally, however, they embark on a cold, calculat-
ing campaign of murder, targeting specific individuals
or types of individuals to redress a real or perceived
offense. The pipe salesman may target the middle
managers of his former company, or officious middle
managers in general, sizing them up and killing them
in sometimes elaborate and even poetic ways.

Slashers created in this fashion have been broken
by the unrelenting pressures of their lives. Depending
on their personality, they either explode in an orgy of
violence or they turn inward and begin formulating
a methodical campaign of justice or revenge. These
individuals often have outwardly normal public lives,
and in most cases will try to maintain them. In fact,
many of these slashers don’t see any inherent contra-
diction between their public lives and their private
undertakings. They develop elaborate rationaliza-
tions to justify their actions, and sometimes employ
specific methods of killing their victims. Usually,
either the type of victim or the methodology is de-
rived from the slasher’s torturous logic, and can also
be very specific. A deranged hunter might stalk and
kill only vampire servants, or believe that his victims
must all be killed by fire to ensure that their souls are
cleansed. A man dying of lung cancer might dedicate
himself to hunting down lawyers for tobacco compa-
nies, or believe that it is only just that his victims die
from smoke inhalation. Such specificity also makes
them predictable, and sooner or later someone will
see a pattern and lay a trap for the killer.

ViOLENT TRAGEDY

Violence begets violence. Victims of violent
crimes, or those who have seen loved ones brutal-
ized or killed, are sometimes so tormented by their
experiences that only the spilling of more blood will
quiet their inner demons. Not unlike hunters, they
take matters into their own hands, prowling the city
streets and killing the scum that the law can’t seem
to touch. Often they lure their victims to their deaths
by inviting the attentions of would-be criminals and
performing summary executions under the pretense
of self-defense. In other cases, these slashers hunt
thugs and pimps like game hunters, staking out hous-
ing projects or skid rows and ambushing their prey
with a high-powered bullet or a flashing knife.

These slashers commit murder to regain the
sense of power and safety they believe they had be-
fore they were assaulted, or before they lost someone
they loved. They might claim they are motivated by
revenge — some might even believe it themselves, at
least for a time. But an eye for an eye is not enough.

Some of these vigilantes tell themselves that the next
victim will be the last, but the fear and the rage never
go away. Every night they drive down the darkened
streets and catch themselves studying the people they
pass along the way, judging their worth.

Most of these killers don’t see themselves as
monsters; indeed they believe themselves to be he-
roes, standing up for the helpless and redressing the
balance in favor of the innocent and the law-abiding.
But all too often their victims are chosen because
they play into the killer’s prejudices; a Black man in
a bad part of town has to be looking to rob someone,
right? Before long the need for justice is subsumed by
the need for blood, and innocent people die because
they were simply in the wrong place at the wrong
time. In some cases, victims are tortured for informa-
tion on other criminals, or simply to sate the killer’s
need to dominate his prey. For some of these slashers,
a single bullet to the victim’s head is sufficient, but
others perform sensational, ritualistic murders that
are meant to send a message to the community and
instill fear among potential victims.

Like other slashers, these killers typically lead
double lives, maintaining home and family in an
uneasy balance with their need to hunt and kill hu-
man prey. It is only a matter of time before the line
between the two begins to blur, however; the killer
might leave clues behind that lead the police — or a
dead victim’s friends — right to his own front door.

MENTNL oR PHYSICN. TLLNESS

Some people commit murder because God told
them to, or because they believed their neighbors
were gargoyles wearing the skin of human beings.
Mental illnesses such as schizophrenia create hallu-
cinations or delusions that spur violent behavior in
people. Sometimes these delusions are so persistent
and systematic that they direct the course of a per-
son’s life for months or even years, leading them on
a nightmare odyssey of murder. By the same token, a
stroke or brain tumor might create sudden and dra-
matic personality changes, spawning urges and alter-
ing perceptions in ways that incite the affected person
to commit terrible crimes. In the case of physical al-
terations to the person’s brain, these horrific murders
might seem like a perfectly rational act, while men-
tally ill individuals are unable to tell the difference
between what is real and what is fantasy. The result is
a killer without conscience, mercy or fear.

Mentally or physically ill slashers don’t kill ran-
domly; in some cases, they are not unlike hunters, see-
ing and experiencing horrors that no one else is aware
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of. As these torments increase in frequency and menace,
they become so desperate that they believe if they don’t
take action something truly terrible will happen. Maybe
they believe the man living across the hall is a monster
who plans on eating his adopted kids, or that the statue
in the lobby of their office is telling them their boss plans
to murder them. Sometimes these compulsions lead to
elaborate, ritualistic murders that speak to the killer’s
rationalization of his delusions. If he believes he’s kill-
ing demons, for example, his murders might be infused
with religious iconography or ceremony, or he could
develop ritual elements entirely his own. As their mur-
derous crusade continues and they become conditioned
to the act of murder, these killers become increasingly
divorced from reality, until the nightly hunt for victims
becomes an end unto itself.

Mentally or physically ill slashers are frequently
loners, alienated from family and friends by their bi-
zarre and dangerous behavior. This is both a strength
and a weakness; their isolation makes them difficult
to discover, and gives them greater freedom to devote
their full time and energy to their efforts. By the same
token, this isolation only accelerates the slasher’s de-
scent into madness, spurring more frequent and more
dramatic murders that further spur the efforts of the
authorities to track them down.

PHYSIchL AUTHTION

Some people are just born monstrous. Severe and
horrifying physical mutations, whether as the result
of radiation, genetic tampering or inbreeding, create
the potential for inhuman, almost bestial behavior.
Normal people become objects of envy, agents of tor-
ment, or sometimes simply prey. Isolated, often vic-
timized, these slashers are antisocial and amoral by
nature, and many suffer some degree of mental illness
or reduced intelligence. Sometimes they possess gifts
of physical strength, endurance and speed that make
them fearsome predators, and have no compunction
sating their appetites with human victims. In other
cases, they act out of a need for revenge against those
who tormented them.

These slashers often kill their victims with their
bare hands, or use simple weapons like axes, hammers
or machetes. Sometimes these predators employ cru-
el traps to capture their victims, keeping them alive
to torture or otherwise abuse them over a period of
time. Having been treated like an animal since birth,
these killers deal with other humans in bestial terms.
They might choose to keep trophies of their victims,
from masks made of sewn pieces of skin or boxes of
teeth, or even partake in cannibalism.
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Mutants are solitary creatures, unable to interact
with human society in any meaningful way. In most
cases they haunt remote or inhospitable locations, from
decaying desert towns to ruined housing projects in the
heart of a major city. In rare cases, multiple mutants
form a pack or colony of sorts, hunting as a group and
sharing in the kill. Though cunning and often more
physically capable than an average human, they don’t
have the ability of other slashers to hide in plain sight;
their survival depends on having remote or isolated
hunting grounds, or stalking prey with stealth and
guile. All it takes is one survivor of a mutant attack to
make it back to the authorities — or round up a bunch
of his heavily-armed friends — and these slashers must
either try to escape or face a bloody reckoning.

SUPERNTURN. TNFLUENCE
Urban myth and campfire 1egendtr§)0und with
tales of grisly killers who rose from the grave to re-
venge themselves against those who wronged them
— or to spill the blood of innocents to slake their
unearthly hate. And, like many legends, in the World
of Darkness these stories contain a grain of truth.

A rare few slashers are born of a pact between
a mortal and the forces of the supernatural, wheth-
er as the result of a magic ritual or a gift of holy
retribution shared by the divine. Sometimes these
killers return from the grave itself, hunting down
their victims with unnatural skill. Rarest of all are
those killers who are empowered to act as an agent
of a supernatural master, furthering their master’s
goals on Earth by eliminating rivals or offering up
a feast of human souls.

These slashers are motivated by a wide variety of
reasons to kill, from simple revenge to a basic need for
survival or the lust for power. A Satan-worshipping
ritual killer may receive his supernatural gifts in re-
turn for bloody offerings to his demonic lord, while
a man suffering from terminal cancer may sustain his
life by means of a ritual that requires him to kill inno-
cent victims. Still others might be forced to commit
murder as the result of an ill-chosen deal with the
forces of the supernatural. A man who makes a fool-
ish deal with a potent spirit to save the life of his child
may find himself required to kill a different child each
night in order to keep his own alive.

The majority of these slashers commit their
killings in a ritualistic fashion, to sustain the
supernatural gifts they possess. In other cases,
these killers must complete a set number of kill-
ings within a specific amount of time, or pursue

a specific kind of victim to fulfill the terms of
their pact. Slashers motivated by revenge have
their own list of victims in mind; although they
often won’t hesitate to spill the blood of anyone
foolish enough to cross their path.

Because of their unnatural origins, these slash-
ers almost always act alone, though some legends
persist of gangs of murderous killers who formed a
pact en masse and continue to stalk their victims
as a group. Whether operating singly or as a group,
these killers face similar challenges, all of which
involve fulfilling the demands of their supernatu-
ral pact. Some of these killers might even fight to
escape the bonds of their contract, trying to find
a way to cheat the Devil rather than take another
life. Still others might only have a limited amount
of time to achieve their goal, whether it’s a year, a
week or even a single night. The forces that bestow
such terrible gifts always do so for a price.

As powerful as these killers are, their implacable
drive and near-invulnerability often bring about their
downfall. Their stubborn resolve makes them predict-
able, and once a hunter learns a slasher’s identity he
can likely infer the killer’s next victim. But hate is
eternal, and what died once may eventually rise again
to spill the blood of an innocent.

THE KiLiiNe FIELDS

Creating a compelling story about a slasher — or
slashers — is a difficult task for any Storyteller, be-
cause unlike other stories set in the World of Dark-
ness, a slasher’s motivations are internal rather than
external. A hunter is faced with a world full of mon-
sters and dedicates himself to hunting them down,
but a slasher is the monster — it’s his inner demons
that drive the story along. The Storyteller’s role in a
slasher chronicle is to create the setting — in effect,
the hunting ground — and provide the situations
that allow the slasher to fulfill his murderous ambi-
tions, while slowly (or in some cases, swiftly) steering
the stories towards the chronicle’s ultimate end.

The nature of the setting and the cast of potential
victims that populate a slasher chronicle depend largely
on what kind of stories you and your players want to
participate in. This section describes a range of poten-
tial play experiences that are appropriate to slasher char-
acters, and it’s possible to switch between them many
times over the course of a single chronicle, depending
on the choices the players make and how the characters
change over time. Each play experience presents its own
challenges, choices, and conflicts for players to explore.



SThRNG TNTo THE ABYSS
One cannot fight monsters forever without be-
coming a monster oneself. Hunting the creatures that
lurk in the shadows and prey upon humankind thrusts
the hunters into a nightmare world of pervasive fear
and violence, slowly but surely hardening them to the
worst horrors a mortal mind can endure. After months
or even years of such an ordeal, what wouldn’t a per-
son do to make the nightmare end once and for all?

This play experience is perhaps the easiest for
a Storyteller to include a slasher into the midst of a
hunter group, or create a chronicle out of whole cloth
based on the idea of an entire team of hunters that
have lost their way and become the very thing they've
fought to destroy. These slashers believe they are he-
roes, still fighting the good fight to keep humankind
safe from the monsters and committing unspeakable
crimes in the process. Theirs is a kind of “scorched
Earth” Vigil; for them, it’s not enough to kill the were-
wolf that’s stalking homeless victims throughout the
city — they have to hunt down and kill the werewolf’s
family and friends to ensure that the monster’s taint
has been eradicated once and for all. Or their pursuit
of the monsters has transformed the characters into
callous killers with no regard for innocent life at all.
They will open fire on a crowd of bystanders to take
down a vampire on the prowl, or burn down a hospice
facility to drive out a murderous spirit that had been
stalking its residents. After witnessing so much death
and destruction, the value of human life has been lost
to these wayward souls, and the harder they fight, the
more monstrous they become.

The primary conflict that characters face in this
type of chronicle is how far they are willing to go in
their pursuit of the enemy. The degeneration is typi-
cally a gradual one, beginning with a single, difficult
choice that culminates in the shedding of innocent
blood. Then, over time, the scale of slaughter increases
as conscience fades and the hunters’ morality trans-
forms into a harsher, more extreme perspective on the
Vigil. If the chronicle is built around an entire group of
hunter/slashers, then inner conflict is bound to occur
as different members cling to their own eroding con-
sciences and perhaps try to drag themselves back from
the moral abyss yawning before them. Ultimately,
their grim campaign of slaughter will lead the killers
to a final confrontation, either with the authorities, or
another hunter group — or perhaps even with them-
selves. Will the characters die in an orgy of violence,
shooting it out with those whom they’d once sworn to
protect, or will they turn upon one another in a last-
ditch effort to stem the tide of violence?

CHARTERERTHREECEMANYSES HATSTEREDEMTNDS

This chronicle might begin like any other tier-
one Vigil, with ordinary people driven to take up arms
against the creatures of the night. Slowly, however,
as the characters are faced with difficult choices in
their battle with the monsters, they lose more of their
humanity. The challenge for you as the Storyteller is
to create conflicts that can’t be easily resolved with
a single bullet or a stake through the heart. A vam-
pire may be shielded behind layers of security and
unnatural guards — but his obsession with a particu-
lar mortal could leave him vulnerable. As far as the
hunters can tell, the mortal in question is completely
ignorant of the vampire’s interest — he or she is little
more than an innocent bystander. But if that person
were kidnapped, and placed in real peril, it might be
enough to draw the vampire out and give the hunters
the chance they need. How long can hunters cling
to the higher moral ground when their enemy out-
numbers and outguns them on a nightly basis? What
you have to do to make this kind of chronicle power-
ful and compelling is to pull no punches about the
brutal and horrific toll such tactics inflict — inno-
cent people die, lives are shattered forever — without
shying away from the fact that such tactics work. For
the first time, the hunters potentially have the upper
hand against their enemies, but at what cost? Do the
hunters limit their killings to a narrow range of vic-
tims, like the human allies or family members close
to monsters, or do they consider the deaths of a few
dozen unrelated bystanders to be worth the cost of
removing a deadly monster from the streets?

It’s worth noting that this kind of play experi-
ence isn’t necessarily limited to hunters. Any occupa-
tion or career that forces characters to make violent
choices to survive can provide the foundation for a
slasher chronicle. Police officers patrolling the worst
neighborhoods in the city might finally decide to
launch their own bloody campaign against the thugs
and lowlifes they see each night, or soldiers returning
home from a brutal and hopeless war might continue
their bloody campaign against the “enemies” they see
walking down the streets of their town. Or a gang of
petty criminals in a ruthless mob organization might
embark on a campaign to take over the streets no
matter the cost, climbing over the bodies of rivals —
and their families — in the process.

8loed FoR $looDd
The thirst for revenge lies at the heart of many
slasher tales, from the scrawny kid who grows up to

stalk his tormentors to the murder victim who rises
from the grave to bathe in his killers’ blood. This
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chronicle seems simple on the surface — the char-
acter or characters go after those who wronged them
— but the pursuit of that bloody goal is rife with the
potential for conflict. How far can one go in the pur-
suit of vengeance! When does the killing stop? The
characters may begin their quest with what they be-
lieve to be noble and just intentions, but once the
blood begins to flow it’s difficult to keep from turning
the knife on anyone who stands in their way.

This type of chronicle begins as the character or
characters suffer a terrible loss at the hands of another:
perhaps a loved one is killed in a brutal crime, or their
lives are destroyed by the machination of a ruthless
corporation or political machine. They may even be
slain themselves, perhaps betrayed by someone they
thought of as a friend or simply innocent victims caught
in the wrong place at the wrong time. The details of
this prelude are crucial, and deserve careful thought,
because they are the foundation upon which the entire
chronicle will be based. As the storyteller, you must
tailor the crime to suit the background of each char-
acter to create a motivation that resonates and drives
the slasher to commit his crimes. This play experience
benefits a great deal from close player-Storyteller inter-
action when creating each character and fleshing out
their origins, and then creating a situation that directly
attacks the things the characters hold dear. The spe-
cific crime can even be different for each character,
so long as they are linked by a common perpetrator.
A gang leader might embark on a campaign to destroy
anyone who tries to stop his control of the inner city,
murdering the sister of a local cop, blackmailing the
city District Attorney and ruining the credibility of a
hard-nosed journalist that has been covering the gang
leader’s activities. All three characters have their lives
ruined by a common foe, bringing them together in an
uneasy alliance as they seek vengeance.

The primary conflict lies in the nature of revenge
itself. The more terrible the crime, the more violent
and brutal the vengeance, but what begins as a simple
campaign to redress a terrible wrong frequently spirals
out of control. The focus of the characters’ revenge
won't sit idly by while they are being attacked; they
will strike back if they can, motivated by their own
need for vengeance, creating an ever-increasing cycle
of bloodshed as each succeeding crime demands a
more vicious response. Are innocent victims fair game
if the slasher believes their deaths will even the score
against their enemy? What about a police officer who
tries to stop the slasher from taking his revenge? Is
killing him justified in pursuit of the slasher’s higher
goal? How far can the slasher go before the reasons for

his quest are lost beneath a growing pile of corpses?
The challenge in this type of chronicle lies in pre-
senting situations that muddy the characters’ initially
straightforward pursuit of revenge. Once the blood
starts to flow, can the slashers limit their killings to
just those whom they believe deserve to die? If a gang
member murdered the slasher’s fiancée, isn’t it fitting
to find the guy’s girlfriend and cut out her heart, even
if she hates what her boyfriend has become and is try-
ing to get him out of the gang life? At what point
does the pursuit of revenge make the slasher every bit
as bad — or worse — as the person or persons who
wronged him? These sorts of questions lend them-
selves to a short, intense type of chronicle, covering
only a few days — or perhaps only a single night — of
game time before leading to its grim conclusion.

A PoUND oF FLESH

Next to revenge, the pursuit of bloody-minded
justice is one of the most seductive and dangerous
crusades a character can undertake. The world is full
of criminals who seem to exist beyond the reach of
the law, committing unspeakable acts and poisoning
their communities without fear of retribution. Some-
one has to do something before it’s too late — and if
that means cutting throats and burning down homes,
then so be it. The bastards get what they deserve.

This type of chronicle casts the slasher as a grim
vigilante, turning his murderous skills against those
whom he believes richly deserve to die. He might fo-
cus his efforts on rapists, child molesters or even other
serial killers, believing that his crimes can be excused
in the service of a greater good. But separating the
guilty from the innocent is not as simple as it seems
on the surface, and once the character decides to take
the law into his own hands he risks falling prey to
his own prejudices and striking out at those whom he
only imagines to be guilty. Soon he is nothing more
than an arbitrary executioner, killing anyone who
crosses him and calling it justice after the fact.

This play experience lends itself well to a Hunter
chronicle, illustrating the vigilante aspect of their cru-
sade against the darkness. Hunters may claim that mon-
sters exist beyond mortal laws, and to an extent they are
right, but that doesn’t change the nature of the crimes
they must often commit to protect humanity from a
greater evil. Likewise, any normal person victimized and
frustrated by the criminals that infest his community
could be driven to take matters into his own hands —
and the cruel irony is that, as his killings have a positive
impact on his neighborhood, the slasher is only encour-
aged to continue killing more victims.



But who is fit to stand in judgment over his
neighbors? What role does mercy play in the slasher’s
calculations? These are the primary conflicts that this
sort of chronicle presents. The choices become even
more muddied if more than one slasher is involved,
and disputes arise over the degree of a victim’s guilt
and the need for his or her death. Which crimes are
deemed worthy of death, and who gets to make that
decision? Should criminals have a chance to change
their ways, or is there no forgiveness for their crimes
— and how can that be turned around and applied to
the slashers themselves?

This type of chronicle can begin with the char-
acters suffering at the hands of a criminal — whether
it’s something as straightforward as a brutal mugging
or the more indirect victimization of a white-collar
crime like embezzlement or bribery, or they might
simply be immersed in an environment where crime
and corruption pervades every aspect of daily life. The
choices presented to the characters should be stark —
the only way justice will be done is if they take mat-
ters into their own hands and make the guilty suffer.
And that first victim leads the characters to a host of
tantalizing possibilities. Why stop with just one petty
thug or smirking executive? What kind of difference
might they make if they went after every one of the
thieves and killers that plagued their communities?

Of course, the implication is that sooner or later
the slashers will run out of criminals, and then they
can go back to their normal lives, but that never quite
happens. The slashers kill and kill and kill, but it’s
never enough. And the more daunting their task be-
comes, the more the characters are driven to up the
ante and kill even more. Soon they have become a
force of terror and violence every bit as dangerous as
the thugs they swore to stop, and the slashers find
themselves faced with another band of vigilantes de-
termined to make them pay for their crimes.

THE COMPANY MAN
Some slashers are born killers, while others are
made that way — whether by society or by an insti-
tution that has need of expert, cold-hearted killers.
This type of chronicle presents a different perspec-
tive on the notion of professional killers as essentially
slashers-for-hire; these are men and women who have
been trained to kill quickly, efficiently, and without
remorse, regardless of who their target might be. The
problem, of course, arises when these slashers lose their
last shreds of humanity and begin taking the lives of
anyone and everyone who crosses them — including
the very people who created them in the first place.

CHARTERERTHREECEMANYSES HATSTEREDEMTNDS

This play experience is a kind of hybrid that pres-
ents external and internal conflicts for a slasher charac-
ter to deal with. As professional killers, the characters
don’t get to choose their victims; sometimes the tar-
gets may seem entirely deserving of death, while other
times they may be completely innocent, like the young
daughter of a judge to whom their superiors want to
send a message. Each death eats away at the characters’
moral centers and conditions them to cold-hearted,
impersonal violence, until sooner or later they become
too dangerous and unpredictable for even their em-
ployers to trust. The hunter then becomes the hunted,
and the slashers must turn their skills against the men
and women they once knew as friends.

The primary conflict of this type of play experi-
ence is the struggle to maintain one’s humanity in
the service of a grim and merciless cause. The charac-
ters may begin their careers believing that what they
are doing is just, whether they are specialists work-
ing for a government organization like the CIA or
a hunter compact like The Long Night, or even as a
mob hitman who sees himself as a soldier fighting the
enemies of his gang. But as time passes, the characters
are faced with targets that violate their principles and
careful rationalizations. What happens then? The or-
ganization they work for is no stranger to violence,
and won’t hesitate to punish disobedience by going
after the characters’ loved ones. How long can they
continue to ignore their own conscience and com-
mit terrible murders before they can take no more?
Eventually, these killers arrive at a grim crossroads:
they must either rebel against their masters to main-
tain what little humanity they have left, or else they
surrender themselves completely to their job and be-
come cold-hearted killing machines the organization
fears to trust. The tension between the characters and
their superiors builds to a climactic confrontation
that will destroy one or both of them before it’s over.

This sort of play experience plays well with hunt-
er characters, and can easily cross the lines between
other play experiences as well. Motifs of revenge, jus-
tice, and monstrosity play into this kind of chronicle
very well, and can play out over the course of numer-
ous stories. It’s possible to start with a Hunter chroni-
cle, cross over into a slasher chronicle and then come
full circle again as the characters realize what they
have become and dedicate themselves to bringing
down the organization that recruited them.

UPoN A PALE HORSE
The path to power is often paved with the bones
of the innocent, especially where the forces of the su-
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pernatural are concerned. This type of slasher chronicle
focuses on a kind of Faustian bargain between the slash-
ers and an otherworldly force that grants them awesome
power in return for human sacrifices. The characters may
be ritual magicians who have entered into a pact with a
demon or other malevolent spirit, or they may be young
clergymen who have sworn to bring Old Testament judg-
ment upon the wicked. They may believe they are acting
in the service of a greater good, but the fact remains that
for them to continue their crusade, someone has to die —
and they may or may not have a say in who those victims
turn out to be.

The primary conflict in this play experience lies in
the temptations of power and its ability to corrupt even
the noblest of intentions. What acts can be justified in
the pursuit of ostensibly noble ends — or what degree of
power can excuse the most terrible crimes? Conversely,
the character may know exactly what he’s getting himself
into, pledging himself to a malevolent entity and eagerly
seeking out sacrificial victims to please his infernal lord.
In such a chronicle, the conflict becomes one borne of
greed and the degree to which the lust for power tempts
even the strongest souls to destruction. Because no mat-
ter how many victims the slasher offers to his master, it is
never enough. The more souls it receives, the greater and
more refined its appetites become — and the more tempt-
ing gifts it offers in return. How far is the character will-
ing to tread along the precipice in search of more power?

This type of play experience works well with a Hunt-
er chronicle, and needn’t necessarily draw upon a super-
natural origin for the hunter/slasher’s power. An opera-
tive of Task Force: VALKYRIE or the Cheiron Group,
for example, may be fitted with surgical implants or other
physical augmentations that provide superhuman ability,
but insinuate homicidal urges into the bearer’s subcon-
scious. These urges might even manifest themselves as
vivid hallucinations, giving the character the impression
he is being contacted by an otherworldly spirit, but in fact
is suffering from a severe form of psychosis.

In the end, the spirit and its gifts drive the slasher
to destruction, as his increasingly frequent and shocking
murders draws the attention of hunters, vigilantes or lo-
cal authorities. But even then, the pact made between
human and spirit may even transcend death itself, spawn-
ing a cycle of death and rebirth that may continue for

decades to come.
THE SLAUGHTERHOUSE

Most slasher stories focus on the struggle between the
waning humanity of a slasher and the urge to kill that drives
him on. He takes the lives of the innocent and the not-so-
innocent in search of revenge, or justice, or power.



Sometimes, however, your players might not care
about conflicting urges and homicidal angst. They
may just want to create a slasher and go on a rampage
through a summer camp just for the hell of it. This type
of play experience boils down the slasher story to its
most basic elements: a killer on the hunt in a closed
environment with a collection of mostly helpless,
mostly clueless victims. It’s not the sort of experience
that lends itself to a long and drawn-out chronicle, but
can work as a quick, intense story that condenses the
slasher’s arc into a cinematic three-act structure. As
the Storyteller, you set the stage and narrate the slash-
er’s prelude, introduce the victims a bit at a time as the
slasher begins to stalk his prey, and then as the killings
begin, you guide the story to a suitably violent and dra-
matic conclusion. This kind of play experience is more
of a cat-and-mouse game between the slasher and his
victims; as the deaths mount the survivors become
more aware and more organized against the danger in
their midst, until they are finally able to confront the
slasher and bring about his defeat.

DRAWN To THE FLIWE

No matter how cunning or deadly a slasher is, his mur-
derous career cannot last forever. Once the killings begin
the clock starts ticking, and the odds slowly but steadily
mount against him as the authorities and ordinary citi-
zens start to take notice of the strange disappearances or
gruesome murders being committed in their midst. Soon-
er or later the killer stands revealed — indeed, one could
argue that this is the entire point of the slasher’s story. His
elaborate and terrible crimes must be made known, or else
they become meaningless. Though his reign of terror is
eventually brought to an end, his murders exist as a testa-
ment to his depraved vision, leaving an indelible mark on
society for generations to come.

From the very beginning of a slasher chronicle,
you should have some idea of how it will eventually
end. The slasher might ultimately meet his death in
a fiery confrontation with the police or local hunters,
or he might complete his murderous quest for revenge
and return to the grave from whence he came. The
following are some possible ways for a slasher chron-
icle to come to a conclusion. Although the ending
for a chronicle shouldn’t necessarily be set in stone,
it’s good to have a number of possibilities in mind as
the chronicle progresses and the characters are trans-
formed by the choices they make along the way.

TENPTING FTE
Most serial killers enjoy the game of cat-and-mouse
with the police and their victims. They enjoy the feel-

CHARTERERTHREECEMANYSES HATSTEREDEMTNDS

ing of power they get as they demonstrate their ability
to stalk and kill their prey at will. The thrill of getting
away with murder time and time again tempts slashers
to create increasingly elaborate and dramatic crimes.
They may leave their victims posed with clues that
point to the slasher’s next victim, or provide cryptic
hints about their true identity. They may send mani-
festos to the local papers, or send messages directly to
the detectives assigned to work the case. Sooner or lat-
er, someone comes along who is smart enough or lucky
enough to solve the riddle, culminating in a dramatic
and often fatal confrontation.

This is one of the most likely outcomes for a
slasher chronicle, and focuses on the battle of wits
between the killer and his adversaries. The charac-
ter doesn’t have to deliberately taunt the authori-
ties; as the disappearances or the killings mount,
the police or other investigators will waste no
time trying to hunt the slasher down. Each mur-
der increases the stakes and adds to the tension as
more resources are devoted to the hunt. Over time,
the pursuers become prominent characters in the
chronicle, acting as the slasher’s nemeses. How
long can the killer continue to push his luck and
outwit his pursuers? He might turn the tables on
the forces hunting him from time to time, but for
every pursuer who dies, the rest only grow more ca-
pable and more determined, until one finally man-
ages to bring the killer down.

TORCHES D PTCHFORKS

Sometimes a slasher picks an isolated locale as
his hunting ground: a summer camp, a mental hospi-
tal or an island resort — someplace so far away from
law enforcement that help won’t arrive in time to
save his intended victims. That leaves the victims
themselves to somehow find a way to turn the tables
on their tormentor and stop him before their luck
runs out. The process is ruthlessly Darwinian — the
stupid and the careless typically die first, leaving the
smarter (or luckier) victims to try and figure out what
is happening and take steps to defend themselves. As
the number of victims dwindle the challenge for the
slasher increases, as his quarry becomes increasing-
ly paranoid and determined to survive. By the time
there are only a handful of survivors left, they have
likely banded together and armed themselves as best
they can, turning the hunt into a final confrontation
that ultimately leads to the slasher’s demise.

Alternately, a slasher may choose to prey upon a
specific locale or a set of victims — a ghetto neigh-
borhood in a crime-ridden city, a specific group of
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monsters or a particular human gang —
until ultimately the survivors are forced
to band together and hunt the killer down
while they still can. Former hunters turned
slashers might find themselves stalked by
their one-time comrades, or the terrorized
populace may form a vigilante mob and
tear the neighborhood apart in search of
the killers in their midst. Sometimes the
slasher finds himself betrayed to the mob
by a friend or loved one who stumbles onto
the character’s grisly chamber of horrors,
bringing a swift and dramatic end to the
slasher’s reign of terror.

A SHORT SENSON oN ENRTH
Under certain circumstances, a slasher’s
killing spree already has a preprogrammed
end: the All Hallows Strangler only strikes
on the day after Halloween, for example,
or the vengeful revenant must return to the
grave once again after the five men who killed him
have paid for their crimes. This kind of ending works
best for supernatural killers, and is a good way to focus
the action of a short, intense slasher tale. Alternately,
the slasher may be suffering from a terminal illness,
and he must complete as much of his grand work as he
can before the Reaper comes to claim him. This adds
an interesting degree of tension to a slasher chronicle,
because the character’s demise could happen at liter-
ally any time, regardless of how much he has or hasn’t
accomplished. The uncertainty can drive the action
of the chronicle and influence a character’s choices
in dramatic and interesting ways. It can also create a
framework for a cyclical sort of slasher chronicle; the
All Hallows Strangler disappears as dawn breaks, only
to return again the following year as a new person is
possessed by the killer’s spirit.

A KIND oF REDENPTiON
[s it possible for a slashegf realize the enormity
of his crimes and seek a form of redemption or atone-
ment before he dies? Possibly his actions result in the
death of a loved one, or a loved one’s discovery of his
crimes forces the slasher to see himselffor what he truly
is. Perhaps this terrible realization leads the slasher to
take his own life, or possibly he turns upon his murder-
ous compatriots and destroys them in an apocalyptic
showdown. Or possibly he seeks a more lasting form
of atonement, pitting his deadly skills against other
slashers for as long as he can before one of them fi-
nally ends his life. This book focuses partially on how

hunt-
ers can
cross the
line and be-

come slashers themselves — perhaps the same can
occur in reverse, as a slasher turns his murderous urg-
es to pursuing a Vigil of his own against monsters far
more terrible than himself?

Another option might be for the slasher to sim-
ply put away his knives and try to return to the life
he once led, determined to never surrender to the
whisper of his inner demons ever again. Can he mas-
ter the urges that once drove him to spill innocent
blood, or will he become a ticking bomb, ready to
explode once more into a murderous frenzy?

PrSSING THE KNIFE

Most slashers know on some level that they can’t
go on killing forever. It’s only a matter of time be-
fore their luck runs out and they find themselves sur-
rounded by police. And so they begin searching for
someone who can take up the mantle once they've
gone — a worthy successor to their bloodstained leg-
acy. It might be a relative, or a loved one, or even a
total stranger; for whatever reason, the slasher sees in
them the potential to follow in the killer’s footsteps,
whether the would-be successor realizes it or not.
In most cases, the slasher manipulates his chosen



“heir”, convincing him that he is capable of murder.
Sometimes that requires tormenting the would-be
successor until he takes the life of the slasher himself,
providing the killer with a necessary end and pass-
ing the murderous curse onto the next generation.
A supernaturally-created slasher might search for a
new recipient for his paranormal gifts, exposing him
gradually to unnatural phenomena to make him more
receptive to the slasher’s patron. Or on a more mun-
dane level, the killer may take an apprentice of sorts,
choosing a likely subject to hunt alongside him until
such time as the slasher judges him ready — and then
challenging him to a lethal test of his abilities, where

the winner lives to kill another day.

by Matt McFarland

Any role-playing game system that purports to repre-
sent morality is asking for trouble. But in certain genres,
it's necessary. The World of Darkness incorporates themes
of forbidden occult truths and taking actions that might
lead to power or knowledge, but might just as easily lead
to damnation. At the same time, the World of Darkness
also includes the notion that as a character delves deeper
into the supernatural, he loses his connection with the
“normal” world. All of these themes and assumptions go
into the presentation of Morality.

Morality is, perhaps, ill-named. Yes, one can lose
Morality by performing acts that are immoral, but at the
highest levels, one can also lose Morality by thinking
“selfish thoughts.” And that begs the question — if self-
ish thoughts, a victimless crime if ever there was one,
are enough to lower the Morality score, then surely per-
spective informs Morality just a bit? And if that’s true,
then is Morality really objective? If not, shouldn’t every
character have his or her own hierarchy of sins?

The Devil’s in the details, as usual. Morality
changes forms when a human being becomes a su-
pernatural creature. Vampires have to be concerned
about their Humanity, but it’s something they have
to retain, rather than attain, which is what the ever-
hopeful Prometheans try to do. Werewolves don’t
give a collective fig about humanity, but they must
stay in Harmony with their own natures, lest they
lose the ability to reason and become nothing more
than especially violent spirits. And so on. Hunters
are human, no matter how many weird weapons they
slap on or supernatural organs they have implanted,
and so they retain basic Morality. But as the Hunter:
The Vigil book indicates, Morality can change. The
Code means that what is a sin for most people might
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stop being a sin for hunters, and what is a quaint or
slightly disturbing religious precept for most people
might be a real moral concern.

This is, perhaps, worrisome for Storytellers. The
Morality system is in place for thematic reasons, but
let’s be realistic: it’s also in place so that internal and
immediate consequences exist for people acting like
psychopaths in a chronicle. Yes, your character can
gun down a room full of battered women, but he’ll al-
most assuredly lose Morality and probably gain a de-
rangement or two out of it. That doesn’t render him
unplayable, just a little less functional. Players occa-
sionally voice complaints about this system, saying
that the Morality system doesn’t “allow” them to play
their characters in the way they’d like, but that’s not
really true, is it? You can play a character however
you want, just know that everything gets a reaction,
even if the reaction is internal. And it’s not like you
want to play a serial killer, right?

Except... here we are in a book that tells you how
to play serial killers.

I'm not going to tell you that playing slashers is
right or wrong, and I’'m not giving you advice on do-
ing it (that'’s a different essay, above). All I'm going to
consider here is Morality, what it means to hunters,
what it means to slashers, and whether every slasher

must be a Morality O freak.
HORALTY 0

Considering a slasher to be a Morality O character
works just fine, for the most part. From the World of
Darkness Rulebook, p. 92: “If a character descends
so far that her Morality drops to zero, she can no lon-
ger be played in any meaningful way. She becomes a
true monster, inflicting pain and suffering on every-
one around her without the slightest hint of remorse
and no hope of redemption. At that point control of
the character passes to the Storyteller.”

Sounds like a slasher, doesn’t it? A hunter that
loses all Morality can be converted directly over to
the slasher template, adding an Undertaking and the
accompanying traits, with no real problem. Whether
that means the character is unsuitable for play is up to
the troupe — again, that’s a different essay.

Note that losing Morality doesn’t carry any in-
herent dangers or penalties beyond the chance for
derangements, at least for mortals (vampires, were-
wolves, changelings and other creatures do suffer cer-
tain penalties as Morality falls). That means it’s en-
tirely possible for a careful and lucky person — hunters
included — to drop all the way to Morality O without
anyone noticing they’re going crazy. After all, the roll



to avoid a derangement is separate from the one to
lose Morality, and until a character drops below Mo-
rality 4, the odds are still on the player’s side to avoid
a derangement.

A few powers and effects exist that play off of
a character’s Morality rating (the Exorcism Tactic,
for instance, requires a certain level of Morality),
but about the only time Morality is ever used as
a dice pool is following a failed degeneration roll,
which of course doesn’t apply if one’s Morality rat-
ing is zero.

THE SLIDE DOWN Te NeTHNG

Of course, since no unavoidable mechanical ef-
fects are associated with the slope to Morality 0, it’s
incumbent upon the player to portray this descent.
Some suggestions:

¢ Change your character’s mannerisms. Stare
a little too long at your conversational partner,
tap your teeth, crack your knuckles — the in-
tent here isn’t to be creepy, necessarily, but just
to show that things are changing. If you're play-
ing online or just don’t want to act such things
out, describe them. Don’t stress the fact that
they haven’t happened before, just make the
statement and see if other folks catch on (you
might want to inform your Storyteller about
what you're doing, though).

e Behave dispassionately about subjects that
would normally get people’s blood up. Some
people talk a good game about how “people
should die,” or spout other such misanthropic
sentiments, but mostly folks like that are crying
out for attention. The people who really don’t
care one way or another about others don’t say
much, and they don’t get upset or emotional
in situations where other folks come to pieces.
Other people might think your character is
just hardened or well-composed when a fellow
hunter gets a leg bitten off and your character
just robotically performs his role in the Tactic.
The truth is, your character is losing the ability
to feel what normal people feel, and that in-
cludes fear.

e Have some moments of clarity. These are espe-
cially appropriate after losing a dot of Morality but
not getting a derangement. Your character sudden-
ly becomes aware that things that once would have
made him uncomfortable or even outraged just
don’t matter, and that revelation might make him
feel sad, angry, guilty or even liberated. This kind
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of epiphany, however, makes for a superb Learning
Curve experience point (see p. 217 of the World of

Darkness Rulebook).
THE coDk

Another way to represent slashers within a
Hunter game is by considering them to be hunters
who have replaced some major “sins” on the Morality
scale. Specifically, the “mass murder” sin no longer
seems to apply, and “premeditated violence” certain-
ly isn’t any cause for alarm for such characters.

The Appendix to Hunter explains the game sys-
tems for the Code, as well as concepts like Trigger
Points and Tells. We do need to put these terms in a

slasher perspective, however.
SWiTCHiNG SINS

Hunters have the capacity to switch out the sins
on the Morality scale following dramatic challenges to
the moral precepts behind those sins (that is, Trigger
Points). The reason that hunters have the opportuni-
ty to do this is because of their commitment to — or
obsession with — the Vigil. What, then, could make
a hunter’s Code change so drastically as to propel a per-
son dedicated to protecting humanity from supernatural
beings to slaughtering those he once safeguarded?

The fundamental assumption there, of course, is
that the hunter was ever interested in protecting any-
one. Some policemen uphold the law, and some are just
bullies with guns and sticks. Some soldiers fight for the
values of their country and some just want to shoot peo-
ple. (Remove violence from the equation and the prin-
ciple still holds up: some teachers truly want to enrich
their students’ lives, and some just want summers off.)

Some hunters channel murderous impulses into
disposing of supernatural beings. These are the sorts
of hunters that don’t care about collateral damage, but
are very conscientious of witnesses. These hunters feel
a thrill when killing, no matter who or what the victim,
and over time, their Morality shifts. It’s not impossible,
in fact, for the same sin to change twice.

Example: A hunter of the Aegis Kai Doru
specializes in killing mages from a distance, normally
with a sniper rifle, and cleaning up the bodies quickly so
as not to draw too much attention. This is most certainly
“planmed crime,” a sin at Mordlity 3 (arguably, it could
be “casual crime,” but for the moment we’ll consider it
a level 3 sin). After a suitable Trigger Point, he remowves
“planned murder” from the hierarchy of sins and replaces
it with “badly executed murder.” He risks Morality, not
from killing, but from killing in a sloppy and haphazard
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fashion. As he progresses as a killer, he loses his
inhibitions about killing non-mages. He starts targeting
associates of mages, then people who study magic,

and finally begins killing people with no supernatural
connection at all. He works up elaborate reasons for
why these people should die, however, and his murders
are always swift, clean and virtually unnoticed. He

has become a slasher (probably of the Avenger or even
Genius Undertaking) , and his “badly executed murder”
sin changes to “killing randomly.”

Changes to the Code that lead to a hunter be-
coming a slasher can occur at any point on the Moral-
ity scale, but are usually limited to the one-to-four dot
range. This is mostly because any hunter in danger of
becoming a slasher isn’t likely to stay above four dots for
very long, anyway. But the other reason is that Morality
at higher levels is too complex for slashers, or at least
too complex to be meaningful. Consider: at Morality
9, a person risks Morality loss for “minor selfish acts.”
The example given on p. 91 of the World of Darkness
Rulebook is “withholding charity.” But think about
what kind of relationship with the world that person
must have in order to risk his view of it and his ability
to deal with it diminishing, even a tiny bit, if he with-
holds something that he could give away but has every
right to keep. This mindset requires that the person be
aware of the rest of the world and the people in it to a
great degree, and it might require that the character give
to charity for the right reasons. That is, if the character
donates money but does so in order to see his name at
the top of the benefactor list, why is the character really
donating the money? Is this act of charity, then, a self-
ish act? (A more consequentialist view, in which more
importance is placed on the fact that the money is being
donated at all rather than the subtle reasons behind it,
is just as valid.)

But the slasher is incapable of this kind of rea-
soning. Rather, he might be able to appreciate it if
it’s brought to his attention, but slashers don’t look
out at the world and see other beings like themselves.
They see creatures, animals, objects, automatons or
pawns. As such, the question of why they are delib-
erately improving the lives of other people and what
reflection that act has on them is leaps and bounds
beyond their level of interaction with their environ-
ment. Their level is more appropriately concerned
with differences between murder and manslaughter,
self-defense and planned crime, and torture for fun
versus torture to extract life-saving information. Put
another way, the Code of a slasher is best represented
by the following two questions: Whom can I kill? Un-
der what circumstances can I kill?
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What advantage does a slasher with a
few points of Morality (because of the Code)
have over a Morality O slasher? In game
terms, not much. It could even be argued that
since a hunter with a Morality rating could
conceivably gain derangements as part of
degeneration, whereas a Morality O hunter
does not, a Morality O hunter has a mechan-
ical advantage over a Code-based slasher. Of
course, having a Code means that some of
the sins on the Morality scale no longer ap-
ply to slashers, meaning that their Morality
can remain fixed rather than continuing to
fall. Likewise, gaining Tells over derange-
ments is advantageous because Tells only
apply to the hunt. The Code can therefore
keep a slasher capable of social functionality,
provided he doesn’t devolve further (and of
course, most slashers do). Obviously, some
Undertakings are better suited to this than
others. Brutes are much less likely to have
Morality ratings than, say, Avengers, who kill
because of ideology. A Freak that still genuinely
wants to be part of the world, even if it makes him

horribly bitter to try, probably has a dot or two of

Morality remaining. If you're playing a slasher, Mo-
rality can therefore be the gauge by which you can
judge your character’s last shreds of humanity — still
assuredly shreds, of course, but enough to form a few
bonds of attachment. It might be interesting, after
all, to play the Charmer who spends a few minutes
pleasantly chatting with a little girl, and gives her
a few dollars for ice cream... just before he slips a
knife between her father’s ribs for being enslaved to
a vampire. Was the conversation just for show? Just
to satisfy his own perversion? To get her out of the
way? Or does he just miss his niece, the one that died
under a vampire’s fangs some years back?

If you would like a more concrete benefit for
slashers who keep a Code rather than slipping to Mo-
rality O, consider one of the following. All of these
are optional, of course, and it’s probably better to
pick one than use them all, but obviously you should
do what works for your chronicle.

e Virtue and Vice invert. The slasher with a
Code can regain all Willpower by acting within
his Vice (once per session), and regain one point
of Willpower for acting within his Virtue once
per scene.

e Hunters with no Morality are unable to risk
Willpower. They might be obsessed, but their ob-

ses-
sion
for the
Vigil has
been muddled by their obsession with killing to
the point that they can’t focus to the same de-
gree anymore.

® Whenever a slasher uses a Talent that involves
non-violent interaction with a normal person
(not a supernatural being), the player can spend
a Willpower point and add the slasher’s Moral-
ity to the roll. If the slasher’s Morality has fallen
below 3, the player can choose to spend a Will-
power point for the normal +3 bonus or add the
Morality rating at no cost, but not both.

TRiGGER POINTS

The path to a change in Morality is marked by
Trigger Points, events that shift a hunter’s perspec-
tive and comfort zones until what was once abhor-
rent is now unimportant. In order for a hunter to
become a slasher, these Trigger Points must change
the hunter’s view of murder in all its forms, from ac-
cidental manslaughter right down to serial killing.
While every hunter’s descent into bloody madness
is unique, below are some general guidelines for what
kinds of Trigger Points might be appropriate.



¢ Accidental Killing: Obviously, it’s possible for
an accidental death to be collateral damage. The
hunter, in his attempts to bring low a supernatu-
ral creature, detonates a bomb too soon or releas-
es a spray of bullets into a room containing in-
habitants other than the target. It’s also possible,
though, that the target of the hunt is the victim of
an accidental death. A hunter working for Net-
work O or Null Mysteriis in particular might have
only been trying to study a vampire while driving
it into the sun, or take a few photos of a mage in
action, distracting her at a critical moment. The
take-home message for slashers in accidental kill-
ing is how easy it is to kill, how fragile people (or
even supernatural beings) are, and the precision
necessary to make sure not just that someone
dies, but that someone specific dies.

Another possibility with resonance for burgeon-
ing slashers is the accidental death of a fellow
hunter. This might happen in the heat of battle,
or it might be the result of improper planning.
A hunter swings his ax, aiming for the monster’s
fingers as part of the Cripple Claws Tactic, and
instead bashes in his brother’s head. The hunter
pulls the trigger on his newly acquired automat-
ic rifle but is unprepared for the kick, and two
members of his cell die along with the target.
The bomb was only supposed to blow the door
off the hinges, but the charge was too strong and
the shaping was improperly set, and the hunter
placing the bomb disappears into a thick red and
black spray. Any of these accidents serve to show
the slasher that no one is exempt from the rav-
ages of bad luck or stupidity.

Accidental killing is a Morality 4 sin. A Trigger
Point such as the ones described above might
shift “accidental murder” to one of the following:
Field test all weapons before use. Never engage
in Tactics where others are at risk. Never use
weapons that inflict lethal damage where non-
supernatural targets are involved. Incompetence
must be expiated in blood.

¢ Impassioned Killing: The hunter might not
have meant for anyone to die, but he was cer-
tainly pointing the gun at the target when he
pulled the trigger. Impassioned killing is un-
comfortably easy for hunter cells. They are usu-
ally scared, angry and well-armed. Many hunt-
ers are also sleep-deprived, paranoid and dosing
on stimulants, which makes them jumpy. Add
these factors together, and it’s easy to see how
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what started off as a simple reconnaissance mis-
sion turned into a bloodbath.

Impassioned killing, though, has a sense of jus-
tification about it. It happens when the hunter’s
emotions get the better of him, and that fear, an-
ger or righteousness leads to a split second’s worth
of action. Impassioned killing is most commonly
practiced against monsters that are already inca-
pacitated, and heavily armed and mandated or-
ganizations like Task Force: VALKRYIE and the
Long Night are probably guilty of it most often.

A Trigger Point might come about with an im-
passioned killing when the hunter kills for the
first time. A hunter taking up the Vigil for ide-
ology is actually less likely to kill in passion (he
might be doing God’s good work, but blasphemy
doesn’t hold a candle to revenge as a motivator),
but if the hunter took up arms to avenge or, better
yet, protect his family, having a monster dead to
rights is probably too great a temptation. Yes, this
particular vampire might never have killed any-
one, but he will. The werewolf currently bound
in the net is trying to talk his way free, but once
he does, it'll be all fangs and fury again. And why
does witch’s eye keep twitching?

The disconnection between slasher and normal
person grows with Trigger Points for impassioned
killing. They become capable of arousing pas-
sion over offenses that barely register to their
(comparatively) sane comrades, and they remain
dispassionate over issues that drive their fellows
wild with rage. After all, the monster that attacks
and eviscerates another hunter is just defending
his home. No reason to get angry over that. But
the monster that makes his home on a rooftop,
looking down on all the decent people? How dare
he sit up there in judgment of the real people!

Likewise, a slasher in the making is likely to form
Trigger Points around the impassioned murder of
still-human servants, contacts or even employees
of supernatural beings. A vampire’s blood-slave
is, for all intents and purposes, a monster himself,
but the younger sister of a werewolf; an occult
researcher writing a book on golems; even an
overly ambitious neo-pagan trying to summon up
elemental spirits? These people might be useful
sources of information, but to a slasher, they are
consorting with the enemy.

Impassioned murder is a Morality 4 sin. A Trig-
ger Point for a slasher might result in a shift from



“impassioned killing” to one of the following:
thou shall not suffer a witch to live; service to
the enemy is enemy action; and ignorance is no
excuse. Emotion is a tool of the enemy, and its
expression is weakness. Emotion is strength, and
repressing is foolish.

¢ Premeditated Killing: The bread and butter
of the slasher, premeditated murder is something
that every cell knows it might need to confront at
some point. After all, what is the point of the Vigil
if not to protect humanity? And if protecting hu-
manity is the goal, eventually a monster needs to
die, because incarceration isn’t always an option.
Even the organizations with supposedly mercenary
goals (such as the Cheiron Group) must confront
the fact that a creature — a creature that looks
completely human — might have to die so that
they can achieve those goals.

Premeditated murder is much easier in the ab-
stract planning phase; ask anyone who’s ever
played a murder-simulator video game or enjoyed
a film like Munich. Until it’s time to pull the
trigger, it’s just a puzzle to be solved, a logisti-
cal problem to be unwound, and a lot of people
like that kind of thing. But when the deed the
done, the bloodstains are fresh on the hunters’
hands and the cell is regrouping and licking its
collective wounds, the hunter reflects back on
the planning phase and thinks, “I enjoyed parts
of that experience — what does that make me?”
A hunter who is asking that question, to put this
in the context of Morality, probably didn’t lose a
dot of Morality during the fight. He recognizes
that enjoying part of the process is disturbing, but
that he still participated in a murder. The truth
of that is uncomfortable, but in that discomfort is
an affirmation of the hunter’s humanity.

The slasher or slasher-to-be, however, reflects
only on the concept-execution and how inter-
esting it was, and looks forward to perfecting the
process later. Or, if the slasher wasn’t really in on
the planning stages but is just the muscle used to
swing the ax, then he has no way to differentiate
between the logistics and physical act. For him,
the “job well done” was the murder, and the re-
inforcement he receives comes from that act. It’s
not hard to see how it could become addictive,
especially since the rest of his cell sees it as a good
thing.

A Trigger Point might occur for premeditated
killing if the character is praised often and sin-

TELLS

cerely for doing it. Likewise, a murder that was
poorly planned and performed might act as a
Trigger Point, particularly if the slasher suggested
modifications that were, perhaps, too intense for
the other members of the cell to consider. A Tac-
tic such as Dentistry, Staking or Controlled Im-
molation might have gruesome enough results to
act as a Trigger Point by itself. Hunting down a
human being who needs to be silenced might also
be a good Trigger Point for a slasher.

A slasher might exchange “premeditated mur-
der” (a Morality 3 sin) for one of the following
sins: never kill without approval from a higher
authority; never kill with bare hands; never kill
someone without at least a day of preparing (ei-
ther planning or spiritual preparation, or both).

TELS

Hunter: The Vigil lists a few sample Tells for use
with the Code system of Morality. Of those, the Sa-
dism and Overkill Tells are probably the most appro-
priate for slashers in general, though none of the ones
listed are inappropriate. Below are a few more Tells
that are especially suitable for slasher characters:

® Weapon Fetish: The character forms a relation-
ship with his favorite weapon that just isn’t healthy.
The slasher refuses to kill with any weapon other
than his favorite. At higher levels of Morality (4-
5), the character just obsesses over a certain type
of weapon — knives, pistols, baseball bats, etc. As
Morality drops (2-3), the tastes become more spe-
cific. Only a machete, a revolver, or a wooden bat
will do. Finally, at Morality 1 or O, the character
has to use his own personal weapon. “Bare hands”
is always a viable choice.

If an appropriate weapon isn’t available, the char-
acter can still fight and kill, but suffers a -2 to all
combat rolls from distaste for the tools at hand. In
addition, the normal weapon bonus for the object
is reduced by one, so a handgun that normally in-
flicts 3L damage only adds two dice to the attack
roll (this cannot reduce the weapon bonus below
zero, however). If the character suffers from the
most extreme version of this Tell — he has one
special weapon that he always uses — destroy-
ing that weapon might well drive him mad. If his
weapon breaks or is lost, the player immediately
rolls the character’s Resolve + Composure. If this
roll fails, the character immediately either attacks
the one responsible for the weapon’s destruction
or flees the area in horror.



e Trophies: Similar to Calling Card, this Tell im-
pels the character to remove something from his
victims. As grotesque as that sounds, the trophy
doesn’t have to be a body part. It might be a piece
of jewelry, a scrap of fabric from a shirt or even a
certain type of possession. The slasher must keep
these trophies somewhere close by, so that he can
look at and fondle them between hunts. Some
slashers throw their trophies into a big box, some
obsessively label them and preserve them. If the
slasher is forced to conclude a murder without
taking a trophy, he suffers a —3 on all rolls for the
rest of the day. If he can return to the scene and
obtain a trophy, this penalty goes away.

® Warnings: The slasher might want to give his
victims a sporting chance, but more likely he just
wants to terrify them before the killing stroke.
When the slasher chooses a target, the player
rolls Resolve + Composure. If this roll fails, the
slasher must warn the target in some way. For a
minor version of this Tell, the warning can be
obtuse or can immediately precede the attack
(that is, the character can’t surprise the target,
but can wait until she’s alone and helpless before
attacking). For a severe version, the slasher must
spend at least a few days toying with the target,
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leaving notes, murdering pets, making threaten-
ing calls and the like before finally striking. This,
of course, gives the target time to prepare.

¢ Cannibalism: Like Sexual Deviance (p. 333
of Hunter: The Vigil), this isn’t for the faint of
heart. The slasher isn’t satisfied with killing his
victims. He feels he needs to consume their flesh
as well.

The particulars of the cannibalism vary from
slasher to slasher. Some just dig right in, con-
suming handfuls of raw meat. Some chop out
the choice bits and cook them with appropriate
spices and accompanying wine, and some eat se-
lected organs in elaborate, spiritual ceremonies.
The motive for the cannibalism likewise varies.
One slasher might have been raised on human
meat and is now addicted. Another believes that
by eating the flesh of his enemies, he gains cour-
age, strength or insight into that enemy’s life.
And some slashers just enjoy the taste.

Not every victim is an appropriate target for the
slasher’s gustatory habits. Some slashers still pur-
suing the Vigil only eat the flesh of supernatural
beings. After all, such creatures aren’t human, so
eating them isn’t really cannibalism. Other slash-
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ers feel that eating the bodies of unholy beings
would taint them, but that eating the corpses of
their human kills is perfectly all right.

When the slasher claims an appropriate victim,
the player rolls Resolve + Composure. If the roll
fails, the character needs to indulge his hunger,
either by slicing away a piece to eat later or dig-
ging right in. If the character has a more severe
version of this Tell, apply a negative modifier to
the roll equal to the number of days since the
character last feasted. If this results in a chance
dice, a dramatic failure means that the charac-
ter feasts right then and there, no matter who’s
watching, consequences be damned.

VOR(T

by Chuck Wendig

Watch enough slasher films, and you start to
realize it’s a genre all unto itself. It’s a horror film,
sure, but it’s a certain kind of horror film. It has its
own gory bits, its own precise cuts and incisions. A
good slasher film isn’t a mirror image of another, but
it quite often... remixes the key elements. It switches
the expected parts around, building a new tale out of
the same bloody components.

These, my friends, are “tropes.”

What is a trope, exactly? In literature, film, and
television, certain types of story are given over to cer-
tain literary elements. Motifs, you might call them.
They can be themes. Plot devices. Character strokes.
Story elements. To be an exemplar of a genre, a story
must strike some of these trope “chords” in an effort
to be of that genre. These elements aren’t immutable,
and they can be approached from new angles (the
“Western” told in outer space is a good example of
using one genre’s tropes in another to make a whole
new twist on the tale), but they must be present in
some form to earmark the story.

The slasher film has its own tropes. And, given
that you're likely going to be telling a slasher story
in the context of the World of Darkness, it’s impor-
tant to know how to paint with these many shades
of red and black to create the slasher tale you hope
to tell. Most of this book has been concerned with
giving you the tropes in one form or another, but
herein lurks a more frank examination of certain
elements of the slasher story. You'll find advice on
how to use them, and how to reflect them in the
systems of your game.

THE NOT-YET-DERD KILLER

You know the deal. The survivors have just put
a bullet in the slasher’s head, cracking his mask in
twain and leaving him an apparent corpse on the
kitchen tile. Or maybe they drowned him in the
swimming pool and electrocuted the water, leaving
him a charred husk bobbing in the blue. However
they did it, a body is left behind. Seemingly — bless-
edly — demised.

Of course, the killer’s taken no end of punish-
ment. A buzzsaw to the face. A shotgun to the chest.
A tumble down two flights of stairs. And he always
got back up, ceaseless, a wretched and unstoppable
machine of death.

So, asurvivor reaches for him. Hand outstretched,
slowly. Boom. The killer’s back up, lurching forth, his
face a bloody mess, his body a burned wreck.

Or, alternately, the survivors turn their back one
moment, and when they next turn back around... the
killer’s body is gone. (Likely to return in the sequel, if
the first film earned the big bucks! How many times
have Jason and Freddy come back to end the lives of

whiny teenagers?)
OFTIoNS

Narratively, if you're intending to use this device,
it’s best to use it once, and only once. If the players
keep killing the monster and he keeps lurching to life
after every deadly blow, players will not only grow
wise to it, they'll get bored. (And boredom is a sin
against Morality 1 for every Storyteller.)

Ways to invoke this device:

e The slasher (or slashers) in your game have “one
last gasp.” Upon receiving the killing blow, the
slasher seems to die. But, in reality, it’s just taking
him some time to shake off the murder and get
back to his bloody work. Assume that the killer
heals one level of damage — just enough to wake
back up, his bones still broken and his face still a
hacked-up slab of meat, and try to bury his ax in
one of the survivor’s heads. As per the trope, he
either lunges for them just as they’ve settled into
complacency or triumph, or he disappears when
they turn their backs and least expect it.

e If you want to use this more than once with a sin-
gle slasher, it needs to have some folkloric bent to
it so that players can discover the “magic number”
of deaths necessary to finally put the slasher in the
ground. If the slasher was one survivor among six ac-
cident victims (and the survivor’s guilt is what drove
him to kill), then maybe “six” is the magic number.
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Also think of a folkloric way to permanently end
up without having to engage in six total killings. If
the aforementioned accident was a bloody bus ac-
cident, maybe hitting him with a car or beating him
to death with a tire iron ends him swiftly.

THE WAGES OF SN

Slasher films are rough-hewn morality tales. While
sometimes silly, the Scream trilogy nails it: teenagers do
bad things, and then teenagers get killed. They have sex.
They do drugs. They sneak out of their houses. And they
end up getting chain sawed or cut in half by garage doors
or hanged from trees. While not strictly a slasher film,
SeZen certainly emblemizes the “sin = death” equation in
obvious strokes, given that each of the Seven Deadly Sins
are embodied in John Doe’s theater of the macabre.

OPRTIONS

The Storytelling System has an inbuilt Moral-
ity scale, and that Morality scale will gladly work to
demonstrate this slasher trope nicely.

Ways to invoke this device:

® The slasher is driven only by a single sin, and it
doesn’t need to explicitly be a sin tied to the Mo-
rality scale. It could be “premarital sex.” Could be
“do drugs” or something worse like “rape.” Once
a person commits that sin, they're now all the
more vulnerable to the predations of the slasher.
Assume that the slasher gains +3 to all rolls to
negatively affect the sinner-slash-victim.

e This can be tied more explicitly to the Mo-
rality scale without highlighting individual sins.
A seemingly religious or beatific slasher might
hew to this device. When sizing up a victim, sub-
tract that character’s Morality from 10, and then
halve that number (and round up). This number
is the bonus the slasher gains to negatively affect
the victim.

¢ Alternately, in either of the above, instead of
using the number to add a bonus to the slasher,
mark it as a penalty for the victim on all rolls
meant against the slasher — this could even take
away from the victim’s Speed (which nicely re-
flects the scenes in slasher films where the vic-
tims flees, stumbles, and struggles to stand while
the slasher closes in slowly-but-diligently).

THE FpL GRL

Quite often in slasher films, the killer falls to the
hands of a single survivor, who is almost always a fe-

male protagonist. In fact, she’s sometimes a protago-
nist who is in some way bound to the slasher (Nancy
from Nightmare on Elm Street is the daughter of one of
Freddy’s original killers, while in Halloween I we learn
that Laurie Strode is actually Michael Myers’ sister).

OPRTIONS

[t's not explicitly necessary for the Final Girl to be
the sole survivor, nor is it necessary for it to actually
be a girl (in fact, it'd be a nice twist that if the slasher
is female, then the killer’s mortal nemesis is actually
male). Also, if this heroic survivor character is in some
way tied to the slasher, then it should be in a way that
the character (and potentially the player) doesn’t yet
realize. Long-lost sister? Did she accidentally harm
him some years before? Did she grow up with him as
a neighbor and never even knew him? Such twists are
best reserved for the latter third of the game — what
you might consider the cinematic “third act.”

Ways to invoke this device:

e Randomly choose (perhaps by dice, perhaps
by drawing straws) one of the characters — or, if
the players are controlling slashers, then choose
one Storyteller character among the potential
victims. This character is the Final Girl — don’t
tell the players this. They don’t know which one
is the Final Girl, and may not even know you're
instituting this rule in the first place. The Final
Girl possesses advantages against the slasher that
others do not. She gains +3 to all attack-related
rolls (including Initiative), and also gains the +3
to her Speed. In addition, she suffers no wound
penalties when making rolls that directly involve
the slasher (such as a last ditch bloody-minded
effort to bury a pickax in his brain).

® How many potential victims (be they the play-
ers’ characters or Storyteller characters) are in
the game? Well, any time one of them dies, the
others gain a +1 bonus. And this is cumulative.
So, if you have five potential victim characters,
and three die, then the remaining two now have
a +3 to all rolls dealing with the slasher. Thus,
should there be only one survivor, that survivor
has a hefty bonus with which to try to dispatch

BlLoody HoLDNS

Some slashers are bound to certain holidays. Might
be a genuine holiday, like Christmas, Halloween, even

the Fourth of July (think of a soldier killed in Vietnam



who returns to life every Independence Day to slake his
vengeance upon the children of those platoon mates who
abandoned him). Alternately, it might be a day that has
meaning only to the slasher or to the victims: the anni-
versary of his mother’s death, the “dog days of Summer”
(i.e. the hottest week of the year when the Sirius star is
bright in the sky), one of the victim’s birthdays.
Ways to invoke this device:

e The slasher is only active on this day. This gives
a dramatic limit to the tale, invoking suspense:
the tale only operates within one 24-hour period.
From midnight to midnight, the slasher wreaks his
grisly havoc.

e The slasher gains strength on this day, with bo-
nuses ranging from +1 to +5 depending on the ul-
timate danger of the slasher. Perhaps it’s only tied
to a single trait (+3 to Strength rolls), or perhaps a
whole slate of traits gain a bonus (+2 to Crafts so he
can build his awful traps, +5 to his Wits because he’s
freakishly sensitive to the day, +3 to his Survival
so he can hunt his victims and harry them into his
grim devices).

e Alternately, it’s possible the slasher also suffers a
certain vulnerability on this day (and perhaps can
only be killed on this day). The aforementioned
Vietnam Vet killer might suffer extra damage from
machine gun rounds on that day. A slasher who rises
only on his birthday might take extra damage from
fire (think of candles flickering on a birthday cake,
and you get the idea). Extra damage likely manifests
as aggravated, though you might prefer more damage
instead of worse damage.

FNORED YIcTIMS

Some slashers seem bent on killing certain types. In
fact, slasher films are sometimes jokingly called “Dead
Teenager Movies” (a term coined by critic Roger Ebert)
for a reason: a lot of them feature nubile teenagers as
victims. Alternately, maybe a slasher kills only mafia
guys, doctors, gang members, or ex-wives.

Ways to invoke this device:

® The slasher character suffers a penalty when he
tries to kill outside his “scope” of intended victims.
This might be a static penalty (-3), or might get
worse the farther afield he is from his victims (if he
kills doctors, then killing nurses might only earn
him a -1 penalty, patients a -2 penalty, and anybody
else a -3 penalty).

e Alternately, the slasher gains +3 when attack-
ing his favored victims, and suffers nothing when

FAYVORED VIECTIEHS



he tries to kill anybody outside that range. If the
slasher is a player’s character, then this can be
bought as a three-dot Merit. Alternately, if the
favored victim is a type of supernatural (witch,
demon, vampire, werewolf, etc.), the Merit is a
five-dot Merit instead.

GRISLY MISCELLINY

Below are a few more quick tropes you might
consider using in your slasher story. Some of these are
handled earlier in the book, and are mentioned here
with variants should you choose to use them:

e Improvised weapons always seem to make bet-
ter implements of death in slasher films, don’t
they? And not just for the slasher, but the victims
seem to have better luck using, say, a screwdriver
or fencepost than a shotgun. In this case, assume
improvised weapons do not suffer the -1 rule,
but in fact gain +1 dice. The more improvised
the weapon, the better the bonus — to a maxi-
mum of +3 dice. Conventional weapons (combat
knives, guns) actually suffer their Damage modi-
fier as penalty dice instead of bonus dice.

e A lot of slashers wear masks — not just Masks
(see p.103), but any slasher might be appropri-
ately concealed behind some kind of masquerade.
Thematically, this can be appropriate to the tale:
Jason’s hockey mask speaks to children play-
ing sports at camp, while Michael Myers’ mask
is an inverted Halloween mask (and Halloween
certainly carries some history when it comes to
that Myers boy). Feel free to tie a mask to the
slasher. A paraplegic slasher might wear a weld-
er’s mask that grants him a +1 bonus to all Crafts
rolls when he wears it. A Jason-style slasher with
a hockey mask or half-shattered football helmet
maybe earns him a +1 to Athletics.

® No rule is really necessary to reflect this, but
a lot of slasher films are keen to show the world
through the slasher’s eyes (picture the frame bor-
dered by the rough edges of a mask’s eyeholes,
probably coupled with the killer’s raspy breath-
ing). If the characters are slashers, it’s always good
to describe everything from their perspective, a
show-don’t-tell approach to what their eyes tell
them, but nothing else (eschew using scent or au-
dio cues for the most part — it can be all about
what the slasher’s callous gaze finds in its view).
If the characters are hunters or victims, then you
might want to invoke this in a more unique way:
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think about dream sequences (which aren’t inap-
propriate given, say, Nightmare on Elm Street).

e Suspense is key to a slasher film. And, in many
slasher films, suspense is easily demonstrated
when a character (meaning, one of the potential
victims) does something dumb. She goes away
from the group to get a beer from the garage fridge.
She hears a noise and investigates. He stumbles
and knocks over the lamp, breaking the bulb and
casting the room into darkness. He can’t find his
friends so he yells out time and time again (thus
alerting the slasher of his position). Thing is,
players don’t necessarily want their characters to
do stupid stuff like that. So, you have to reward
them for doing so — offer them maybe some bo-
nus dice later for penalty dice now, or maybe say
that if they choose a foolish course of action now,
they’ll get some bonus experience points at the
end of the game (with the spoken or unspoken
addendum being, if they survive). The player then
has the character do something foolish, which
could attract the slasher. And it might not. But
now the player grows tense, knowing she just had
her character willingly step into a metaphorical
minefield for the benefit of the tale...

A MURDER

CHNRACT

In this section you’ll find an assortment of rippers
and scourges: cold-hearted killers designed to serve as
antagonists, secondary characters or inspirations for
your game. All slasher undertakings are represented,
some more than once. When weaving their bloody
stories into your own, keep in mind that not every
slasher is of the kill-everyone-in-a-single-unstop-
pable-rampage variety. Some are relatively weak, at
least physically, but excel at disguising their inten-
tions and manipulating their prey into a vulnerable
position. Some observe their targets carefully and
wait for the perfect moment to strike. Some toy with
a victim in a drawn-out campaign of prolonged terror
that takes a toll on the victim’s friends, family and
property. In true cinematic style, a slasher’s first scene
in your story might happen when the characters take
shelter in an abandoned barn after their car breaks
down. But what if a character’s mailman is a devi-
ous Charmer, taking note of who’s home alone during
the day? What if the waitress who’s been pouring the
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characters’ coffee at their favorite diner since they
started their Vigil turns out to be a patient Avenger
with a grudge against hunters? It’s something of a cli-
ché for someone attending a costume party without
a costume to say “I'm dressed as a serial killer; they
look the same as everybody else.” But the superficial
ordinariness of some killers can be as potent a weap-
on as a chainsaw or straight razor. A hunter can be
anyone, from a well-muscled, highly-trained combat
veteran to a pencil-pushing office manager. And so

can a slasher.
THE SoOKNORM (FRENC

Quote: Mother said, do good things. So you kill
the rat-walker, and then I tell you what tunnel takes
you out so you won't die. Good?

Background: City workers and independent con-
tractors whose jobs take them into the storm drains,
sewers and steam tunnels of Philadelphia are no strang-
ers to strange happenings. But few of them paid much
attention when stories began circulating about a skinny,
pale-skinned boy with eyes like goggles who lived be-
neath the streets and fed on rats and bugs. Then a cell
of Union and Long Night hunters looking for an under-
ground zombie nest found that some raw meat they'd
left as bait had been replaced by a crude map of the
nearby tunnels. After a few more trades, they glimpsed
the Bookworm himself, shimmying in and out of narrow
pipes and conduits as if his bones were made of rubber.
Sometimes he left behind books or fragments of books,
with pages ripped out or covered in an unintelligible
scrawl. The hunters found that Bookworm was willing
to advise them as long as they made it worth his while
with offerings of food and books. That didn’t keep the
Freak from trapping and killing one of their members,
though, who tried to follow him back to his lair.

Appearance: Though he’s not strictly an albino,
Bookworm is as pale as a cavefish. His hair is a ragged
mat that he trims from time to time into jagged, spiky
locks. He might pass as a bony, sickly teenager, ex-
cept his eyes are abnormally large: he looks like one
of those ‘70s big-eyed “sad children in the rain” paint-
ings come to life (except for a crooked, gap-toothed
grin). He dresses in cast-off garments that he tears
apart and sews together as needed. Some days he
may be covered head to toe and wearing thick, mis-
matched gloves and boots; at other times he’ll wear a
pair of swim trunks and nothing else. The Bookworm
is extremely flexible, and he often stands or sits with
one limb bent at a seemingly impossible angle.

Storytelling Hints: Bookworm hints of “the moth-
er” and “the father” and how they tried to raise him
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right, but were taken Below. Now he waits for their
return. He expresses regret at killing “good people” but
admits that sometimes he just can’t help himself — es-
pecially if he’s bored and they come near his territory.
He prefers to hunt down “bad people” — typically this
means the various supernatural denizens who dwell in
the subterranean tunnels he frequents — but he finds
them dangerous to pursue and hard to kill. The infor-
mation he shares tends to be incomplete, exposing his
“allies” to unexpected danger (sometimes intention-
ally and much to Bookworm’s amusement). Though
he can’t read or write as such, he’s fascinated by books
and writing, and has created his own symbolic, semi-
alphabetic code. His underground chambers are full of
discarded books, magazines and newspapers that he’s
ripped apart and reconstructed, cutting and pasting the
letters so they make sense to him.

THE SURNING WOMM (MASK)

Quote: Hsssss....s555S....5585SS. . .S5SSSSS. ...

Background: The clinic was located just outside
town, set back from the road in a single-story cinder-
block building. Most locals never even noticed it was
there. But a minister from three states over decided
that some of the services it offered to women needed
to be stopped, so he arranged for his faithful to con-
verge there for a day of protest and prayer. It’s unclear
whose idea it was to firebomb the building, or why
the perpetrator used such overwhelming force: the
explosion killed three nurses, a doctor, four patients
and seven of the protesters.

One of the survivors arrived at a nearby hospi-
tal, burned too badly to be identified. The police sus-
pected she set the bomb. A news crew believed her to
be a surviving patient. The minister decided to gain
points with the public by praying at her bedside. He
was waiting for the TV cameras to show when the
woman woke up, and he became the first to die when
she strangled him with her IV tube. Wrapping herself
in blankets and bandages, the woman next overpow-
ered a police officer, then made her way to the ground
floor, started a fire, killed two paramedics and stole
their ambulance. Police trailed her to the wrecked
clinic; she trapped them inside and set the structure
on fire. Then she entered the burning building and
killed each of them — in most cases by incapacitating
her targets and throwing them into the flames. When
the local cops put in a call to the FBI they discovered
there were agents already in the vicinity, looking for
a female terrorism suspect who'd escaped their cus-
tody earlier that day.
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THE BURNING

(CONTINUED)

Appearance: The Burning Woman usually wears
clothing scavenged from her victims, but her hands
and face are always covered in bandages. Between the
wrappings, charred and bloody flesh is visible. Often
there’s a distinct odor of smoke and burned fabric
surrounding her, and sometimes the revolting smell
of burnt flesh as well (in which case characters must
succeed on a Resolve + Composure roll or become so
nauseas that they lose an action).

Storytelling Hints: The Burning Woman seems
drawn to infernos; she’s been spotted in crowds near
burning houses and high rises, and glimpsed on hiking
trails in the vicinity of wildfires. There’s a VASCU
theory, though no evidence, that she’s the one who
starts these fires; in any case, their presence seems to
calm her. If allowed to watch the conflagration undis-
turbed, the Burning Woman remains docile. But once
the fire burns out, or if she’s confronted or harassed in
any way while watching the blaze, she’ll begin killing.
Her modus operandi usually includes setting her vic-
tim’s face and hands on fire... but not always before

they're dead.
cAPTAN Hook: (PSYeho)

Quote: Hi, can’t talk, goin’ fishing. A big one got
away from me last weekend and this time I'll get ‘im for
sure.

Background: Some slashers can summon im-
mense charisma, if just for brief moments, disarming
their victims with their hypnotic good looks the way
a cobra hypnotizes a mouse. At the opposite end of
the scale are slashers like Larry Meeks: people in his
neighborhood wonder if the bland little man has any
interests besides fishing. Customers who frequent his
bait-and-tackle shop wonder how he stays in busi-
ness, with such a dingy store in such an inconvenient
location.

The people who end up in his fishing shack with
a thousand tiny fish hooks tugging at their skin won-
der how much blood is left in their bodies.

Larry was fifteen when his determination to prove
himself as more than a weak lump of nothing inspired
him to invent the identity of Captain Hook. After a

few clumsy attempts, he learned the art of baiting his
victims with kindness, playing them with friendliness
and helpfulness, then reeling them in when their de-
fenses were weakest. He thrived for years as a Charm-
er, but an invitation to the Subtle Collectors Asso-
ciation (see entry on p. 254) motivated him to step
up his game. Now he targets the strongest and most
beautiful victims he can find, observing them from a
distance until he identifies the chinks in their armor,
then bagging them quickly for gutting and cleaning.
Just like pretty trout.

Appearance: Larry is all soft edges, with a sag-
ging body, rumpled clothes and the drooping face of
a half-melted snowman. From his receding hairline
to his pudgy face to his not-quite-a-beer-belly gut,
everything about him says “non-threatening.” His
strong Presence expresses itself not as conventional
attractiveness, but in the benign trustworthiness of a
favorite uncle or helpful neighbor. He seems to always
be on his way to or from some fishing expedition, and
consequently he’s usually wearing a hook-studded hat
or vest, if not full hip-waders. He keeps a large tackle
box close by, with his favorite fishing gaff folded in-
side a false bottom.

Storytelling Hints: Larry is driven by a need to
prove himself superior to anyone lucky enough to be
born with good looks or money. The more confident,
attractive, talented his potential victims are, the more
irresistible his temptation to snatch them from their
perfect world and pierce their veneer of perfection with
the tools of Captain Hook. When he feels his mask of
congeniality slipping, he quickly turns the conversa-
tion to his favorite pastime, knowing that the listener
will misconstrue the kind of fishing Larry favors.

cNDERELLN (GENUS)

Quote: You don'’t look so good. Here, drink this. It
will fix you right up.

Background: You know the fairytale: beauti-
ful girl is abused by her stepfamily, endures years of
hardship, and then is rescued by a handsome prince.
For Ella Young, the first part of the story seemed des-
tined to never end. When her father died, Ella’s step-
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Poison/toxin
Knockout 5
Paralysis x 4

minutesMood Altererxx b

Muscle Relaxantx*x
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day until character

Toxicity
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CINDERELLA (GENIUS)

Effect
Unconsciousness for 1 hour

No movement possible for 10
-1 to Dexterity dice pools. -2
to Mental and Social pools

-3 to Strength and
pools

3 (B) upon exposurei 3 (B) per
succeeds on a daily Stamina +
Resolve roll.

Dexterity

¥ Cinderella is immune to the effects of this toxin-.

*¥% Repeat exposure occurs every 1.0 minutes for 12 hourss

requiring a new

Stamina + Resolve roll if the character is not already affected-.

mother kept her a virtual prisoner under the pretext
of home-schooling her, controlling Ella’s inheritance
and allowing her own daughter and sons to inflict in-
numerable horrors on the girl. Only Ella’s intellect
saved her: the family had to supply her with books
so she could pass the state tests, and in their disdain
they didn’t notice that at age nine she was asking for
college-level textbooks. Soon after, she decided she’d
stop waiting for Prince Charming and take matters
into her own hands. Using her knowledge of chem-
istry and some simple household cleaning supplies,
Ella surreptitiously poisoned each of her tormenters
in turn, killing one, hospitalizing another, weaken-
ing the rest until she was able to take control of the
household finances. She refined her understanding
of poisons and toxins, using her former torturers as
guinea pigs, prolonging their misery until she turned
twenty-one. At that point Cinderella, as she’d taken
to calling herself, gained full access to her inheritance
money. She drained the family bank accounts and
burned down the house — after making sure the resi-
dents were fully conscious and completely paralyzed.

Cinderella spent the next several years deepen-
ing her understanding of the fine art of poisoning.
At some point her obsession with toxic substances

became a fascination with the psychological impact
that poisoning had on the unfortunate victims. She
earned dual PhDs in psychology and toxicology, of-
fending both professors and fellow students with her
arrogance and seemingly infallible intellect. She
conducted secret experiments to satisfy her morbid
curiosity, introducing various toxins to office build-
ings, trailer parks and school cafeterias, and observ-
ing the psychological fallout of inexplicable pain and
suffering. She once spent an entire year recording the
behavior of a single college student, inflicting symp-
toms, and then easing them, repeating the process to
see how quickly the relapsing-remitting cycle would
push her victim towards suicide.

Appearance: Ella is a stern-looking woman in
her forties who dresses simply but elegantly. Her
garb always seems a bit too warm for the weather, a
psychological holdover from the days and nights she
spent locked in an unheated basement. She’s clearly
well-off, but not ostentatious. She’s slightly over-
weight and projects an air of confidence with a whiff
of condescension, with a penetrating gaze that seems
to pierce through any superficiality.

Storytelling Hints: Cinderella sees the world as a
vast laboratory, and considers everyone in it to be lit-



tle more than lab rats. What she expects to learn from
any given experiment is known only to her, but her
results are rarely achieved without slow and painful
loss of life. She tends not to get too close to her vic-
tims; with her knowledge of psychology, she usually
has no trouble finding ways to surreptitiously expose
them to whatever chemical or toxin she chooses. Af-
ter that, it’s just a matter of careful observation until
the experiment comes to a fatal conclusion.

THE DOLLMNCER (cHIRMER)

Quote: Don't cry, honey. This is reall
own good.

Background: As a child, Bette Sleet loved
nothing more than playing with her dollhouse.
She’d spend hour after hour arranging the toy furni-
ture and people, placing everything exactly where
she wanted it — and threw a terrible fit if anyone
else touched her carefully-arranged tableau. When
she grew older, Bette seemed to lose interest in
her childhood playthings. But in fact she’d simply
discovered that real people were much more inter-
esting to manipulate. So she now amuses herself
with lost souls who seek fame and fortune. Using
her skill at deception, she establishes herself as
some sort of guru. And with the right words, the
right smile, the right suggestions at the right mo-
ment, she can change lives. Under her direction,
hopeless losers can learn to dress and talk and act
the way they should. That is to say, the way Bette
thinks they should.

Except it never quite works: at some point, her
“toys” always resist her domination. The model de-
cides that her new makeover isn’t the look she wants.
The actor decides his new agent is pushing him in
the wrong direction. The couple decides their thera-
pist isn’t helping them work out their problems. And
that’s when Bette’s old tantrums come back, and she
decides it’s time to find something else to play with.
Eventually the FBI gets another call: more bodies
were found, carefully dressed, hair fashionably styled,
make-up perfect, and next to each corpse, a doll
dressed and styled in exactly the same way. But by
then the Dollmaker has moved on.

Appearance: Bette is an attractive woman in her
thirties, but she’s skilled at changing her appearance
and can look up to ten years younger or older. She
dresses appropriately for her identity of the moment,
but is impeccably neat and dead-on fashionable in
any guise.

Storytelling Hints: Bette really believes she’s
helping her target, at least at first. She rarely inflicts

vy for your
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violence on him or her early in the relationship.
Right from the beginning, though, she won’t hesitate
to incapacitate, disable or kill anyone who she per-
ceives as a threat to the burgeoning connection with
her desired protégé. When an established, seemingly-
promising relationship begins to sour, she’ll concoct
a plan to put away her latest toy — and should the
target fail to come around to Bette’s way of thinking,

she’ll enact it without regret.
THE DRIVER,
JN THE REST SToP KiLigR,
MCh T ToRS6 MCER THNNC

Quote: This is the Driver. A blue Accord is about
to pull into your station. See that the car remains there
for the next 45 minutes. Stay near the phone for future
instructions.

Background: Once Harvey Ecks roamed the
highways alone, practicing his art on solitary
travelers, careless hitchhikers, even whole fami-
lies who’d made a wrong turn on their way to
some touristy vacation spot. Early in his career,
he was sometimes sloppy; the headless torsos he
occasionally left behind gave rise to lurid tabloid
stories about the Rest Stop Killer. Eventually, he
perfected his methods and could torture and kill
without leaving a trace. But still he wasn’t satis-
fied: stalking and capturing his targets one by one
was too slow, too inefficient. So he chose a certain
stretch of interstate and its various offshoots and
tributaries to claim for his own. He took time away
from hunting and killing to install video surveil-
lance cameras on billboards, brainwash and co-opt
diner waitresses, state troopers and gas station at-
tendants. [t was time well spent, for now anyone
who passes through his domain can be observed,
scrutinized, and — if worthy of his special atten-
tion — taken.

To his pawns Harvey is known only as “The Driv-
er,” for service to him always begins with a long ride
down the highway on moonless night. By the end of
that drive, they are his: driven by fear and paranoia
he’s implanted in their heads. To himself, Harvey
is not a killer but an explorer, driven by a dream he
claims he had while still in the womb. In that dream
he glimpsed a network of pathways and conduits
whose pattern was embedded into reality itself. From
an early age he used his precocious intelligence to
search for the pattern he’d glimpsed. He found hints
of it again and again, inscribed on ancient Mayan pot-
tery, illuminated in the medieval Book of Kells, refer-
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enced in the ravings of a New Delhi street prophet.
Whoever could understand the Dream Pattern, the
Road to Under, the Black Sun Map, would unlock
an understanding of reality that would grant... almost
anything. Harvey came to believe some people con-
tained fragments of the Map deep inside their psyche.
And he’s found that under extreme stress — the du-
ress of having to watch one’s limbs being amputated,
for example — these people spontaneously reveal a
piece of the treasure he seeks. And so he instructs his
agents on what to look for: certain gestures, habits,
speech patterns that echo, to Harvey at least, a piece
of the dream he had so long ago.

Appearance: His agents know that Harvey takes on
dozens of guises: he could be the man in the winter coat
and scarf, sipping coffee in his car in the parking lot; he
might be the state cop parked next to the billboard east of
exit 35, he could be the bland-looking salesman chatter-
ing into his cell phone while he finishes his turkey club on
wheat. If he needs to speak with a minion face to face, Har-
vey does so at night, arranging to meet behind a building
in the glare of his car headlights. When he has a victim in
his custody, he makes no effort to disguise his appearance,
revealing himself to be tall, rail-thin, with a beak-like nose
and narrow eyes that seem constantly in motion.

Storytelling Hints: When he’s identified a poten-
tial victim, Harvey may take him or her right away.
Or he may follow until the target’s far enough away
that the disappearance won’t bring investigators to
his territory. Sometimes he’ll have his agents sabotage
a vehicle so he can arrive during the breakdown as a
Good Samaritan. Harvey’s conviction in the Dream
Pattern never wavers, but he does have one great fear:
that there are others striving to recreate the Map. He’s
heard rumors of at least two rivals — “the Watery Doc-
tor” and “the Man with the Moth,” as he calls them.
Any indication that someone else is close to complet-
ing the Map immediately shakes his confidence.

FATHER GHOST (AVENGER)

Quote: Afraid to die, brother? Take my word for
it — the experience is even worse than you think.

Background: The man who identifies himself as
Father Ghost was a priest in the service of Malleus
Maleficarum, but he came to disagree with their meth-
ods. Accusing the organization of being as corrupt and
sinful as the creatures they hunted, he resigned from
their ranks and went into hiding. But a strident faction
within the Order took it on themselves to track him
down. Claiming they were protecting the secrets of the
Church, his former peers executed him and buried his
body in unconsecrated ground.
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That turned out to be a rash action: not long
after, a Malleus bishop had need of information
known only to the dead apostate, and ordered him
called him back to life with the ritual of Lazarus. The
revivified priest returned from the grave with his
distaste for the Order’s methods transformed into a
smoldering hatred for the Hammer of Witches, and
a determination to enact bloody revenge. Within a
week, he not only murdered the men who'd killed
him and the bishop who’d brought him back to life,
but burned three churches to the ground. Next to
each corpse he left what would soon become a fa-
miliar calling card: a hammer soaked in the blood
of his victim.

Appearance: Father Ghost dresses like a priest
when it suits his purposes, otherwise he’ll assume
whatever guise brings him closer to his goal of the
moment. He’s a man of average height with a lean
build and a tan, weathered face. His hair is usually cut
short, and he tends to wear a few days’ worth of beard,
but he’s been known to change either feature to help
him get close to a target. On the inside of his left
arm, just below the elbow, the Latin phrase “memento
mori” is visible, where it was burned into his flesh dut-
ing his ritual execution.

Storytelling Hints: Some in the Order claim
Father Ghost targets specific victims as part of a
larger plan designed to bring down the Malleus Ma-
leficarum; others say he simply uses information and
resources acquired from one group of victims to help
stage the next attack. In any case, his drive to kill
extends not only to the priests, nuns and laity that
make up the Order’s hierarchy and foot soldiers, but
to anyone who he perceives as knowingly supporting
their efforts. Unaffiliated hunters, or clergy or laity
who aren’t part of the Order, are generally ignored or
given a warning — unless they get in his way. He no
longer actively pursues the Vigil, but will act to save a
life if he comes across a monster preying on a victim.
Should he cross paths with a hunter cell, he may offer
short-term help if innocent lives are directly at stake.
These actions help him raise his Morality level, at

least temporarily.
FiTSo (MUTMWT)

Quote: [chewing noises, snorts, wheezing.] You
gonna eat all a’her?

Background: The details were never written
down, but if you asked the doctors or nurses present at
John Grube’s birth, they’d have some chilling stories
to tell; about what happens when a 120-pound wom-
an tries to give birth to an 18-pound infant; about at-
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tempting a Caesarean section with the unborn child
snapping at the surgeon’s fingers; about delivering a
baby that already has a full set of teeth and is chew-
ing on its own umbilical cord; about what happens
when the mother starts bleeding from bite marks on
the inside of her womb.

For the first several years of his life, John was
under the care of an endocrinologist who studied
his strange physiology with hopes of unlocking the
secrets of human metabolism. John was eleven years
old — and 180 pounds — when that doctor disap-
peared. (His skeleton would be found seven and a
half years later, wrapped in hospital blankets, all flesh
stripped and every bone cracked open and sucked dry
of marrow.) John was then transferred from one state
institution to another until, around the time of his
fifteenth birthday, a change in public policy led to
him being “mainstreamed.” John endured a year and
a half of public school education and group-home liv-
ing before he walked away, taking only the clothes on
his back and the nickname Fatso.

After living on the street for several years, Fatso
found a niche for himself in a familiar setting — a
large, metropolitan hospital. He began as a volunteer,
taking on duties no one else wanted, and eventually
found part-time work on the custodial and kitchen
staff. If coworkers find his appearance off-putting,
they appreciate that he never balks at the most de-
grading of tasks. Fatso is polite, quiet, and despite his
girth never seemed to tire. What no one realizes is
that in his off time, Fatso lives in the hospital com-
plex, hiding among the machine rooms, subbasements
and unfinished storerooms in the lower levels. Away
from prying eyes, he’s free to indulge in his... unusual
appetites. Sometimes amputated limbs, surgical waste
and discarded organs don’t fulfill his hunger, though.
And that’s when he goes in search of fresher meat.

Appearance: Fatso is built like a sumo wres-
tler, with massive rolls of fat that create an almost
unimaginable bulk. His skin is pasty white, his head
is hairless, and his teeth are crooked and gapped.
His voice, which he rarely uses, is high-pitched and
whiny. Fatso’s mutant physique allows him to move
much more easily (and, at times, more quietly) than
a person of his girth should be able to, but when in
public he usually conceals this by moving with de-
liberate slowness. Note that although his appearance
is extreme, there are parts of the hospital where he’s
such a familiar figure that he can easily go unnoticed,
at least by the staff.

Storytelling Hints: Fatso’s primary motivation?
To eat. He can survive on ordinary food, but it’s taste-
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less to him; human flesh is his preferred fare. When
he tires of scavenged surgical waste and the like, he’ll
look for isolated patients, visitors or hospital staff
who he can overpower quickly and carry to his lair
for preparation and a leisurely meal (he prefers his
dinners cooked). Fatso’s usual method of murder is to
strangle or smother his victim, using his own bulk as a
weapon; to that end, he tries to catch or herd the tar-
get into a small space. He’s also been known to inject
the target with a sedative, or slice the jugular with a
scalpel (the latter only attempted if he knows he can
clean up the blood before it’s discovered). While Fat-
so once spent months sizing up a victim who wouldn’t
be missed, pairing up with Skeleton (see below) has
vastly expanded his opportunities for feeding and his

ability to cover his tracks.
THE

JENNY THE FIXER, MK
ESTHTE HEUSE KILER (ENGER

Quote: No, I don’t want your money. You can’t
buy your way out of this

Background: Jenny Nonemacher was a classic
tomboy growing up, interested in sports, guns, mar-
tial arts and, especially, working with tools. So it was
no surprise when she started working at her father’s
contracting company, eventually taking over the
business when he retired. Coming home from a job
one evening, she stopped to take a jog around the
lake and enjoy the sun setting over the water. Since
it was the off-season, she had the area all to herself;
except for the two men loading a woman’s corpse into
their power boat.

Jenny made it to her pickup truck when they
caught up to her. One of the thugs took a two-by-four
to the side of his face; the other, a pipe wrench to the
gut. Jenny sped off, but not before recognizing one of
the assailants: Emil Deavereaux, favored son of the
richest family in the state. When the police refused to
investigate the incident, she called the local papers.
When threatening phone calls warned her to forget
what she saw, she warned them not to step within
range of her nail gun.

When the explosion killed her and her father
and reduced their house to rubble, the papers called
it a “faulty gas line.”

Flash forward one year: with the Deavereaux
mansion engulfed in yet another remodeling project,
no one noticed the worker who wandered from the
job site and made some uncontracted modifications
throughout the house. Especially since none of the
changes were visible — until one the of Deavereaux
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family turned on the acid-filled shower head, or
stepped on the weakened floor that dropped directly
into the furnace, or disturbed the tripwire that re-
leased a rain of kitchen knives from the ceiling. From
what the authorities could piece together after the
fact, Emil returned home from a stay in Costa Rico
to find the house staff missing — all of them having
been given a day off through mysterious emails and
phone calls — and his family dead through various
creative means. Emil himself was found nailed to the
attic ceiling — and stapled to a staircase railing, and
stuffed into a dishwasher, and splattered across the
plasma screen of a widescreen TV — having been dis-
membered by chisel, drywall knife and circular saw.

Appearance: Thin and wiry, Jenny typically
dresses in a handyman’s garb, with a tool belt full of
equipment that can double as weapons in her capable
hands. Her face is gaunt, with traces of the scars and
burns acquired during her seeming death. She keeps
her hair cut short, the better to disguise herself when
needed. Her hands are nimble, her fingers callused,
and she moves with calculated efficiency.

Storytelling Hints: Whether or not Jenny took
satisfaction from her bloody revenge, it clearly aroused
a thirst for violence that isn’t going away. The FBI file
on the Estate House Killer grows by about one case
per year or so, as another wealthy family finds itself
targeted by her for their perceived crimes. Sometimes
Jenny takes on a subcontracting job — she’s become
quite adept at creating false identities that allow her
to ply her trade — and finds evidence of some crime,
cruelty or exploitation perpetrated by the wealthy
upon some disadvantaged victims. Other times, the
victimized or exploited hear stories about “The Fixer”
and manage to get word to her of their plight without
really knowing who it is that responds to their plea.
She’ll observe her target closely, sometimes with hid-
den surveillance equipment, while wrestling with a
compulsion to inflict punishment. When she decides
that a target deserves death, she’ll wait for a chance
to turn his home into a killing ground. Her prepa-
rations aren’t always as elaborate as they were for
her first murders; changing a few locks and altering
the security system to keep people in instead of out
can be enough. Often she’ll take valuables from the
house, convert them to cash, and make anonymous
gifts to the victims of her target’s crimes.

JOHN SM(TH (cHARMER)
Quote: Hey, don’t worry. I'm here for you.

Background: John Smith surely had an identity of
his own once, but these days even he can’t remember

it. He could be a monster hunter whose psyche was
shattered by a supernatural enemy. Or perhaps his true
past is something too painful and horrific to recall.
Most of the time, he tells himself it doesn’t matter: the
past is past, and what'’s important is what to do next.

In most cases of identity theft, victim and violator
never meet. [t’s information that’s stolen, allowing an
impersonation that takes place mainly in the virtual
world of credit card transactions and bank account
records. But John’s forte is identify theft in its most
literal sense: he wants to become his target, taking
for himself the property, the wealth, the name, the
history, and the future of his victim. When he’s con-
fident he’s absorbed the very essence of his target’s
existence, he eliminates the real person and relocates
somewhere else, attempting to convince himself and
others that the new persona is who he’s been all his
life. For awhile, it seems to work. But then John — or
whoever he is now — gets a nagging feeling that this
new existence doesn’t quite fit. And that’s when John
goes searching for his next victim.

Appearance: John’s true appearance is as unre-
markable as a beige sofa. Average height, average
build, average features... he’s a perfect blank slate
that can be altered to look like almost anyone. When
he finds a new target, he’ll adjust his looks to what-
ever the victim is likely to consider familiar and non-
threatening.

Storytelling Hints: John’s modus operandi is to in-
filtrate his target’s life, first as a helpful stranger, then
as a pleasant acquaintance, finally as a trusted friend.
With each step, he gathers more details about his tar-
get, from the subtlest of mannerisms to debit cards and
Social Security numbers. He gradually isolates the tar-
get from friends and family, turning them against the
victim, killing whoever might unravel his schemes. At
some point John will disguise himself as the victim in
order to commit some illegal or unforgivable act: he
might let the victim’s fiancée glimpse him with an-
other woman in a crowded bar, or go so far as to frame
the victim for murder. Presenting himself as the only
one who believes his new friend’s innocence, he con-
vinces the target to take a trip with him, anything from
a weekend fishing excursion to a desperate flight from
the police. After John murders his prey and fabricates
evidence that the victim has broken off contact with
estranged friends and family, he uses the stolen iden-
tity to make a new life somewhere else.

LEFTY (FRENC

Quote: What are you starin’ at? You think I'm
gonna grow a new one?
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Background: Elvira “Lefty” Farmer grew up hearing
two stories about the days when her ancestors settled in
Shinbone Hollow: first, that they farmed the biggest plot
of land in the county; second, that they were hardwork-
ing folk who lived by the fruit of their own labors and
took nothing they didn’t earn with the sweat of their own
brow. And far as Elvira was concerned, the constant rep-
etition of these tales stung like horsefly bites. The land
her clan once owned had long since been sold off, leaving
her and her immediate family to sell cheap antiques and
junk from the first floor of their ramshackle farmhouse.
And physical labor far from easy for her, given that she’d
been born with a withered left arm that never grew larger
than an infant-sized, five-fingered stub.

There was another family story, though, that kept
her going through the lean years and cold nights. An
elderly aunt had once whispered to her of a great,
golden treasure that had been buried by a great-
great-great uncle somewhere on the former farm.
Something this oddball, globe-trotting relative had
purloined from some peculiar fraternity whose name
nobody remembers; something so valuable that he’d
been bludgeoned to death by jealous neighbors when
he refused to tell them where he’d hidden it.

Shunned by the other children of the Hollow be-
cause of her deformity, Elvira spent many lonely hours
of her childhood dreaming of that treasure, dreaming of
how she’d use it to leave Shinbone Hollow and never
come back. She was 25 when it happened: hiking across
a cow patch, she stopped to rest on a tree stump, and
suddenly her withered left arm began to tingle. She took
a few steps and her arm began to ache, its fingers open-
ing and closing of their own accord. A few more steps
and Elvira’s useless arm was shaking like a tree branch in
gale. She thought of her great-aunt’s dowsing rod, how it
was said to shake and quiver in the presence of water or
precious stones. That night she snuck out the house —
no need to answer nosey questions from her mother or
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sisters — and returned to the spot with a shovel and lan-
tern. After four hours of clumsy, one-armed digging, El-
vira’s shovel struck wood. It wasn’t a treasure chest she'd
found, but a coffin. As if in a trance, she forced the lid
open. And then she laughed. In the pine box was some-
one’s Sunday dress and a tangle of old, bleached bones
— and something that flashed yellow in the rising sun. It
was gold all right: an arm, a golden arm, a woman’s arm
crafted of pure gold from shoulder to fingertips.

She reached down and picked it up. As the golden
arm oozed around her withered limb and attached itself
to her shoulder, she knew she’d never be able to sell it.
Even though that meant giving up her chance to fund
an escape from the life she despised. She’d never be free
of the arm, and the Hollow would never be free of her.

Appearance: Elvira has had the golden arm for
ten years now, but she looks older than her 35 years.
She typically dresses like an old-fashioned farm girl,
with printed flowered dresses, aprons, sensible shoes.
Her hair is long and dingy, sometimes tied back with
a kerchief. When she’s not wearing the golden arm,
she does nothing to hide her deformity; often she de-
fiantly wears her left sleeve rolled up.

Storytelling Hints: For awhile, a string of murders
and strange disappearances plagued Shinbone Hollow;
having just one arm, Elvira was never a suspect for the
brutal killings. She’s long since eliminated most of the
folk who made her life miserable growing up, but this
hasn’t made Elvira any happier. Since the arm seems
to like killing, she’s turned her attention to gullible
city folk who find their way to the antique shop that
she runs. When a lone visitor strikes her as particularly
wealthy, she’ll direct him or her to a back room while
she retrieves the arm from its hiding place. After help-
ing herself to anything of value the victim brought with
her, she’ll contact some acquaintances from the other
side of the Hollow who are always looking for a car to
buy. As for the body, well, there are people in Shinbone

CRARACTERS
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Hollow sometimes willing to buy those, too. If not, she’ll
feed most of it to her dogs and bury the rest.

THE PANTED SRIDE {LEGEND)

Quote: I do.

Background: The story begins with a young
woman on her wedding day. She rose early, too ex-
cited to sleep. She dressed and went for a walk to the
church, for her parents were buried in the cemetery
there, and she wanted them to see her in her wed-
ding gown. But she was followed by her husband-to-
be, who was livid with rage and accused her of laying
with another man. She denied his accusations and
fled into the graveyard. He pursued. Finally he cor-
nered her at the side of a crumbling mausoleum. She
declared that she’d sooner marry any of the dead in
the cemetery than him; with that he drew his knife
and plunged it through her heart, staining her white
dress red and pinning her to the consecrated soil. He
found a shovel and dug a fresh grave in the oldest part
of the yard, where even the caretaker rarely visited.
He interred her body there, dragging an old headstone
over it so no one would know who lay beneath.

Long after that church had collapsed, and the
cemetery was forgotten, and the headstones had sunk
into the earth or been washed away by decades of
flooding, a young woman named Mary walked the
edges of the river that had claimed the area. It was her
last morning of freedom; she was going to be married
that very day. And she was crying, because this was a
marriage of convenience meant to bring fortune to her
impoverished family, a marriage to a cruel man who
was likely to become even crueler. She was tempted
to walk out into the water and let the river sweep her
away. But then she found an old, rusted hunting knife
sticking out from the damp soil. She picked it up and
took it home. She went into her room and changed
into her wedding dress. She slashed her left palm and
painted her left breast with the blood. And then she
went searching for her bridegroom.

Appearance: The Bride prefers to wear her wed-
ding dress when working: the front painted with
streaks of dried blood, the veil hiding her face. How-
ever, if she needs to get close to a target she’s capable
of wearing just about anything. Any clothing she
wears begins to turn pale after an hour or so; after
two hours, all the color is gone, leaving her garments
bone white. After three hours, streaks of red begin to
appear across her heart.

Storytelling Hints: The Painted Bride targets
newly-married couples, or couples about to marry.
She has one overriding goal: to manipulate the bride
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into murdering her groom. Her usual method is to
slaughter members of the bride’s family in increas-
ingly brutal and bloody ways and make it seem that
the groom committed the murders. At some point
she’ll reveal herself to the groom, whose claims about
“the real murderer” just make him look all the more
insane. With the groom on the run or incarcerated,
she’ll stage attacks on the bride to make her fear for
her safety. Finally, she’ll bring the two together for
a bloody climax: bride kills groom, and the Painted
Bride offers her a choice: follow him in death, or take
up the knife and become the new Bride.

The Painted Bride’s appearance seems to be trig-
gered by a serious argument between the married (or
soon to be married) couple — not just a spat, but a
heated exchange in which unkind words are said.
The couple will likely reconcile and chalk it up to
the stress of the wedding. But by then it’s too late;
somehow, the Painted Bride has already heard the
call. Her first appearance is always presaged by some
pseudo-bloody accident: the bride spills red wine on
her dress, the groom spatters his shirt with tomato
sauce, a wedding guest asks for a martini and is mis-
takenly given a bloody Mary instead. Soon after, the
real blood begins to flow.

Real Name: Mary, last name unknown. Or the
storyteller may decide that someone else has taken
up the Bride’s knife, perhaps someone the characters

already know.
PHELPS (RRUTE)

Quote: You're one of them. This is what I do
about it.

Background: Classified files about Phelps lack
several salient details — like her first name — perhaps
a result of government agencies trying to cover their
tracks. What’s known to those with proper clearance
is that she was recruited into covert service while
still in college and that her posting to Task Force:
VALKYRIE came soon after. She distinguished her-
self in a number of low-level ENE encounters and was
assigned to infiltrate a suspected vampire cult under
deep cover. How things went batshit was not clear at
the time, but current thinking is that Phelps found
herself tortured by divided loyalties. And when her
TEV comrades raided the vampire’s nest, she worked
out her conflicts by killing everyone on both sides.

Phelps was reassigned, but her increasingly brutal
tactics quickly earned her a suspension from standard
field duty. TFV tried channeling her aggression to-
wards the assassination of high-profile targets, but the
high level of collateral damage she inflicted became
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difficult to cover up. She was posted to an administra-
tive position, and at first the desk job seemed to calm
her down. The last physical records in her file consist
of surveillance videos that show her calmly hunting
down and slitting the throats of each person in her
office complex, right down to the receptionist and
janitor. After that, she absconded with an unknown
inventory of TFV equipment and weaponry and has
evaded all attempts to bring her back in.

Appearance: Phelps is slightly taller than aver-
age, with the muscled body of an Olympic sprinter.
She keeps her hair cut extremely short; her face is
plain, devoid of cosmetics, and usually quite expres-
sionless. When “working,” she favors black covert-
ops field gear, complete with hood and night-vision
equipment. She always keeps at least one knife and
one firearm within easy reach.

Storytelling Hints: In debriefings before she
went AWOL, Phelps described a delusional belief in a
worldwide conspiracy, in which supernatural and hu-
man agencies cooperate to dominate the world at the
behest of some unknown entity. She’s convinced that
“the conspiracy” is out to kill her for her knowledge;
hence, she must eliminate anyone who shows any sign
of being one of the enemy. She seems to divide her
time between hunting monsters and hiding out in re-
mote wilderness areas. Hunters whose goals overlap
with hers may consider her a godsend at first... until all
the supernatural targets are put down, and she casts a
suspicious eye at whomever else is still standing.

SKELETON (MUTWT)

Quote: Oh, look at that woman’s kneecap. Look
at the shape of it. Oh, I'd so like to keep it under my
pillow.

Background: The daughter of a mortician, Sa-
vannah Woodbury was accustomed to the sight of
dead bodies by the time she was two years old. She
was five when she walked in on her father indulging
in necrophiliac practices with a corpse under his care.
She was ten when she began helping her father in his
business and eleven when the police raided the funer-
al home to arrest Mr. Woodbury and several guests in
the midst of one of their “special parties.” Savannah
fled from the noise shouting and hid as best she could,
accidentally locking herself in the hidden embalming
room where her father kept his choicest remains. She
spent a two weeks there, locked in with the corpses,
until authorities finally came looking. Afterwards,
the nurses called the emaciated child in their care
“the Skeleton,” at least among themselves. Savannah
overheard, and rather liked the nickname.
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For a while it seemed Savannah suffered no long-
term effects from the incident. She went to school,
grew into a slim and beautiful young woman, and
started a promising career as a fashion model. Then
her organization noticed that on each shoot she
looked a little bit thinner. Soon Savannah’s thinness
was unnatural, freakish even by professional model
standards. When her hair began to fall out and all her
ribs were visible, Savannah’s manager insisted she
seek medical attention. But by then Savannah had
gone, leaving behind an empty apartment — empty,
except for the embalmed corpses of three other mod-
els who hadn’t shown up for work for a while.

Skeleton met Fatso (see above) while making
a visit to the big city and trying to sneak into the
hospital morgue. Whether their relationship was love
at first sight, or just the recognition of kindred spir-
its, it’s hard to say. But the pair recognized almost
instantly that that their mutual obsessions were syn-
ergistic. Now Skeleton stays in the hospital, helping
Fatso choose his victims, erasing any evidence left
behind by the carnage. She has a nimble mind as well
as nimble fingers, and soon learned to master the hos-
pital’s computer network and security systems.

Appearance: Her name describes her; with pale
skin, a bald head, an emaciated face and almost no
body fat, she seems indeed like little more than a bag
of bones. Unlike Fatso, she can conceal her strange
appearance fairly easily when she wants to using pad-
ded clothes, glasses and a wig or hood. Skeleton may
appear frail, but she’s far from it; her mutant muscu-
lature and the hardness of her bones grant her the
natural weaponry Talent (see below).

Storytelling Hints: Skeleton occasionally in-
dulges in cannibalism, but she doesn’t eat much and
can survive on far less food than an ordinary human.
More often, she treats corpses as toys or uses them
for sexual pleasure. She’s interested in the mysterious
ways in which the human body is held together. She’ll
spend hours with a corpse, dissecting skin from muscle,
muscle from bone, teasing out organs and systems reat-
taching them in creative ways. Sometimes she’ll stand
back and let Fatso butcher a corpse, content to amuse
herself with whatever pieces he isn’t in the mood to
eat. Other times, she’ll claim a victim for herself and
he’ll have to wait until she grows bored with it. He usu-
ally accepts this with equanimity, since her assistance
virtually assures that more food will be along soon.

THE SOWER (LEGEND)

Quote: I'll put that monster in the ground for you.
Then one of you will join it.



SKELETON (MUTANT)

Type Damage Range Dice Pool Special

Natural Weaponry 1 (L) = 2]

Dissecting Saw 2 (L) - ]

Strangle Wire 2 (L) = 9 Skill specialty- see below-




A HURDER

Background: For as long as there have been
hunters, there has always been a Sower. Some-
where, in a shadowy reality distant from our own,
stretches an endless field of black soil beneath a
dim, blood-red sun. And there the Sower toils,
furrowing the earth and burying the seeds at the
behest of an unknown master. Why he must do
this, and what those seeds will grow into, even
the Sower can’t say. For his seeds are the souls of
monster slayers. Some hunters who know the story
have heard that the Sower is called to Earth via
the ancient “sator” square: SATOR AREPO TE-
NET OPERA ROTAS written as a 5 x 5 square of
letters. They say that when the Sower walks the
Earth, hunters die — but so do monsters; and the
Sower aids the Vigil by culling the weak and slow
among those who pursue the Vigil. Others say it’s
foolish to consider the Sower any kind of ally: he
takes the souls he will, and no one can tell who
he’ll choose or why.

Through the long centuries, hundreds of men
and women have taken up the Sower’s mantle. It
works like this: a person who's spilled supernatu-
ral blood crosses a certain patch of ground. They
feel called to put their talent for killing towards
another purpose. They accept. And they vanish
utterly from this world, only to reappear when the
time comes to claim another soul. The current in-
carnation is Geno Carcione, a Philadelphia Union
hunter who grew a little too enamored of killing
monsters (or humans he suspected of being mon-
sters). When his Vigil led him to a row home attic
inexplicably filled with garden soil, he found his
new calling.

Appearance: The Sower is a tall, broad-shoul-
dered man with dark skin weathered by time and
the elements. When he’s out for blood, he usu-
ally wears overalls and nothing else. His hands and
bare feet are caked with dirt; he wears a burlap
sack over his head with small slits cut for eyes.
Should it be removed, his face and hair are seen
to be smeared with mud, soil and clay. The Sower
can choose to take on a mundane appearance in
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SKELETON

pursuit of his goals, but if he steps on bare soil the
illusion of normalcy will instantly vanish.
Storytelling Hints: Every Sower is responsible
for a patch of ground that’s his link to the Fields
Beyond. While on Earth, he must kill hunters on
that soil and bury their corpses there. But for each
hunter he kills, he must also kill two monsters. He
must do his killings in alternating order; e.g. if he
recently killed a hunter, he can’t fulfill his quota
until two monsters lie dead at his hands. Some-
times he shadows a hunter cell, or even actively
aids one, in order to get close to a targeted mon-

| THE TN ANGEL (MASK)

Quote: (A slow creaking of metal on metal.)

Background: In south Philadelphia, there sits a
certain junkyard that’s been there longer than anyone
can remember. The kids in the neighborhood dare
each other to sneak into its very center, where there’s a
statue of an angel made out of rusted car parts and cor-
roded sheet metal. Anyone who looks at it, they say,
will be visited by the angel of death that very night.

That’s one piece of the story. The other is this:
several years ago, Philadelphia’s Cheiron Group sub-
corp recovered what its files describe as “living metal”
from that same junkyard (which, perhaps not coinci-
dentally, abuts against an illegal dump site for chemi-
cal waste). Project Tin Angel, an attempt to graft
this substance onto a Cheiron agent as a form of fluid
armor, initially seemed to be a smashing success. As
it did with the lab animals, the metal formed a fluid
layer beneath the human subject’s skin. When sub-
jected to sudden impacts, the liquid became suddenly
rigid, protecting the flesh beneath. The first field test,
however, quickly proved to be a disaster: some pol-
lutant in the outdoor environment reacted with the
strange metal, and the test subject suddenly began
slicing off his own skin with a combat knife. When
his colleagues attempted to restrain him, codename
Tin Angel went berserk, slaughtered them to a man,
and then fled the premises.
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Cheiron management lost track of their
failed experiment soon afterwards. Then the bod-
ies started turning up: men, women, a child, all
found on the south side of town, in the vicinity
of the junkyard. Each corpse was embedded with
shards of metal, with the crude outline of an angel
scratched into each piece. Soon VASCU arrived
on the scene; five days and seven agents later, they
reported the suspect destroyed and the case closed.
Cheiron breathed a sigh of relief and reallocated
the project’s retrieval/recovery budget. Premature-
ly, as it turns out.

Appearance: Tin Angel is a tall man with a
thick, muscled frame. He wears the ragged clothing
of a street person, and his coat, trousers and shirt
are tattered and torn as if they’'ve been sliced by
a hundred knives. His stringy hair is silver-white
and hangs down past his shoulders. He wears a
crude mask crafted of welded-together metal frag-
ments from the junkyard. It appears to be stapled
directly into his head. When his armor is active,
a dull metallic patina becomes visible through
breaks in his skin.

Storytelling Hints: Some combination of
minerals, metals, and unknown substances in the
air and soil of the junkyard soothes the Tin An-
gel’s madness. He’s learned by trial and error to as-
semble the correct assortment metallic debris into
a mound beneath which he can rest indefinitely in
a torpid state. However, should any component of
his mound be removed or taken from the vicinity,
the Tin Angel will rise within an hour or so and go
searching for the missing piece. He can unerringly
sense the location of the missing object, and can
also identify anyone who’s touched it. Such per-
sons are marked for slaughter, along with anyone
else who crosses his path. Even if the stolen item is
returned to him, Tin Angel will not go back to his
junkyard until everyone who handled it is dead.

Y (MMihe)

Quote: We've been watching you. Your work
shows much potential.

Background: That its agents sometimes go
rogue is an uncomfortable truth for VASCU’s di-
rectors; the entity that calls itself Y may be their
most painful reminder. The incident began with
an agent named Andrew Flemming, who went
missing after a case involving a non-human serial
murderer. It soon came to VASCU’s attention
that Flemming was responsible for the execution-
style killings of a number of occult practitioners

CHARTERBRTHREECEMANYSES HATSTEREDEMTNDS

with connections to the original suspect. Having
seen this kind of thing before, Vanguard profil-
ers quickly recognized that Flemming was tar-
geting those who he felt to be the servants or
pawns of monsters. Two experienced field agents
— Marianne Cortez and Lionel Solerno — were
dispatched to track Flemming down. When the
agents confronted the rogue, things went pear-
shaped very quickly: the trio found themselves
staring down each others’ aimed firearms while
using Teleinformatics to grapple with each oth-
ers’ minds. All the while, a bomb set by Flemming
ticked down to zero.

One of the three staggered away from the ex-
plosion; the bodies of the other two were buried
forever. But in a sense, all three were lost. The
survivor carried fragmented memories and distort-
ed personality traits from all three agents within
his — or her — mind. The trauma of the incident
caused the shattered personas to coalesce into a
single, fused personality. It called itself “Y.”

One year later, Y released its manifesto to
VASCU, “granting the agency permission” to con-
tinue its activities for as long as Y deemed them
useful. According to the communiqué, Y believes
the slasher phenomenon is a response to super-
natural predation against humanity, an attempt
by nature to develop a new kind of human, bet-
ter equipped to withstand hidden superpredators.
By inflicting pain and fear upon human sheep, Y
states, sociopathic killers inspire the creation of
more of their own kind. And one day there will be
enough of them to collectively eliminate human-
kind’s shadowy enemies. Until then, Y intends to
support this process by seeking out slashers and
putting them to the test. Those who are weak will
be executed or turned over to VASCU. Those
who are strong will be assisted by Y in their evolu-
tion into perfect killers.

Appearance: Two mutually-contradictory de-
scriptions of Y exist in VASCU’s files. The first,
based on a brief glance obtained by two agents be-
fore Y eluded their pursuit, depicts Y as slim and
androgynous, with some features that could match
Cortez, Flemming or Solerno and others that don’t
seem to fit any of them. The second description,
given by a bureaucrat who was held hostage for
eight hours while Y ransacked her office, describes
Y as a man or woman of average height and build,
whose hands and face are covered with scars and
burn marks that make a positive ID impossible.
One thing that everyone who’s dealt with Y agrees
on is the voice, which is consistently described as
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Type Damage Range Dice Pool Special

Unarmed = = 5 Fighting Style: Boxing

Sword Cane 2(B)/2(L) 8 Bashing if used when
sheathed-.

Pistol = 2c0/40/80 9 Gunslinger

Rifle 5 c00/400/800 12
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a smooth contralto with careful enunciation and
an almost musical lilt.

Storytelling Hints: The Y-entity’s stated goals
are the stuff of nightmares for VASCU, who've linked
Y to the escape of several slashers from the agency’s
reach. Even worse, there’s evidence that Y has at-
tempted to create slashers by inflicting physical and
psychological trauma to carefully-profiled victims.
One VASCU profiler has suggested that Y is slowly
assembling some sort of shadow-VASCU, composed
of slashers, to advance Y’s agenda. And yet Y at times
passed to VASCU critical information leading to the
apprehension of supernatural malefactors, or human
killers Y considers “unworthy.” Officially, VASCU
agents are not to engage in any communication with
Y, but it’s likely some have, if it seemed the only way
to gain critical information and put a slasher away.
Hunter cells not affiliated with VASCU might en-
counter Y as a mysterious ally, but this usually means
Y is steering them towards a slasher Y wants to put to
the test. Or it could mean that Y believes one of the
cell’s members is one or two violent incidents away
from becoming a slasher himself.

coLLECTORS Xg
TS

Quote: Yes, that’s quite an acquisition. But take a
look at this.

Background: The Association has existed for
centuries. Or at least that’s what members are told
when invited to join, membership being by invita-
tion only. But by tradition, the Association keeps
no records of any kind, written or otherwise. And
the group’s reclusive patron, the First Collector,
doesn’t answer questions about such matters. So
perhaps the club really does date back to the days
of the Spanish Inquisition. Or maybe it was found-
ed in the 1950s by a wealthy Englishman with a
penchant for abducting art students, as one cur-
rent member claims. Or possibly, as some newer
members theorize, it began just ten years ago as an
FBI sting operation and was co-opted by those it
was meant to catch. Who can say?

Currently, the Association has just a half-doz-
en members. It’s likely that it never includes many
more than that, since few serial murders possess
the balance of depravity and social grace needed
to interact with their own kind. Rules are simple:
once a year, Collectors gather and display “collect-
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ibles” that they’ve acquired. Stories are swapped,
collection techniques are shared, and at the end
a vote is cast to determine whose acquisitions are
the most impressive. The winner is then entitled
to visit the First Collector, an enigmatic old man
who dwells in a sprawling estate somewhere in
the American Midwest. After viewing the First
Collector’s gut-churning artifacts, the honored
visitor is granted a supernatural gift: some minor,
inexplicable boon to help the collector maintain
anonymity. Each gift is unique; recent examples
include fingerprints that are never the same twice,
footsteps that are silent in any situation, and the
ability to perfectly mimic any voice. How the First
Collector can work this magic is a matter of occa-
sional debate among Association members. What
he may one day ask in return is a topic no mem-
ber seems willing to discuss. No current Collector
has been gifted more than once, but a few believe
there are former members out there who are com-
pletely imperceptible thanks to repeat visits to the
First Collector.

The annual meetings can be extraordinarily
difficult to arrange. No member wants to invite
others into his or her territory, so neutral ground
must be determined. Acquisitions can include
anything from carefully-preserved human faces to
a surgically altered corpse to a bound and gagged
family of five, so security and privacy concerns are

paramount. And since more than one member is
wanted by various law enforcement agencies, se-
crecy must be absolute. As a result, there are years
when no meeting is held, or when a meeting is
cut short to avoid discovery (or because a member
decides to pursue some extracurricular activities
instead).

Appearance: Membership is only offered to
slashers with ordinary, even unimpressive, physi-
cal features. Flamboyant or unusual-looking can-
didates are never considered — they might draw
too much attention to the group. Exceptionally
attractive slashers are likewise disdained: it’s as-
sumed that they rely on their looks, rather than
their wits, when making acquisitions.

Storytelling Hints: You can only bring so many
blonde cheerleader scalps to the meetings before the
other members lose interest. Pursuit of the Collec-
tor of the Year title can motivate a slasher to hunt
victims outside her comfort zone, in which case mis-
takes leading to apprehension by law-enforcement
become more likely. And it’s not unknown for a
member to decide that the most challenging acquisi-
tion of all would be another member, in which case
one Collector might recruit hunters or other charac-
ters to help capture another (under false pretenses,
of course). By tradition, a member who is collected
by another member is considered unworthy of mem-
bership, and never spoken of again.

CRARAETIERS
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